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Behold the Valerian Isles, jewels of the Obero Sea. Longa 


center of naval commerce, the people here have struggled 


throughout history for dominion over these shores. 


Finally there rose a man to put an end to this conflict. His 
name: Dorgalua Oberyth. But history would know him 
as the Dynast-King. Dorgalua took the disparate races 

of men calling the islands home and united them as one. 
He encouraged marriage between clans, forging bonds to 
strengthen his newborn kingdom. For fully half a century, 
the Dynast-King reigned, and Valeria knew prosperity. 


But the embers of discord smoldered. 


Upon the death of the king, Abuna Brantyn Morne incited 
the ruling Bakram to declare the independence of their 
Royal City of Heim. Yet the schemings of the abuna had 
just begun. Backed by the Holy Lodissian Empire to the 
north, Brantyn created the Bakram-Valerian Kingdom, 
naming himself as regent. He would have seen his rule 
span the isles were it not for Lanselot Tartaros, high 
champion of the Dark Knights of Lodis. Lanselot warned 
against such reckless expansion, and reluctantly Brantyn 
reined in his troops. 


‘This left two clans to vie for supremacy in the south: the 
Galgastani and the Walister. Seven men in ten were 
Galgastani, and on order of Hierophant Leundar Balbatos, 
the Galgastani declared blood war against the weaker Walister 
in a move to claim the south as their own. Valeria watched as 


the wholesale slaughter of the Walister race began. 


Duke Juda Ronwey led the Walister in resistance, but they 
were far outmatched, and in the span of half a year, they 
had been brought to their knees. Balbatos proclaimed the 
Kingdom of Galgastan, and with it an official end to the 


blood war. 


But these things would bring no end to Walister suffering. 
A piecemeal resistance continued, yet with their Duke 

in chains, efforts flagged. In time, many of the Walister 
resigned themselves to eke out such life as they could 

in the small province allotted them by Balbatos and the 
Galgastani. 


Victory begets peace, and for once, the battlefields of 


Valeria stand silent. Yet none believe the calm will last. 
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THE WALISTER RESISTANCE 


Walister freedom fighters, although their enemies prefer to call them rebels. 


DENAM.PAVEL 


Denam joined the Resistance after his father, Prancet Pavel, was taken in a Dark 


Knight attack on their hometown of Golyat. Denam now fights the oppression of the 


Bakram and Galgastani alongside his sister, Catiua, and childhood friend Vyce. Denam 
8 8 ) 
possesses a strong sense of justice 


and the will to see his convictions through. Yet these 
are tempered with caution and doubts about the war that must be waged 


“There is blood on my hands, how 


Jong till it lies on my heart?” 


CATIUA PAVEL “CATIUAPAVEL : 


Denam’s sister and fellow Walister, Catiua has a deep and abiding love 


for her younger brother. After losing their mother at an early age, the 
task of raising Denam and Catiua fell to their father, an abuna in the 
church. Under his guidance, Catiua trained to become a sibyl. Now, 
along with Denam and their childhood friend Vyce, Catiua works as a 
member of the Resistance. She fights not for a grand cause, but for fear 
of losing her brother. 


“Promise you'll never 


leave.your sister.” 


al VYCE BOZECK 
acne emacs 


Orphaned when his father was slain by the Dark Knights, Vyce | 
joined the Resistance to fight against anyone who would oppress | 
the Walister, A man of deeds, he and Denam complement each ] 


other well. 


‘Thave no love of war. 


But I'd sooner die on my 


_feet than on my knees.” 


\caaiiiitialeeee 
JUDA RONWEY_ 


After civil war erupted, Ronwey led the vastly outnumbered 
Walister clan in resistance against the Galgastani. Half a 


year of hard-fought battle later, he was defeated and now 


languishes in captivity. 


“What are you worried 
about? The gods of 


Valeria are on our side.” 


D7 cael 


WALISTER ams 


A captain of the Knights of Almorica, Leonar is a knight who 


LEONAR REC! RIMON 


‘Ifa man wants power, 


be must claim it for 

himself.” 

believes in upholding law and order. He serves as the right hand of 

Duke Ronwey and is a vital member of the Resistance. He set off 

for Krysaro in the southwest of Almorica to track down enemies of 

the Walister, 
‘ 


__RAVNESS LOXAERION 


Ravness is a knight in service of Duke Ronwey, leader of 
the Walister. She is a respected commander of the Duke's 
Knights of Almorica. A calm and reasoned warrior, she 

has been known to show a stubborn side when faced with 


a wrong she feels must be righted. 


“Make no mistake, [have 
high hopes for you.” 


XENOBIA maar 


“Risking your life is one thing. 


LANSELOT. HAMILTON 


Losing it is another.” 


A Xenobian born in the city of Valna in Charlom, Lanselot 
formerly captained the Holy Knights of the Kingdom of New 
Xenobia. He was stripped of his status and banished by King 
Tristan of Xenobia for the misconduct of his knights. Lanselot 


encountered Denam as he roamed the lands with a small band 


of fellow knights secking mercenary work. 


CANOPUS WOLPH 


A Xenobian from the city of Peshaval in Charlom, Canopus once 


captained the Beast Legion of the Kingdom of New Xenobia. 


Like the Holy Knight Lanselot, he was banished from Xenobia 


for misconduct. Canopus exhibits a youthful appearance, as 


“Step forward and 


ae fate, dogs!” winged folk live to thrice the age of men. He can turn the very 
‘your fate, dogs! 


| winds against his foes, earning him the name “Wind Caller. 


BAKRAM 


BRANTYN MORNE 
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Regent of the Bakram-Valerian Kingdom, Brantyn Morne is a man of great 


ambition who moved swittly to occupy the seat of power after King Dorgahua’s 


passing, It remains a mystery as to why Morne insisted on pushing the royal 
family aside when he already had the ear of the king. Although he rose to the 
post of Heirophant with unheard-of swiftness, he is still known as Abuna 


Brantyn abroad. 


GALGASTAN 


LEUNDAR BALBATOS.. -—— 
ee 


Leader of the Kingdom of Galgastan, Leundar Balbatos is a ruthless 
expansionist. He declared blood war on the Walister, using military force 


to suppress dissent even from within his own clan 


LODIS 


— 
LANSELOT TARTAROS. 


High champion of the Dark Knights Loslorien, Lanselot 
was sent to Valeria by secret treaty between Brantyn Morne, 
leader of the Bakram, and the Holy Lodissian Empire in the 
north. As the Dark Knights serve directly under High Priest 
Sardian, Sovereign of Lodis, Lansclot is widely thought to 


be the High Priest’s right-hand man 


“How can any profess 
equality when all men 


are born unequal?” 


“Did you think 
Ii yield to mere 


Walister?” 


“Only from without the 
castle walls may one 
voice discontent with the 
king. Wise is the man 
who steps away from 
power, that he may call it 


clearly for what it is.” 


Tactics Ogre: Let Us Cling Together is an epic turn-based strategy RPG that challenges players to raise an army of characters who can conquer enemy forces 
in tactical combat on a grid-based map. The learning curve is quite steep for those new to the Tactics Ogre franchise, and especially the genre, so we've taken 


extra steps to include all of the information you need to know about how the game is played. 


FLOW OF THE GAME 


Controls, System Menu, & Saving 


The user’s manual included with your copy of the game contains all the vital 
information concerning button commands, saving your progress, and utilizing 
the System Menu. Additionally, you can press the Start Button at any time 
during play to access a list of controls, view screenshots that you have taken, or 
access the Options Menu. Use these screens to adjust the gameplay experience 
to your liking 


No harm can come to your party while you are moving about the world map. 
Highlight an area with the quill to read a brief description of the terrain. Select 
the location where Denam is currently located to gain access to the P. arty, Warren 


Report, and Shop menus (not every location has a shop) 


Much of your time spent playing the game will be devoted to cither actively en- 
gaging in battle or preparing your party for combut to come. Selecting an orange 


location on the world map will summon you to combat. Select the units you wish 
Access the System Menu to save your progress to a maximum of one hundred ‘ 


save slots while on the World Map screen. We recommend rotating through no 
fewer than five save slots: Additionally, it's-possible to create a Quick Save file 
during battle by selecting “Réturnto Title*from the System Menu, then following 
the instructions on screen: This\wilf allow you to: resume combat at a later point 


to take into battle and achieve the victory conditions specified to reap the rewards 


in the form of items, Goth, experience, and skill points. The game is structured so 


as to challenge your party to grow in strength and numbers during the course of 


countless battles so they will be capable of achieving ultimate victory. 


CONQUER THE VALERIAN ISLES 


The Valerian Is 


are comprised of a vast number of locations ranging from 


forested wildernesses and lakeside marshes to sprawling towns and towerin 


castles. You move your party across the map by selecting a location connected to 


the one Denam is currently at. Locations marked in orange have not yet been 


visited. Venturing to an orang ation for the first time will likely trigger a 


battle, a story event and decision point, or both. You cannot pass through an or- 
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ange area without stopping. Only when victory conditions have been achieved at v.09 Canopus) 


a given area can you proceed along the route. Blue flags indicate areas that have 


been conquered previously and can typically be travelled through without inter- - 
q Z 2 vE E Battle scenes such as this one make up the bulk of the gameplay. Learn all about basic and 


ruption, though you may encounter random battles in some of the undeveloped advanced combat tactics in the pages that follow. 
terrain. These battles can be skipped without penalty, provided you have already 


achieved a victory in that location, 
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Victory in battle yields big rewards in the form of items, Goth, experience, and skill points! 


There is often more than one way te proceed, so if a battle is too difficult, consider 
exploring another avenue first. 


DECISION POINTS & CHAPTERS 


The story of Denam and the Valerian continent takes many twists and turns and 


e* ARREN 


€@ Massacre at Balmamusa 
&@ Another Purge of Dissidents 


your decisions in conversation and ability to save potential allies not only a 


who will be willing to join Denam and fi 


the party's actions, but also affec 


alongside him. Additionally, there are key decision points to make that alter the @ Hero of Golyat a Traitor? 


are in major ways and assign Denam a particular “alignment”, whether it be Resistance Musters 


Chaotic, Lawful, or Neutral. This is known as his alignment. All characters and @ Phorampa Open to Hunting 


enemies have a particular alignment that reflects th srsonal ethos regarding 


authority 


THE WARREN REPORT | i 


5 é 5 The Warren Report contains a wealth of valuable information. Be sure to check the “Talk” 
game with the help of the Warren Report. Select section to uncover hidden side-quests! 


Denam's current location on the world map to access this multi-faceted journal 


Review your progress through the 


that records all aspects of your campaign, including the number of battles fought, 


detailed information on the people you mect, titles you earn, and even songs. 


% MARSHALLING YOUR FORCES 


Combat may consume the most amount of time spent actively playing the game, but making sure your party is battle-ready is every bit as important as your on-the-field 


strategy. This next portion of the chapter discusses managing your party; what the numerous statistical ratings mean; how to use magic and skills; and so much more 


GROWING & ORGANIZING YOUR PARTY 


Although your party begins with just five members, you can ultimately accumulate up to 50 unique characters eaaMInwAE aw 


in your party through recruitment, hiring fighters, and by winning allies. Of course, you can’t fight with all 50 


at once so having that many isn't necessary. In fact, you can’t bring more than 12 into a single battle. 


Guests 


Some characters never officially join the party and serve as a “Guest” instead. Guests fight alongside Denam S 5) ea ee BS : 
ae : rigs ; , ‘a ; SHRUEIHRS REEL EE 
and the others but are always controlled by a pre-set A.|. setting (that you can’t alter). Although you can't con- Beeb Saas BRRVKEHS | 
trol them directly, they often fight very well in battle and don’t count against the party size cap. You are free to {| | 
outfit them with equipment as you see fit and even assign new skills to.them: YOu cant; however, change their The checkerboard grid you see prior to entering a battle 


class, Guests may ultimately join your party, turn against you, oF they May-just Up-and:disappear. represents your battle party's formation. Each battle has 
a predetermined maximum party size, typically between 


6 and 12 members. 


There are a number of ways to gain new members: 


Gain party members through story events by assisting allies in battle and being there for them when they need assistance. 


Follow along with the walkthrough portion of this book for tips on how to maximize your party size in this manner. 


¢ Hire new members at shops for 2000 Goth. Each shop has 10 potential combatants who can 
be hired. Hired fighters will have the same class level as those in your party. This is a good 
option for times when you really desire to have an extra member of a particular class, but 
don’t wish to use the necessary classmark. You can even select their alignment. 


The other w ay to gain party members is to persuade the enemy to join your cause. This is 


"known as recruitment and can only be performed by characters equipped with the necessary Hiring new members for the low price 


skill. Enemies of all races can be persuaded to join your party, provided you have a character _0f 2000 Goth is a great way to add extra 
clerics or archers to your party without 
having to use a classmark. 


equipped with the race-specific persuasion skill. 


There are also a number of ways you can lose existing members: 


Characters who are depleted of HP become ‘ ‘Incapacitated” and remain unconscious for up to three turns. It’s up to you and 
the rest of your party to revive them before their third tur 


n comes around (whether by a spell or with a Ble ssing Stone), else 


they lose one life. Each character in your party has three 


lives. A member who loses all three lives dies permanently and can 
never be revived 


Some party members leave yo 


Ir party due to events in the story, often these are events 
beyond your control, but not always. 


It’s possible to lose members through desertion. E Svery character has a loyalty rating and 
those who feel ie abused, or who strongly disagree with your actions (i.e. align- 
ment) may decide to desert the party. Characters who desert will never be seen or heard 


from again. 


You'll be alerted after a battle if one of your 
party members is growing discontent and 
thinking of deserting the party 


Lastly, it’s possible to auction off your creature members at a shop. This is a fantastic way 


to gain valuable items and materials for use in crafting g. Dragons are especially valuable at 
auction! 


EXPLANATION OF STATS 


The first step in building a stronger 


understanding what each of the many stats and menu options within the Party screen mean. The Party screen displays a 


wealth of data that can be a powerful weapon in the hands of a player who understands what it all means 


UNIT & CLASS LIST SCREENS 


Select the party’s current location on the world map and select Part 


from the options displayed to view the party as a whole, This screen provides a quick glance of 


your party, either as individual units or grouped by class (press the Triangle Button to toggle between Unit and Class sorting). 
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The Unit List screen allows you to view information about the individual characters in your The Class List screen groups each of your characters by class and shows which may be both | 
party. male or female. | 


(1) With the exception of certain key characters, the unit's portrait changes based on their currently assigned class. 

(2) Basic information about the highlighted character, including name, level, HP, MP, TP, and number of lives remaining 

(3) Shows the name of the class, the current class level, and the current amount of experience and progress towards the next level. 

(4) Select the “Manual Sort” option to change ID Numbers, sort units according to a specific stat, or even manually sort the units one by one. 
(5) The information bar at the top of the screen displays a summary of the class's style of combat. 


(6) View current information about the units, Hold the Square Button and use the directional buttons to cycle through No., Lv,, HP, MP, TP, RT, or Life 


(7) View current information about each of the classes. Hold the Square Button and use the directional buttons to cycle through the number of units per class, number of classmarks for a 
given class, and class level. 


UNIT INFORMATION 


Select a particular character from the Unit List screen to view detailed informa- 


Hon about an individual unit and to change equipment, assign skills, learn magic, 


or even dismiss the unit among other things. 


4) Character name and ID number. 
(2) Current class and class level 


3 ] Appearance of character in combat along with current number of lives. Characters 
lose one life if they fail to be revived after three consecutive turns while Incapacitated 


(4) Alignment of the character. Denam’s alignment will be based on your decisions at the 
end of Chapter 2 and 3, whether it be Chaotic, Neutral, or Lawful. You cannot change 
the alignment of other characters. 


5] The move rating shows how many tiles the character can move in a single turn while 
the jump rating shows the maximum elevation difference the character can move up 
or down. An overall movement classification is also provided (e.g. Agile, Slow, Fly) 


(6) RT (Recovery Time) is the character's base recovery time per turn and is a function 
of their class and the weight of their equipment. 100 is the baseline, but this number 
increases with each successive action performed during a turn 


(7) HP (Health Points) represents the unit’s total health. The unit becomes Incapacitated 
if this number reaches zero during combat. Replenish HP with consumables and 
magic 


3) MP (Magic Points) shows the current and maximum amount of MP available for cast- 
ing spells. MP is used for casting both learned spells and for using arcana. 


(9) TP (Tactical Points) shows the current and maximum amount of TP available for 
performing skills and finishing moves. All characters begin with a default maxinum 
of 200 TP, but certain skills can increase this total. Action skills and special skills 
consume different amounts of TP. Finishing moves all require at least 100 TP, but 
consume 100% of available TP with accuracy, damage, and other values increasing 
proportionately with the amount of TP above 100 consumed 


CLASS INFORMATION 


Select a particular class type from the Class List screen to view general information about that class, 


including basic stats, available equipment, skills, and magic, and also the current experience level. 


(1) Class name. Note that some classes have a slightly different name for its female 
Member, such as Wizard/Enchantress or Warlock/Witch. This strategy guide defaults 
to the maie name for the class unless otherwise specified 


2] Current level, experience (EXP), and experience needed to gain a new level for the 
class. It's important to remember that individual characters do not level up, but rather 
the class gains a new level. 


(3) The number of units assigned to this class as a portion of the total party. Each active 
unit in a class that participates in a battle earns EXP for that class; having multiple 
units of the same class type will help that class level up faster. 


(4) Movement range and general movement type. Most classes are rated as either Agile, 
Slow, or Fly. Others exist as well 


(5) RT represents the base Recovery Time for this class. This number is then affected by 
equipment and actions. 
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® Equipment currently being used by the unit. The top two slots are reserved for each 


hand (some weapons require two hands to wield); the next two slots are reserved for 
armor (excluding shields) and can be allocated to body armor, helms, legguards, or 
armguards. The final equipment slot is reserved for jewelry. 


(11) Displays the character's clan and allegiance. Not every unit will belong to the same 
clan, but they should all have the same allegiance if they are full members of Denam's 


party. 


® A list of available sub-screens that allow you to further customize and view more 
detailed information about the unit: Condition, Equipment, Magic, Inventory, Skills, 
Finishing Moves, Change Class, and Dismiss. These features are discussed in detail 
later in this chapter. 


® Any current status effects affecting the unit will be shown here. 
(14) The character's current stats. The left-hand column reflects the unit's base stats, as a 
function of their class and any tarot cards that have been found. The right-hand col- 


umn shows the unit's actual stats as a function of current class level and equipment. 


® Current Skill Points total. Skill Points are awarded at the end of battles and are used 
to purchase additional skill slots and new skills. 


6} The class's 


basic unarmed 
attacks for 
both melee and 
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ranged attacks. 


(7) The current stat bonus accounting for class level. These numbers increase as class 
level increases. 


o The base ATK (attack) and DEF (defense) ratings for the chosen class 


C9} Additional sub-screens available when viewing class information including Overview 
(change sex), Equipment, Spells, and Skills. These sub-screens allow you to view the 
types of equipment (in your inventory) and abilities currently available to the class at 
the current class level. 
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There's more to understanding a unit's condition than just looking at their class level and assorted stats. In addition to stats such as Strength and Agility, each unit also has an 


alignment, which is a general sense of how they view the world. Understanding all of these aspects that comprise a unit’s status is important to maximizing their potential. 


UNDERSTANDING BASE & CURRENT STATS 


There are a total of 13 core stats that determine a unit's effectiveness in combat. Each stat has both a base rating (determined by a character's starting stats) and cur- 


rent rating (includes clas: 


lass level and equipment bonuses). The higher a unit's current stats, the more powerful that unit is and the harder it will be to defeat 


VITAL STATS THAT REFLECT A UNIT'S POWER 


Be ontsten rari tarenrrstarr teememaeeeen 
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XAMPLE: CALCU. 


Let’s take a look at Felice (Cleric, Lv. 17) to better under- 
stand how her STR rating of 79 is achieved. The first screen 


shows that Felice’s personal base STR rating is 34. We see 
that Felice is currently wielding the Baldur Mace which has 
ea a STR bonus of +3. We also see from the class overview 
Rae screen that a level 17 Cleric has a STR bonus of 42. Com- 
bining these three values yields the 79 STR rating we see 
rangegip listed as her curgent stat value. 
defense against p 
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INCREASING BASE STATS 


Base stats don't change much over the course of the game, but they can be gradually increased over time. Remember that base values 


are set for each character and are 


not affected by their current (or previous) class. There are three ways to raise a unit's base stats: 


Level Up: There is a small increase applied to base stats when a unit levels up (must be in battle when class levels up). These in- 
creases come in 0.1 increments (though you may see the increase displayed in whole numbers on the screen), so you must level up 
many times before noticing a change in the value shown on-screen. 


Tarot Cards: Picking up a tarot card on the field of battle will often increase a specific base stat. As with leveling up, the increase 
to the unit’s base sta’ 


is earned in 0.1 increments, regardless of the whole numbers shown on-screen. 


Special Items: There are a few special items that increase a unit’s base stat when used in battle. These items are quite rare and are 
often obtained via the Auction at the shop. 


INCREASING CURRENT STATS 


Increasing a unit’s base stats is a 


slow process that typically nets only a small increase to one or two specific stats. Fortunately, there are two other ways to increase your 


current stats and they are both much easier. 


Raise Class Level: Class stats rise each time a class gains a new level, regardless of which units were active in the battle. Although 
all stats rise slightly, some stats increase more easil depending on the class type. For example, Archers receive larger increases in 
DEX each time they level up, while Knights receive larger increases to HP Max. 


Equip Powerful Equipment: Weapons, armor, and jewelry also affect a unit’s stats. Always equip the most powerful equipment 
to gain the largest boost to a unit’s stats. 


you poss 


THE HIDDEN IMPORTANCE OF LUCK 


You may have noticed that some tarot cards and equipment yield an increase (or 
decrease) to a stat called LUCK. This value isn’t shown on-screen along with the 
unit's other stats, but is instead hidden from immediate view. Luck affects the 
contents of hidden items found in the 
course of battle and also the chance of 
landing a critical hit when attacking an 
enemy. Unlike the other stats, however, 
aunit’s LUCK rating actually changes 
each and every day in the form of 

a “Daily Fortune.” Press the Select 


Button while viewing the unit screen 


The unit’s LUCK rating is shown in the 
form of stars as a daily fortune. Each star 
represents 10 LUCK. 


and highlight the unit's face to display 
the fortune. The unit’s fortune and 
associated LUCK rating depend on a 


number of factors: 


t LUCK changes each day of the Xytegenian Calendar 
"randomly across the range of 35-65. 


ica Assigning skills and finding tarot cards can lower it below 
35 or raise it above 65 across a full range of 0-100. 


cca The number of stars shown in the daily fortune provide 
"a quick way for you to judge a unit’s LUCK. Each star 


represents 10 LUCK. 


UNIT ALIGNMENT & LOYALTY 


A unit's alignment is a representation of their personal ethos and personality. 
There are three possible alignments: Chaotic, Neutral, or Lawful as explained in 
the following table. Every character encountered in the game has a predetermined 
alignment that cannot be changed. Although the decisions you make as Denam 


will alter his alignment during Chapters 2 and 3, the other party members’ align- 


ment will not change. In fact, other characters’ loyalty to Denam may diminish 
if your choices run counter to their alignment. Similarly, you may increase their 


loyalty by making the choices they would likely make. 


TYPES OF ALIGNMENT 


Description 


Units other than Denam have a loyalty 
rating which indicates their trust and 
dedication to him. Their individual 


loyalty 


atings change depending on 
the choices made, battle behavior, and 
tarot cards that are acquired. Although 
there is no specific bonus to having 
highly loyal units by your side, you Press the Select button while examining a 
specific unit and highlight the character's 
name to inspect their loyalty to Denam 


should always try to maintain loyalty 


across your party. 


As with LUCK, the loyalty rating isn't directly displayed as part of a unit’s 


Instead, you must select a unit and highlight his or her name to see a message 
about their loyalty. Loyalty ratings range from 0-100 and each alignment has a 


set of messe 


ges that correspond to how that character feels about Denam. Beasts 


in your party do not have a particular alignment, but do show loyalty. 


DECODING THE LOYALTY MESSAGES 


Loyalty 
Alignment Message 


nt, this unit will no! 


peak 


an, Neutral 


s content enough so 


Beast 41-60 


RAISING A UNIT’S LOYALTY 


There are two primary ways to increase loyalty among Denam’s fellow party members. 


Raising Skill Rank: A unit’s friendship and trust of Denam increase significantly when their assigned skills rise in rank during 
a battle. Assign skills to characters with lower loyalty so that they can an up, become more loyal, and be used aggressively in 
battle. 


Acquire Specific Tarot Cards: Some of the tarot cards dropped by the enemy during combat award slight increases in loyalty to 
the unit that picks them up. Namely, “The Empress” and “ Temperance” offer slight increases in loyalty. 


LOWERING A UNIT’S LOYALTY 


Just as there were two ways to raise the loyalty of a unit, there are also two key ways your actions may cause loyalty 


to decrease. 


Battle with Same or Friendly Races: Attacking enemy units of the same race (or friendly races) 
causes the loyalty of the attacking unit to lower. The friendliness of the various races isn’t always 
obvious, so be sure to check the loyalty ratings of newly hired units to gain an understanding of 
how the individual races feel about one another. 


Units with very low loyalty to Denam will 
make their displeasure known. Don't force 


Making Choices That Don’t Agree with Unit Alignment: Making a choice that doesn't match —_ units with very low loyalty to fight, as they 


oy 4 a A may abandon the party after the battle is over. 
a unit’s personality will cause that unit’s loyalty to drop. 


CLASS & LEVEL 


All units belong to a particular class. The term “class” refers to the profession assigned to units that determines what equipment they can use, the skills and magic they 


can learn, and how they behave in battle. There are many differences between the classes. The chief differences due to class are as follows: 


Movement: The number of tiles that a unit can move Available Skills and Magic: Skills and magic that have al- 
changes based on cl 


ready been learned may or may not be useable by another class. 


Movement Type: The amount of elevation change a unit can Equipment: Types of weapon and armor that can be 
negotiate may change 


equipped are highly dependent on cla’ 


Learnable Skills: Each class has a number of skills that are Stat Increases: The basic stats that improve upon leveling up 
unique to it and one or two other clas 


s. Changing classes is class-dependent, as are the amounts they increase. 
alters the selection of skills one can learn. 


BASIC & SPECIAL CLASSES 


Although there are roughly 50 different classes that you may ultimately encounter, it’s important to understand that there are a few fundamental classes that most others 


branch from. The following table contains a brief overview of the basic classes, their characteristics, and the stats most easily increased with each of them. 


OVERVIEW OF BASIC CLASSES 


Q- === 


Many of the other clas 


ing party member 


id MP Max 


t can also use 


cs that are available are ultimately more evolved forms of these core classes. But there are also a handful of cha ster-specific—and some race- 


specific—classes that are as rare as they are powerful. For example, only Denam can become a Lord and only Catiua can switch to a Priest, Dark Priest, or Prine 


LEVELI N G U P A C LASS Although you may be eager to change classes, it’s important to remember that 


the unit will assume the class level of that new class. If you are changing to 


As previously stated, a key feature to understand when play 


} ics Ogre is that a class that you have not yet had in your party, that class level will be 1. This 


Jasses level up as a whole and not individual unit: rience points are awarded means that you will have to purchase equipme 


tthat a level 1 unit can equip 


i 


ttle to the units particular ¢ 


at the end of at rouped by class, Ifa unit of until the class g 


ns levels. This is not always an attractive option. 


levels up, then all of the units of that 


sot iia 


EXAMPLE: CHANGIN 


FN Yo AAG OP HA OR BON, 


5 TO 4A NEW CLASS 


Jo so as well (though only the 


inits actively engaged in the battle will 


Supposed you obtain a beast tamer classmark and are eager 
to try it out. You decide that Caspar, a level 9 Knight, is a 


vain the resulting increase in base stat 


values). Leveling up unlocks stronger 4 : sea 5 
prime candidate and you make the switch. Caspar is now a 


level 1 Beast Tamer, but will likely be devoid of equipment 

and skills, This is because the equipment and skills you had 
assigned him as a level 9 Knight are likely to be unusable by 
a level 1 Beast Tamer. 


EXPERIENCE DISTRIBUTION To gain levels with your new Beast Tamer, you must bring 


1¢ amount of experience needed to leve 


veapons and more powerful skills 


for your units to use so try to raise a 


J as much as possible. The 


class's le 


Having multiple units of the same class can 
maximum level is 50. really help you gain levels faster. 


up varies from class to class. Also, 1 


him into battle at considerable detriment to the party’s over- 


experience is required to gain higher levels than lower levels. For example, only all strength. Sheltering him at the back lines will help keep 

200 EXP are needed to level up trom 5 to 6, but 240 EXP are needed to reach him alive to the end so the Beast Tamer class can gain EXP 

level 7. Experience is distributed after the battle een surviving units with and level up. Fortunately, there is another way to quickly 

nost of it going to classes of low levels, followed by classes that have multiple gain levels for a class you haven't used yet. This is done 

units of the same class. This system makes it possible to quickly level up a low through recruiting enemies to join your party. The recruit’s 

level class, although it comes at the expense of your more established classes. allocation of EXP at the end of the battle contributes to the 
class level for your party whether you decide to keep him or 


E 1: CLASSES OF SAME LEVEI 


not. 


if 


; mt) 


Skills are special actions and passive abilities that can be used to assist in battle. 


“very unit can be assigned with up to 10 different skills across four categories. 


Skills can be swapped any time you see fit, so long as you have the necessary 


Skill Points (SP) to purchase them. The selection of skills available to a given 


unit is defined by the unit’s class level, whether the unit has enough SP to 


ls can be 


purchase the skill, and whether any prerequisites have been'met. $) 


carried over from one class to another, though there are monster-exclusive skills. 


® iL) Move 5 Jump 3 a 


Canopus 
* Vartan 


CHANGING CLASSES WITH CLASSMARKS 


Itis possible to change a unit's 


Class” from the party scr 


provided you have a valid classmark for lass you w 


sh to change to. Classmarks 


allow a character to ch professions, al rh some classes are restricted to specific | r 
acter to switch professions, al hh some classes are restricted to specifi @ Counterattack tl 
i ; F 
classes, races, sexes and even specific : 
¢ exes and pec $) Air Magi 
characters. Classmarks can be purchased g 
| ector 
at shops or earned in battle. Classmarks @ : 
§) Constitution I 


are only good for one use, and you must 
‘ 16/10 268pts 
reoriginal class if Pe meee 


you wish to change back. 


have a classmark f 


With dozens of skills to choose from and up to 10 skill slots, there are endless 
possibilities when it comes to customizing your units. 


More and more classmarks become 
available as you proceed through the story, PURCHASING ADDITIONAL SKILL SLOTS 


Opening up an array of options. 
| siot_| SP Cost JAM Slot | SP Cost 
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SKILL CATEGORIES 


‘© four different categories, though not all categories 


Skills are dividec 


} all t 


: skills work passively all t 


in each charac 


represented v ne 


while others require TP to perform. The full library of roughly 400 skills, their 
effects, and required class levels can be found in the “Skills and Magic” chapter 
of this book, 


Qo se ~ . . ae 
$¢ Command Skill: Command skills give additional com- 


mands in battle. These skills cost very little SP, but are neces- 
f | 


ry in order to cast specific varieties of learned magic or use 


injutsu or similar attacks. Using a command skill often 


requires MP and learned magic or a reagent 

& Support Skill: Support skills offer passive support just by 
assigning the skill to an empty slot. Effects last the duration 
of the battle and often earn skill experience and “rank up” 
over time. Many support skills come in multiple grades with 
stronger versions available at higher class levels. 


ae : se : 
$ Action Skill: Action Skills can be used from the com- 
mand menu during battle, provided the unit has enough TP to 
perform the skill. Action skills can only be used one at a time. 
F 


following turn will simply cancel the previous 


ects do not stack. Rather, casting a second action skill on a 


fect. 


Paya sacle han . 
& Special Skill: These are the rarest of skills and can only 
be learned by a limited number of human units. Most special 


skills can only be learned by other races, particularly beasts. 


Special skills often deal tremendous damage to the enemy, 
but many require all of a party members’ TP to perform. 
Select the special command from the Act menu to use these 
skills in battle. 


SKILL EXP & RANKING UP 


Some skills also include 
EXP is slowly Phe Skill Rank 


of times the skill effect occurs successfully. The amount of Skill EXP earned w 


earned as the skill is used in battle. increa 


Ran 


Sup a particular skill has several benefits, depending on the individual 


area may be widened/lengthened; accuracy and dan 


for your units who attack with weapons 


WEAPON SKILLS & FINISHING MOVES 


Each class has a number of a 


they increase in rank, provided that the weapon matching the skill is used. There are 18 differ 


WEAPON SKILLS CATEGORIES 


a ranking system that indicates the unit's proficiency with that 


each time the Skill EXP meter reaches 100. Skill EXP is earr 


skill. Increas 


atings are increased; and special “finishing moves” may bi 


ailable so-called weapon skills listed under the support skills heading. These ski 


LEARNING & ASSIGNING 
NEW SKILLS 


Skills are purchased (i.c. learned) with Skill Points that are awarded at the end of 


s much like EXP, although individual units earn SP independent of their 


class. Choose a unit on the party screen and select “Learn” to browse available 


skills. Once learned, a skill is ne gotten by the unit even if he changes class. 


Browse the entire list of available skills and give thought to how you expect to use 
gi g I 


skills. Only those skills available 


Once a skill has t red, you must then assign it to an available skill slot in 


order for it to become active. Select “Assign” from the list of commands and then 


cithe ct an empty skill slot or the currently assigned skill you wish to replace 


Assigning Skills: Limitations 

Though a unit will never forget a learned skill, you cannot assign multiple types 
of the same skill to an individual unit. This includes both sequenced support 
skills (e.g. Knockback |, Knockback II, Knockback II!, and Knockback I\/) and 
also “recruit” style action skills, Though it’s entirely possible to learn Recruit 
(recruit human), Fey Pact (persuade faerie), and CoaX(persuade reptile) by 
changing classes, only one of these particular skills-can be assigned to an 
individual unit at onee 


rticular skill. Skill Rank begins at 0 and increases to a maximum of 8. Skill 


ed according to the number 


a single action depends on the individual skill 


ing a Skill Rank makes it possible to learn higher skills; attack r: 


learned, This latter benefit is extremely important 


increase the damage and accuracy of the weapon as 


s of weapon, to go with each of the we 


S 
=@ 


e performed and consume all currently held 


Finishing moves require 100 TP 


ire four types of finishing moves for each type of we 


en activated, TP ir 


cess of the 100 used to perform the attack helps to 


can only be used if the TPv 


6, and 8, respectivel acks 


d accuracy. Finishing moves are performed in lieu 


ng weapon is equipped. For this reason, it’s a good idea to settle on improve the attack damage 


ratching of both attacks and special skills during that particular attack turn. 


particular weapon type early on with a particular unit, ass 


pon skill and focus on using that weapon as much as possible t 


slock mor I finishing moves quickly 


am NG pHeviOusty initia SKILLS 


s le 1. Not only wil 


a unit never have to 


an often be used after cl 


equipment, the skills you learn at one ch ging classe 


lar skill once it has been learned, but the unit doesn’t even need to wait until 


EXAMPLE; USING SKILLS BELOW LEVEL 


kill can be learned as a Warrior at level 5, but an Archer cannot learn that 
classes to an Archer and still use that skill even 


Let’s use the Strengthen I skill as an example. This 
kill until reaching level 7. A unit who learns that skill as a Warrior can chang 


Archer clas 


level is 1 


the 


Not every skill can be used by every class. Many of the level IV versions of the support skills (e.g. Insight IV) can only be learned— 
d—by a small number of classes. On the 

hand, there are a number of skills that can be used by classes that aren't able to learn them. One valid way to strengthen your 

and assign the skill. 


and 


other 
units is to change classes briefly, learn a new skill, then change back to the original clas 


tems fall into three prim: 


e are over 1,200 items in the game. These y categories: equipment, 


arcana, and sundries, although each category contains multiple sub-types. Each and every piece 


liscussed in detail in the “Weapons and Armox” chapter 


of equipment, spell, and consumable 
th 


exactly 


ictions 0. 


he rear of this book. Additionally, there are very specific class r 


ich weapon types a class can equip. Study the tables with the “Classes and Races” chapter before 


Base A Macigg x 

; > ane Douleu 
@ Silver Oberyth 
@ Bronze Oberyth 


EQUIPMENT B coum te 


f melee weapons, five types of rang 


making an equipment pu 


Pieces of equipment fall into three broad categories: melee weapons, ranged weapons, and armor. There are 13 types o: ed weapons, 


the use of two hands. It’s possible to equip two one-handed weapons at the 


and six types of armor. Some weapons can be wielded with one hand while others requ 


the unit cannot cross the battlefield to retrieve the item). 


same time or a single one-handed weapon along with a shield. Some thrown weapons can only be used onc 


‘he other two ar 


ior slots can be equip 


Armor is worn primarily to raise DEF and RES. Every unit can equip a shield (if one hand is free) and a piece of jewelry. T 


he category of beast can only equip a 


with two pieces of equipment from the following types; helms, body armor, legguards, or armguards. Creatures that fall unc 


piece of jewelry 


ARCANA 


The term “arcana” enc ompasses all of the items needed in order to | 


1 magic. This includes the various grimoires required to learn elemental, draconic, and 


an be learned in battle or within the 


; and the scores needed to learn songs. Mz 


hecromancy magic; the scrolls to learn ninjutsu, the treatises to learn war danc 


master” the magic and be able to use it 


Dn Des A 1 . 
Party Screen. All units can use one of these pieces of arcana to learn : spell, but only those of a certain level and class will 


on-command. 


gned to that unit, This is why it’s a good idea to assign your 


1 has been as: 


ng pre-learned magic without an arcana can only be done if the corresponding magic skill 


> later, 


s that are unable to capitalize or 


skills first and learn magic within the Party Screen so you ensure that you're not using arcana with u 
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SHOPS 


The best way to resupply the party with equipment and consumables is to visit a 


SUNDRIES 


‘There are many types of items that can be acquired du 


g combat, purchased 


shop. Shops are loc ated in towns and castles and can be accessed whenever you 


in shops, or even found as hidden treasure on the battlefield. It’s important to 
understand early on what each of these types of items are for so you don't inad- 


vertently sell or disregard items that may be useful later. 


Consumables: Items that are used in battle, often for recov- 
ery benefits or inflicting/removing status effects. These items 


can be life-saving in battles. 


Reagents: Each of the non-elemental types of magic require 
items called reagents in order to be cast. Save these items 

so you don't need to buy them later. The only reagents you 
should ever sell are oberyth coinss. 


Classmarks: Classmarks allow units to change from one 
to another. Learn more about Classmarks and class 


S 


cla 
requirements in the “Classes and Races” chapter. 


Ingredients: These items are used as raw materials in the 
crafting process. Though they appear to be of little to no 
value, they are quite important to upgrading and forging new 
pieces of equipment. 


Recipes: Each of these recipe tomes can be considered a 
cookbook-of-sorts, as they ea 


contain numerous instructions 


on how to craft valuable materials, items and equipment. 


Crafting Success Rates 


Each craftable item or piece of equipment has a single key stat associated with it 


p on the location. Shops allow the following actions 


Purchase: Use Goth to purchase equipment, arcana, or items. 
The items available increase as you progress through the story. 


Sell: Sell items and equipment you no longer need. Weapons 


and armor must be unequipped from units in order to be sold. 


Hire: Use Goth to hire new units for your party. Hiring costs 
2000 Goth. Players can determine alignment, order, and sex. 
The clans represented vary day to day. Hired units are not 
equipped wi th a ny armor OF weapon. ry. 


rons for access to rare 


Auction: Sell your party’s beasts and drag 
items and reagents. It costs 100 Goth to put a beast up for 
auction. The sal 
stats. Depending on the type of unit auctioned, new items will 


e price varies depending on the date and unit 
also be put on sale. 


Craft: Use the recipes and materials you buy or obtain in com- 


bat to craft additional ingredients needed to make improved 
items and equtpment or even create exclusive rare pieces Be 
sure to save your progress before attempting a synthesis with a 


low success rate. 


For example, when crafting Bronze Knuckles +1, the game checks the unit in 


your party with the highest base STR. To increase your chances of success, find the unit with the highest STR and increase it further, If you're having trouble 


crafting a certain item, try again after gaining a few levels 


_BATTLEFIEL 


The first chapter of this book's walkthrough was written with an eye towards helping new players who may have 


of the strategy-RPG genre lies in the experimentation that comes from acting and reacting to the enemy, formulating your own personal style of play, and « 


your party’s ever-changing composition 


ASSEMBLING A BATTLE PARTY 


The first step in combat is to assemble your attack team. This is often limited to between 8 and 12 


units in size, although never more than 12. Pla 


on the battlefield. Use the enemy tables throughout this book t 


the enemies you'll be fighting, then select units 


the units you sel 


in the second row, and your healers and magic-wielders in the rear. Keep in mind that the order for 


units with identical Recovery Time 


tion, as viewed by the player. 


the units in the grid as you wish them to emerge 
help ascertain the rac 
are equipped to best counter them. No matter 


ct, always place your heavy front-line combatants up front, your ranged attackers 


ues will be determined by who is closer to the front-left posi- 


never played a game in this genre before. The beauty 


pting to 


) Assign units to thelbattle party 
4% 


and class of 


ENEMY LEVEL 


+ avel of the enemies that appear changes based on the highest level unit within the battle party. With few exceptions, the enemies you encounter will have roughly 
The level of P s party | ) ghly 


el as the highest level unit in your team. The levels of enemies in most event battles (particularly in Chapter If and IID) are set to a specific level max. 


the same 


ATTACK TURN & RECOVERY TIME 


In battle, the move order of each unit (across the bottom of the screen) is determined by Recovery Time (RT). Each unit’s RT ticks down as time passes in the battle 
snd the unit can take another Attack Turn as soon as RT reaches zero. Understanding how to manipulate RT in your favor can gain your units additional turns and 


keep your party on the offensive 


Every unit has a predetermined base RL, as does their class. The weapons and armor they are currently equipped with also adds to the RT. As RT ticks down, the 


anit’s MP and TP gradually increase and any status effects assigned to the unit gradually begin to wear off 


Unit’s Base RT + Class Base RT + 
Equipment Weight = Battle RT 


D Accept unit to the panty 


Each unit can perform a surprising number of actions during each Attack 


Turn, Also, when a unit’s turn comes around, status effect durations are 
diminished by 1, Incapacitated units may die, and Stilled units may be resur- 
rected. Each of the following can be performed once during each Attack Turn, 


Most Atta 


Turns are spent performing these commands: 


Move: Move the unit on the battlefield. This can be undone at any time by pressing the Circle Button to return the unit to the 
starting point. The distance the unit can move and the height difference depends on the terrain and class. 


Act: The Act menu contains the commands for performing a melee attack, a ranged attack, magic spell, special skill, finishing 
move, or using an arcana or an items. 


Skill: Perform one of the assigned action skills (if enough TP is available). 


End Turn: Select this to end the unit’s turn and select the direction you would like the unit to face. 


HOW UNIT ACTIONS INCREASE THE RECOVERY TIME 


Each unit's RT changes throughout the battle based on the actions they take during their Attack Turn. Every weapon, skill, and spell also has an associated RT value. 
This number is added to the unit’s battle RT to determine their next RT. To maintain a low RT and not waste time, it’s imperative that you only perform actions with 


each unit that are effective. Movement also affects RT with more time being added for longer moves (though this slightly differs by class) 


INCREASING MP & TP 


Every unit’s MP and TP are set to 0 at the start of the battle. These values slowly increase as RT diminishes so that each unit has a small amount of both MP and TP 


at the start of their turn. MP continues to increase gradually with time, as does TP, but TP also increases in direct proportion to the amount of damage the unit inflicts 


or receives, Units who rush to the front lines and attack and defend frequently will receive an increase in TP much faster than those units in the rear. Assigning skills 


like Expand Mind and Tactician increase the gradual rate of MP and TP restoration, respectively. 


Use the Chariot Tarot 


The Chariot Tarot is a special ability that makes it possible to essentially rewind time to any of the previous 50 Aftack Turns to see how a different course of action could 
alter the battle. Press the L Button to view a timeline of the previous Attack Turns. Scroll through to a unit under your.control; watch the'turn you made with them, and 
press the X Button if you wish to redo their turn. This new action will be recorded on a parallel path 


ak] 


BATTLEFIELD TERRAIN & WEATHER 


Bach battlefield is comprised of a number of types of terrain, many of which have an ¢ 


2ct on movement cost and the accuracy of melee and ranged weapon attac 


There are dozens of terrain types that units can walk upon (though some require special skills or classes to do so). The effect of the terrain on accuracy is displayed in 


the corner of the screen. 


=RRAINS THAT CAN BE ENTERED 


Melee accuracy modifier Ranged accuracy modifier 
Weather j 
No Water Fire No Wat Fire 
i 


Terrain Name Barricade 


Influence (*1) 


element element element element 


Earth 25 0 5 30 0 5 
N 15 1( ) ) ) 
Ash None 1 15 5 15 5 5 ( 
20 0 ¢ 0 
None 26 0 0 30 0 tt 
None 1 4( 0 5 ( a5 } 
None i j 5 5 5 5 0 
if 4 10 10 0 1¢ 0 
Ye ) 10 5 40 10 0 
j A 3 5 0 1 0 
None 1 1 5 5 5 0 
None 0 10 0 5 0 0 
{ iC i0 5 15 | 5 ( 


2 J 50 1 0 40 10 

ai 4 7 : 2 " 

Yes 2) ) 50 Q 0 40 10 x 
Ye 2 0 4 0 ) 15 

Lava Non 3 0 0 50 i ) 40 x 

Ne 1 ) ) 

Road (Snow) None 1 ft ) 3) 0 ( 

Wooden None { 35 0 ) 40 ( 0 0 

Stone Floor ne 1 35 0 0 40 ) 0 0 

Stone Wall Noni 1 25 0 } 0 

N { 20 0 ) ( 0 

Nor 25 0 0 ) ) 

None 1 at ) § 5 5 x 

Quicksand None 1 15 5 10 20 5 10 } 
Ashen Soil e 1 3) 1 15 

iderground Str Ye: AN'T ENTEF ¢ 0 1 ) 40 ) x 

Glyph 25 0 0 9 0 0 0 

None { 5 0 ) 9 9 0 

None 1 35 ) 0 ) Fi 0 

‘ (72 } 50 10 F AN 1c z 

CA 50 1 } 40 10 Xx 

2 0 5 0 15 5 0 


DDODSDODDODSDDODDDDDDODRDODDSORDDDD 


“1; indicates that w 


weather changes, move cost increases. 


*2: Units that can float or walk on water have Move Cost of 1, Units that can ent 


@ a Mave Cosi of 2. Aiso, all of these panels are considered “water-type 


+3 Uni 


movement of 1 


that can walk on lava hai 


In addition to being comprised of numerous terrain types, battlefields also contain many obstacles that can limit movement in the area. Most of the obstacles have 


asmall HP value a 


ssociated with them, meaning they can be destroyed. Most attacks against obstacles only deal 1 unit of damage, but it is 


possible to completely 


destroy an obstacle for a tactical advantage or to look beneath it for hidden treasure. 
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IBLE OBSTACLES 


DESTRL 


press) 12 | Grass (sma c ack (fl 


1 Box 


wood 1 


Rock (brown) 
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WEATHER & THE XYTEGENIAN CALENDAR 


Seasons change and weather changes with it on the Valerian Isles. Addition- 


nt climates than other: 


ally, some parts of the world map experience differ 
weather isn’t just for show—it can have a dramatic effect on attack accuracy and 
movement. Weather doesn't shift dramatically, however, but rather it makes small 


one-step shifts at a time based on the followi 


g pattern. 


4 Rock (floating 


| For Rain: 


ci 


) p> FP md <x 


Light Rain Rain Heavy Rain 
Sunny Cloudy @ =p ey) Sep 5 
aaa ial cal 
GhSnOM: Light Snow Snow Heavy Snow 
RELATION OF EARTH'S SOLAR CA DAR 
TO XYTEGENIAN CALENDAR 
Solar Calendar Xytegenian Calendar Dominant Weather 
1o1/2 Godscale 1~24 y 
18 arthscale 1~25 n 
4 Wet 


mid) 


Cx eS HH SM 


6 
9 
.) 
& 
© 
& 
8 
& 
Ta 


Bad weather mostly impacts weapon accuracy, but bad weather does not impact 


the accuracy for magic and skills. Using items like Cc 


al Harp allow you to 
manipulate the weather to your liking Bad weather also impacts the move- 
ment cost on certain terrains as well. Light rain or light snow doesn’t impact the 
movement cost, but movement will get tougher if the weather worsens beyond 


that. Certain terrain can even become impassable in heavy rain or he 


vy snow. 


BATTLEFIELD ELEMENTS 


The battlefield can be affected by one of eight types of elemental categories. Not 


every battlefield has an element associated with it, but the effects of magic and 


s of a corresponding element will be slightly enhanced when they do. The 


elemental effects can also be changed by casting powerful spells like Sylphide, 


and when a certain elemental affinity is raised, the opposing element is reduced 


half that amount. The relationship of each element is shown below. 

AIR EARTH LIGHTNING LIGHT, | 
| | | 
LD) ee Ye Oeil © | 

ICE FIRE WATER DARK 


CONDITIONS 


A main component of battle hes in the tactical use of inflicting negative conditions on your enemy and granting beneficial ones to your allies. There are many types of 
conditions and many have a counter-effect. Conditions can often be removed/applied with spells, skills, and even items. Tarot cards are one of the many ways to apply 


a condition to an adjacent unit. The effects of most conditions disappear after a certain amount of RT has passed or once a units Attack Turn comes around a certain 


number of times. The conditions may even wear off randomly. Nearly all conditions are removed as soon as the battle is over. 


CONDITION LIST 


Pianos ey eT 
(sm tated IP is 0. the counter abo iit’s head reaches 0, it is B  witherec Max HP reduced 


: nepalienend i life, it Addlec 
a 

oo ry above the ur ead Quickened ‘ 
GB | Near Death " Next incoming weapon at ecial S| item effect 
ee) 3p to take action. Any damage will awaker : endered inetrect! 
& | Bewitene te 
c) 7 ath A : ane se is J ; attack tu! 
@ilescrce is nett aren becanol 
Me Stunned Son iv unable to take a 
(co) Unable to cast spells or recruit 
@ t neaksactl 
FR Bound Unable to mov 
RM Stacked ble to take acto 
o stopped si f uy i ‘ozen. Will not ha’ ar 


nce reduced 


Touched Element damage addec 


Silence added to w 


Febm @eo @ See 
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POST-BATTLE SPOILS 


Emerging victorious on the other end of a hard-fought battle yields items, Experience, and Skill Points and helps make your party even stronger and better-prepared 


for the next battle. There are multiple ways to add to your spoils, however. 


Many enemies drop a Loot Bag or a tarot card after being defeated. Ending a turn on the tile with either of these items will make your unit pick it up and gain a 


chance of acquir 


ng the armor the enemy you defeated was wearing. The unit can also acquire various items assigned to that specific enemy. Loot Bags that don't get 


picked up by the end of a battle will be automatically collected. Tarot cards, however, must be collected during the battle or be lost forever. Tarot cards are added to the 


party's inventory but immediately add a very small, incremental ratings boost to the individual unit's base stats. These numbers are very small, but they can certainly 


build up to be a lot over the course of the campaign. Enemies can—and will—seek out tarot cards and Loot Bags. Make sure you pick them up before the enemy 


gets them! 
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DISTRIBUTION OF EXP & SP 


The total amount of EXP received by your battle party in battle is determined 


by the type of battle (Vanquish Enemy Leader or Vanquish enemy forces) and 
the number of enemies present, as well as the class level of your units. The total 
is also affected by the number of units in your party, the number and level of the 
EXP is 


distributed to each class separately based on the number of units that took part in 


units your army defeated, and the actions that were taken. From thi 


the battle from each class, and their respective level. Classes with more units pres- 


as do classes w 


ent gain more E, ha lower level. Experience that is not evenly 


distributed is carried over to the next battle. 


Skill Points (SP) are distributed to each individual unit evenly and are determined 


by the number of living units in the battle, the number your party defeated, and 
the actions your party had taken. In short, the more enemies you defeat of a 


higher level, the more $P you earn 


RECRUITING ENEMY UNITS 


The final topic in this section is that of recruitment. It’s possible to use a specific 
=mies you encounter into allies. This is 


el 


recruitment skill to convert some of the e 


a powerful way to 


yain access to new classes, but also help increase the class 


of classes you already have. Not to mention, recruiting a weakened enemy provides 


your party with an extra fighter that can be used against the enemy, 


There are nine different recruit skills, one for each of the major categories of r 


Tt 


specific enemy t 


e following table breaks down the category, the skill needed to recruit that 


and the class most capable of doing it. Only one recruitment 


skill can be assigned at any one time 


RECRUITMENT SKILLS & CATEGORIES 


Recruitment Skill Enemy Category Racial Study Skill Appropriate Class 


The success rate for recruiting an enemy is dictated by a number of factors, 


you can see the chance of success 


as shown in the following list, Fortuna 


displayed numerically as you highlight the enemy you wish to recruit. 


© Suce htly if the skill rank of the 


persuader is high and if the matching racial study skill is 


rate increases sli; 


assigned, 


Success rate increases if the enemy unit’s remaining HP 


is very low. 


@ The closer the persuading unit is to the enemy, the 


higher the success rate. 


The lower thedoyalty of the enemy unit, the higher the 


chance of success, 


Enemies that have been recruited to your party instantly become an active 


member of your team. They will earn EXP for your class and SP for themselves. 
TI 


of that class already. This will likely cause them to lose access to the equipment 


r class level will be set back to 1 if your party doesn’t have any other units 


they were equipped with. Recruiting enemies in this manner not only helps you 


in access to new classes, but recruiting multiple enemies of the same class can 


help your party quickly level up a specific class without having to risk your own 


low-level units. 


pabeceenneeesan, 


Thy class system within Tactics Ogre: Let Us Cling Together is a complex relationship between individual characters that play specific roles in the 
story, the races of the various species of the Valerian Isles and the classes they can become. To understand the entire system, and how it relates 
to leveling up and increasing a unit’s stats, it’s important to first meet the different races and learn what categories they fall under. 


9x CLASSES 


Thete are many types of beings encountered on the Valerian Isles and each of them falls into one of the nine different categories 
(corresponding to the various “recruit” type skills). The following table shows the range of initial stats for each race. These numbers represent 
the bare minimum for each particular race. 


(a 
\. INITIAL BASE STATISTI 
cs a 


— 


Human 


Human | 56-72 


Uzardman Reptile 
Lamia | Reptile 
ore Umbra ay 
gE Skeleton hantom: 0 ae 
Ghost Phantom 


ad 


Dragon-type 


iydra 


ockatrice 26-34 


Octopus 130-145 0 35-43 
Cyclops 80-93 22-35, 34-42 
Golem-type Golem 70-83 0 35-43 39-47" 32-46 35 


‘Represents the race with best initial rating for each specific stat. 


$e STORY CHARACTERS 


There are a number of characters throughout the story who have their own unique statistics. These characters can each be added to your 
party if you follow the special recruitment procedure necessary to earn their trust (see Walkthrough section). These characters tend to have 
higher stats than the base ratings for their race (Human, primarily) and also higher stats than those you can hire at shops. Study the table 
to gain a feel for characters and see if they fill a need in your party. Denam isn’t included in this table, as his stats are determined by your 
responses to the game’s opening questions. 


(“INITIAL BASE STATISTICS FOR STORY CHARACTERS 
We LAL BAS ESTA TST CSE 


Character Name HP Max MP Max SiR 
Wee 3090 | 25:35 35-40 
E Cativa | cere | 3242 30-35 
iotHamiton 0) ear 
Warren Omon | z 34-44 al 38-43 ah 
Cangpis tosis | 3898 39-44 
_Mirdyn | 98-108 | a. 39-44 (= 
Gildas { iota | 2909 40-45 
~ Cerya Ei | 
or T 
ane Cisting 36-40 
E Owe 33-38 
i Deneb Lika 
7 Donato 2 28-33 


104-114 
405-14 
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Tamuz 


Represents the maximum rating compared to other races. 


Individual units, whether they be a random lamia you recruit during a battle or a major story character, will change over time depending on 
what class you assign them. Each class adds a multiplier to the base stats of each character, helping them to grow into a unit that would excel 
at the needs of that class. This can be a more rapid improvement in STR for a Warrior or perhaps a sudden increase in RES and INT for 

a Wizard. The movement type and range of units are also affected by the class (but movement type does not change for races that can fly 

or walk on water). Some classes can move through deep water while others can jump higher or move further during each attack turn. Class 
dictates this. 


Another way class influences a unit's growth is by determining when they can master a spell. Every unit can use arcana in battle, but only 
those who have reached the necessary class level can cast the spell at will in battle. For example, although the Knight can use a Grimoire 
Soins arcana in battle and “learn” Major Heal, it cannot cast Major Heal due to its status as a Knight. Clerics, on the other hand, can cast 
Major Heal after learning it from the arcana, but only if they meet the level requirement for that spell. 


DICTATING SKILLUSE: 


Regardless of the class you assign a unit to, that unit will be able to select from an ever-increasing pool of skills to learn as its class level 
increases. Some classes can learn a skill at a lower level than another class. Many of the skills are transferable from one class to another, even 
if the new class cannot directly learn the skill. For example, the Warrior class cannot learn the Rampart Aura skill, but the Knight class is 
able to learn it at level 3. A unit that learns this skill as a Knight can use a classmark to become a Warrior and continue using this skill. Not 
every skill is transferable; consult the tables in the Skills & Magic chapter to see which ones can be used. 


® SOME CLASSES ARE RESTRICTED 


Just because you have the appropriate classmark doesn’t mean every unit in your party can use it. Classes aré restricted to specific characters 
and races, And the more exclusive or special the class, the tighter the restrictions. There are several very rare class types that only one or two 
characters can change to. The following table details which classes each race and character can change to. 


(@GHARACTE 


=« 1 a) Bo) el @ elgslelelel gigs 
peta: | 2/2) 2/2/28) 2) 8/8] 8) 2)e2) 8) 8] es 
S S2 Bee ee) |}s|/8/8/a)8]* 
€ | | 
—— —— = i ae ee = 
Warrior xX | x x x x x | Moll 3g x x x XX x | 
ae = sel ai es Sle | | oe Police (Ewes [De | 
i | | i i] if | 
Archer x | x x x] | | | x x x Xx x Mails x x x x x x fxd 
| | i 
bs a S See —— = = » ++ 
Wizard ee lexan x ho kee eed eed pete se | te We We Ih se ede ge |x| 
tt | en yp jj -—| 
Cleric X x | | Verea a xX |X x x x Xx Re ox x X x x ne 
| il 
clo Ss Se | | | aaa ys | ry Sor al 
Rune fencer x elect | x x XX. x x x x | x x x x 
ee Sieese pee 2 es i pf 
Knight ulin eo os (a cc Vs hex | Reh | 
an =i} = | | i a “f | a | 
I peer a a | i eas 
Terror Knight 1X) fs 2 x x x eX Ke 1X x bs x x x x x ei 
Ss et Lene ine tees So eer ESS eS || Rays jt cael oe ai eae 
e | | | | | | | | | | | | | 
Berserker x | | x | | x [ox ol | ee eat eco (fi > a |e x | | 
ee wae 4 i | i ea! di <y 
| at 
Swordmaster x x | XxX X x 3 
i Be sr Raa 
Dragoon x x x | Xx 
Ninja x x x x - 
[Pek eats i A ra eS ai 
Rogue | x | Oa de | x Key. X x - 
ee oa = 7 aa i ' = as 
Fusilier x | | | x x x x | 
pestis) Si a see Pe se edie | 
Beast Tamer | x Lex, || eT oy so ee 
Warlock 
Necromancer 
ica | 
Lord | 
Ranger 
Priest | 
Dark Priest 


Princess 


Vartan 


White Knight 


haman 


Songstress 


Buccaneer 


Knight Commander 


Lich 


Divine Knight 


Hoplite 


Juggernaut 


Patriarch 


Familiar 
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“WARRIOR 


{ mainstay melee attacker adept with a 


none 


How to Unlock: Sex 
Denam begins the game as a Warrior and you also gain another Male, Female 
Warrior unit after freeing Duke Ronwey early in the campaign. The 

Warrior's Mark is available at shops. 


BRACE ssensninmaiiaatinisinaalidaciemtiitiams 


Human “Winged Lizardman Lamia Orc Skeleton 
x x Xx xX x 


Ghost 


Faerie Gremlin Golem 


Spears 


re 
WEAPONRY, & COMBAT. SKILLS wii 
sre SA a sR eno 


Fists Daggers S(1H)  S(2H) Axes Hammers K(1H)  K(2H) — Cudgels 


Spellbooks Instruments  Blowguns Bows 


Whips Crossbows Fusils Thrown 


Ranged (empty hand) 


“ARCHER 


attacker adept with bow and crs, though their acatnay drops sharply 


A mainstay rang 
in bad weather, 


‘A VITAL INFORMATION) 


How to Unlock: Sex: 
An Archer wil join your party after rescuing Duke Ronwey early in the 
campaign, Archer's Marks can be purchased at shops 


Winged Lizardman Lamia Orc Skeleton Ghost ‘Faerie Gremlin Golem 


Fists Daggers _S (1H) "Spears Hammers (1H) K(2H) 


Cudgels 


Crossbows  Fusils Thrown 


Ranged (empty hand) 


vast Stones Cast Stones 
CORE STATS 
Attribute a Grit’ Level 0 Rating [J Atribute mh tant Level 50 Rating Attribute ae evelU)  Lovel50Rating |) Altiute ais) vee Level 50 Rating 
HP. 40 - AVD 14 oe +116 HP. - AVD 
MP. - - INT 10 ae +117 MP - > - INT W = +113 
STR 19 Sey +126 MND 12 Sas +119 g STR 15 =| +117 MND 14 ne +121 
vit 16 ‘ +118 res | 16 : +114 wt [to = can a 7 
ES a8 AK | 4 2 Z ry = Tee aK [4 : 
: +119 pe | 2 : - stat oe | 2 : 
7 ing compared to all other classes. 


GE 114 


+119 


“116 


‘The Warrior class is an excellent class to spend some time with early on in the game, as 

it allows players the opportunity to experiment with multiple weapon types and styles of 
play. Though the Warrior cannot master any magic, its ability to use the majority of melee 
Weapons, as well as bows and crossbows, provides flexibility seldom seen in other classes 


Advanced players may want to quickly move away fiom the Warrior class to one whose 
stat growth is better suited to a specific tactical style. Equip with a melee weapon of 
medium heft (and corresponding weapon skill) and send it to the front lines. The class's 
well-rounded stat growth and moderate movement ability enable it to bring the fight to the 

WJ enemy quickly. 


N17 


Archers are one of the most important units on the battlefield, as their ability to rain down 
attacks on distant enemies gives the party a tremendous advantage, Archers not only have 
a tremendous attack range, but bows can often be shot far beyond the highlighted target 
range, depending on terrain and cover, 


(SAMPLE. SKILL LOADOUT 
ie _— 


Slot Type  SkillName Slot Type Ranks Up? 
1 3, MENG 6 S+ 12 Yes 
es — hat 
——_______ 5 
SAMPLE SKILL LOADOUT Bia pore ; 7_|_S+ | Knockback ti | 14 - 
i=, ate Double Snot 2s a | s Fortity il | 26 
Siot Type Skill Name Ranks Up? fH Slot Type Skill Name Ranks Up? 3 a Trajectory 1 tl 9 | Se | tetightivintao i 
| 1_| S~ | Mighty impact | 3 2 6 Counterattack Iv | 30 eft Bows I Eig eee Sel 
1H 2 | S| Doubie impact | 25 7 | St | Strengtheniv | 38 . 5 | St Anatomy | 3 | __ Yes e 
3 Se ‘Swords (1H) 1 Yes 8 St Fortify ill 29 = 
aR : ‘ Few level 1 skills, if any, are more valuable than Trajectory and every Archer should have 
je St Se | peed 20 this skill equipped at all times. Beyond Trajectory and the core weapon and racial-bonus 
5 | S+ Parry 12] Yes 10 | S+ | Constitutioniv | 41 skills, it’s important to focus on maximizing your Archer’ effectiveness at ranged combat: 
e Spend your Skill Points upgrading the Knockback, Trueflight, and Fortify skills. 
The Wa 


artior’ inability to cast magic or recruit enemy units limits its use on the battlefield 
to that of pure combatant. Assign an assortment of skills that prepare your unit for 
extended periods of combat. The Warrior has only three action skills available, Mighty 
Impact guarantees a critical hit with 100% accuracy and is a valuable skill early in the 


game, Double Impact allows the Warrior to swing his weapon twice during a single attack 
and is a very powerful skill. 
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‘ WIZARD/ENCHANTRESS gE «CLERIC 


A magic-user who casts spells to damage, weaken, or strengthen others. Low defenses make them 


poor in close-quarters combat. 


A wilder of divine magic who mends wounds and cures various ailments. Keep one in every 
battle party. 


(VITAL INFORMATION 
How to Uniock: Sex: How to Unlock: Sex: 
|) AWizard (or Enchantress) will join your party after rescuing Duke Male, Female A Cleric joins the party after Denam rescues Duke Ronwey early in the Male, Female 


| ‘shops. 


Ronwey early in the campaign. Mage’s Marks can be purchased at 


Avg RACES, eR 


| | Human Winged Lizardman Lamia Orc 
es X 


~{ WEAPONRY. & COMBAT, SKILLS 
Fists Daggers S(1H) (2H) 
ee 
Whips ‘Spellbooks 
BASIC ABILITY. 


Move 


Axes 


Instruments. 


Move Type Jump (Up/Down) Base RT 


CORE, STATS 


jase 
Attribute Rating el 50 Rating 


Blowguns 


es 


Skeleton Ghost Faerie 


Bows Crossbows Fusils 


Melee Attack (empty hand) 
Punch 


Base 


Atribute Rating Growth 


Gremlin 


K(2H) 


Golem 


Cudgels 


Thrown 


Ranged (empty hand) 
Cast Stones 


Level 50 Rating 


st BASIC. ABILITY. 


campaign. The Sibyl's Mark can be purchased at shops. 


Human 


Winged 


ardman Lami Ore Skeleton Ghost Faerie Gremili 


Golem 


, ee 
>t WEAPONRY & COMBAT, SKILLS 


Daggers q S(1H) "8 (2h) Axes K(2H) Cudgels 


Whips Spellbooks 


Crossbows, Fusils Thrown 


Melee Attack (empty hand) Ranged (empty hand) 


Cast Stones 


Base 


ks HP Level s0Rating J Atribute petty Grn 


Attribute 


MAGIC) 

+ Air Magic 

+ Earth Magic 

» Lightning Magic 
* Water Magic 

* Fire Magic 

+ Ice Magic 

» Dark Magic 


24 z avo | 15 +113 : AD | 13 
MP 15 } ont a +123 MP 13 ; “ INT 17 = +119 
SiR 9 e. +116 ) mno | 18 : +116 SiR mre Hitt MND | 25 ao +132 
vit 10 sige +117 RES 28 ike +135" VT 9 WY 4116 RES 27 ie +129" 
ATK 3 : DEX | 12 a +114 ATK 3 : : 
DEF 3 ; - * +110 DEF 3 : : 
d to all other classes. rating compared to all other classes. 


Gi 
a 


+116 + Divine Magic 


What Clerics 


jack in offensive power, they more than make up for with the ability to learn 
all types of restorative spells. They are masters of Divine Magic and can heal injured allies, 
cure them of status effects, and even resurrect them when they are incapacitated. 


Many of the Wizard's powerful attack spells and debuffs don't become available until later 
in the class’ level progression. Furthermore, many of the enemies that Denam’s party will 
face have very high resistance to magical attacks, necessitating the use of multiple support 


28 


skills, Remember that Wizards are primarily a support unit; dont rely on them as your 
primary offensive force and don’t rush them headfirst into the teeth of the enemy. 


Slot Type Skill Name Ranks Up? § Slot Type Skili Name. 


The Clerics’ role in the party is not to attack the enemy. Equip them with a Cudgel or 
Hammer to gain a small boost in stats, but consider switching to the Lobber as soon as 
possible. This slingshot-like weapon allows the Cleric to throw healing items (and other 
sundries) across the battlefield to allies. 


types of magic and assign those matching command skills. Eschew the standard 
weapon and racial-bonus skills, but do include the Coax skill to be able to recruit 
reptiles to your party. 


1 Sc Dark Magic G ig Dar Ss Slot Type Slot Type ‘Skill Name. Ranks Up? 
2 Sc Fire Magic. 4 . iti St Augment Fire Ki Yes 1 Divine Magic 6 S+ Insight IV 43 > 
3 Se Meditate 3 Yes 8 S+ Spelicraft V 43 9 (ss Mother's 42 us vi S+ Expand Mind IV } 40 

5 Bie 
4 | s- Coax 5 | Yes 9 | Se | Spelistikelv) | 37 : see 8 | s+ | Channelingiy | 41 : 

i 1 

Bnlise Enguif 25 a 10 | s+ | Expand Mind w | 36 BEIbSe Forty § 9 | St | Field Alchemy iv | 24 5 

4 | Se | Resistanceiit | 32 | - _ 

10 S+ Reflect Damage il | 33 

‘The Wizard can learn a number of very valuable skills, Focus on no more than two 5 | st | Spetstriketi [27] 


Aside from the Divine Magic and Mother's Blessing skills, it’ a good idea to focus your 
expenditure of Skill Points on the series of skills that improve the Cleric’ longevity and 
effectiveness. Clerics can learn the Recruit spell and assist the party in persuading human 
enemies to join their ranks, but this is a risky proposition. Consider equipping a Cleric 
with the Recruit spell early on in the campaign 


ee 


RUNE FENCER/VALKYRIE 


Avwell-rounded caster of attack and healing spells who 1s also adept at sword and spear-play. 
Able to move through water tiles, 


How to Uniock: Sex: 
‘A Rune Fencer (or Valkyrie) will join the party after Denam rescues Male, Female 


Lamia Ore Skeleton Ghost 


Winged Lizardman Faerie Gremlin 


ee 
WEAPONRY. & COMBAT. SKILLS fies 


Daggers (1H) ‘S(2H) Axes Spears Hammers K(1H)  K(2H) 


] 
| 


Whips Spellbooks Instruments Blowguns Bows Crossbows Fusils Thrown 
ie - : - x x - % 
ne — 


BASIC ABILITY. 


CORE STATS 
eae 


Golem 


Cudgels 


ee 
Move Move Type Jump (Up/Down) BaseRT Melee Attack(emptyhand) — Ranged (empty hand) 

| ile 3 26 Punch Cast Stones 

a 


“KNIGHT 


An excellent front-line warrior, able to use Bealing magic. Nothing stops an enemy advance like 
a Knight in its path. A capable defender and strong attacker. 


A VITALINFORMATION 


How to Untock: Sex: 
The enemy leaders at Almorica Castle drop Knight's Marks during the 
battle to free Duke Ronwey. Knight's Marks can also be purchased 

at shops. 


Ghost 


Human Winged Lizardman Lai Otc Skeleton 


Daggers S(tH)  S(2H) 


Fists Axes K(2H) — Cudgels 


Instruments — Blowguns 


Bows Crossbows —_—Fusils Thrown 


ve BASIC ABILITY. 


Move  MoveType Jump (Up/Down) Base RT 


Ranged (empty hand) 
Cast Stones 


Punch 


eg CORE. STATS. 


- + Water Magic 
+ Fire Magic 
+17 | + Ice Magic 


Divine Magic 
Dark Magic 


The Rune Fencer can equip many styles of weapons and can therefore be played many 

different ways, including as a magic-wielding archer if it so pleases you. We recommend 

PH cquipping the Rune Fencer with a spear. It’s worth noting that Rune Fencers can move 
through deep-water tiles, which aids in battle as well as treasure hunting. 


ne 
SAMPLE SKILL L 
ee 


yak pour, 
! Slot Type Skil Name Ranks Up? 
| ce 6 | s+ | Augmentair | 3 | Yes 
2 | s= | Heintusion | 8 Tales Pay | 3 | Yes 
hd 3 Se? Barricade 10 2 8 S+ Knockback II] | 23 
4 | s Spears 1 Yes 9 | c+ | Spelcrativ. | 4s = 
St Anatomy 3 Yes 10 | S+ | Expand Mind Ill | 32 : 


There are a number of ways to configure a Rune Fencer, but it's best to focus on its ability 
to cast magic and attack from two tiles away. Equip a magical command skill such as Air 
Magic, along with its complementary Augment Air skill. The Barricade action skill grants 
the Rune Fencer the ability to implement an excellent tactic in restricted spaces against 


Py) melee attackers, 


Base —_Level-Up Base —_Level-Up i Base LevelUP Base Leve 
Attribute Rating Growth ating Growth Level 50 Rating Attribute Rating Growth Level 50 Rating Attribute Rating Growth evel 50 Rating 
ne AVD. 17 Be +19 HP 38 a : Avo 16 oe +123 
MP 7 ae - iNT 12 oS +119 MP. 8 . | INT W a +113 
SiR 13 Be #115 MND 13 = +115 STR 15 : +i7 | MND 14 oct +21 
vit 14 sob Sek +121 res | 19 “is +126 vIT 7 +119 RES 19 +121 
OEX 17 z 415 ATK 2 A Be DEX 14 #118 ATK 1 é - 
AGI 15 oe +17 DEF 4 AGI 14 Ge +116 DEF 5 : 
- STs 
thee maximum rati ed to all ot : cin i 
perce maximum rating compared to all other classes, nur rating compared to all other classes. 
Pees : SEB +117 
eee MAGICR ee ere «kine Mag 
Me +126 (Mm «121 } + Air Magic \ 
ea F + Earth Magic a \\ 4 
Be . * Dighming Magic oly 4 
115 +115 ss ) 
Sig oe +113 : +116 


Of all the character classes, the Knight is probably the most common. The 
Knight's relatively high offensive prowess combine with its ability to east some 
Divine Magic to create the ultimate front-line fighter—one that can heal his 
own injuries! Using the Knight in battle is very straightforward: charge the 
enemy and don’t stop until the last body falls! 


<{ SAMPLE SKILL LOADOUT 
pe MELE SKILL LOADOUT _ 


Slot Type Skill Name Ranks Up? Slot Type ‘Skill Name. 
1 | Sc | DivineMagic | 4 : nee Anatomy 
21) | S= Recruit 5 Yes 7 S+ | Counterattack Ill | 22 
3 | S$ Phalanx 5 = 8 S+ Strengthen IV | 39 = 
ee Rampart a . cules FortifyV | 36 
si Shadow z 
10 | S+ Tactician I! 30 - 
5 St Hammers. 1 Yes 


Divine Magic, a weapon proficiency skill and a racial-bonus skill are worth equipping 
at all times. Beyond those initial three, there is a lot of room for experimentation 
Phalanx protects the unit from 90% of incoming damage until the next attack turn: 
and all but transforms the Knight into a veritable brick wall, thereby protecting 
weaker units behind him. 
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“TERROR KNIGHT 


The bowls of tormented spirits can be heard swith every sep of the Terror Knights bots. Skilled in \ 
‘weakening enemy attacks and defense, they function asa call against enemy advance. 


VITAL INFORMATION 


How to Untock: Sex: 
Can recruit a Terror Knight early on in Chapter! or Kil the Terror 
Knight encountered to receive a Dreadknight's Mark. Dreadknight’s 
Marks can be purchased af shops. 


Faerie Gremlin Golem 


WEAPONRY, & COMBAT, SKILLS 
Daggers S(tH) S@2H) Axes 


Hammers K(1H) K(2H)  Cudgels 


Move Type Jump (Up/Down) Base RT Melee Attack (empty hand) Ranged (empty hand) 


Gast Stones 


Base Level-Up 
Attribute Ri Growth Level 50 Rating 


« BERSERKER 


A melee attacker entirely unconcerned swith its oxun safety, the barbarian boasts a strong attack, 
but a weak defense. 


How to Unlock: Sex: 

The enemy leaders at Almorica Castle drop Berserker's Marks during Male, Female 
the battle to free Duke Ronwey. Berserker's Marks can also be | 
purchased at shops. 


Orc Skeleton Ghost ‘Faerie Gremlin Golem ] 


Lee a 
(WEAPONRY, & COMBAT SKILLS 
$ (2H) Spears Hammers K(1H)  K(2H) 


Cuidgels 


pera 


Spellbooks Instruments Crossbows Fusils Thrown 


Blowguns. Bows 


BASIC ABILITY. 
Move Type Jump (Up/Down) 


Melee Attack (empty hand) 
Punch 


Ranged (empty hand) 


Cast Stones 


Base Level-Up te ip 
Rating Growth Growth 


ca +120 


Attribute Level 50 Rating 


28 4124 
+120 +112 
cs +114 = +424 
+120 2 116 


* Dark Magic 


"The Terror Knight boasts high offensive stats and the ability to wield two-handed swords. 
But what really sets the Terror Knight apart from other offensive classes is its skills. 


LLS STRATEGY, 


‘Skill Name 


‘Slot Type ‘Skill Name Ranks Up? Slot Type Ranks Up? 


Berserkers boast the highest natural STR rating and a slightly lower RT than Terror 
Knights. Unfortunately, they have the same low DEF rating as the Terror Knight. What 
sets the Berserker apart, however, is its ability to strike multiple enemies when provoked. 


gerne 
Mt SAMPLE SKILL LOADOUT. 


making the most out of its Rampart Aura skill, 


30 


1 Dark Magic 6 $+ | Rampart Aura lV | 38 
y | Slot Type ‘Skill Name Slot Type Skill Name Ranks Up? 

> | ge | tamentotthe | 59] ves 7 | Se | Counterattackill| | 23 5 
i Dead bits ae 1 S: Berserk 7 +, 6 S+ Knockback IV. 

3 | S+ | Strengtheniv | 39 _ = 
3 | S= | Fearulimpact | 3 zZ lige Sanguine | 44 7 | st | Strengthen | 37 

9 | Ss forityiV | 37 : Assault = ; - 
4 S+ Swords (2H) 1 Yes a a 8 S+ Fortify 11 29 

10 S+ Constitution V | 40 3 Sa Risk Manage- 18 % 
i St Anatomy. 3 Yes. ment 9 S+ Truestrike 1V 40 = 

3 A $+ Yes 10 | S+ | Constitution tv | 44 és 

“There is more impetus placed on increasing the unit's defensive stats such as through IBIS iiss : 
Fortify and Constitution. Increasing the Terror Knight's DEF and HP is essential to 5 | Se | Anatomy | 3 


"The Berserker is a naturally strong, offense-minded character but it needs a bit of 
bolstering in terms of defense. Assign the Constitution and Fortify skills early on and 
spend Skill Points upgrading those skills until maxed. All three of the Berserker’s action 
commands are worthy of one of the ten coveted skill slots. 


SWORDMASTER 


and master of the two-handed Katana. Able to dance powerful war dantes 


How to Unlock: Sex: 

‘dmaster at the Phorampa’s Doorstep battle at Phorampa Male, Female 
juring Chapter |, Defeating the Swordmaster may earn you a 

‘5 Mark Swordsman's Marks can also be purchased at shops 


Ghost Faerie 


Gremlin Golem 


NRY. & Oumar SKILIS 


UEAONESASS a 


Fists Daggers “S(th) S(2H) Axes 


Spears Hammers K(1H)  K(2H)  Cudgels 


Whips Spellbooks Instruments Blowguns Bows Crossbows Fusils, Thrown. 


Melee Attack (empty hand) 


Punch 


Move Type Jump(UpMown) Base RT Ranged (empty hand) 


Sling Stone 


E Feuer 


Attribute Base —_Level-Up 


Rating Growth Level 50 Rating 


A warrior with a special talent for slaying beasts and dragons 


How to Unlock: Sex: 

Can gain a Dragoon’s Mark in combat against Dragoons during Chapter Il ‘Male, Female 
(Chaos) at Phorampa Wildwood, or by recruiting the Dragoon Jeunan during 

Chapter Ill (Law). Can also purchase Dragoon’s Marks at shops. 


DRAGOON 


Human Winged Lizardman Lamia Orc Skeleton © Ghost = Faerie © Gremlin Golem 


Daggers $(1H) ree Axes Spears Hammers K(1H)  K(2H)  Cudgels 


Spellbooks Instruments  Blowguns Bows Crossbows Fusils Thrown 


SIOVU 9 SASSWIO 


Move Type Jump (Up/Down) Base RT Melee Attack (empty hand) Ranged (empty hand) 


Cast Stones 


Base Attribute Base —Level-Up 


Attribute Rating Growth 


Level 50 Rating 


+ War Dances 


The Swordmaster is one of the most unique character classes of all, Not only is it 
limited strictly to humans, but Swordmasters have only one weapon choice: the two- 
handed Katana. Swordmasters blur the lines between the traditional roles of offensive 
and support units, With the right weapons and skills, Swordmasters can be positively 

[fj lethal on the battlefield. 


Ranks Up? Slot Type Name Ly. Ranks Up? 


6 Anatomy | Yes 
: 7 Parry 42 | Yes 
Mighty Strike - 8 | se Spelt 39 ~ | 
Mind's Eye | 24 = 9 | s+ | Strengtheniv | 39 
iis [s&s Katana (2H) | 1 | _Yes “40 | s+ | Truesiriken | 38 | 


The Swordmaster’ 


ssortment of action skills and moderate avoidance rating make it 
unnecessary to invest too heavily in defensive support skills, despite the class's weak DEF 
rating, Swordmasters have one of the most rewarding action skills of all classes: Preempt! 


(Fd Sree 


The Dragoon is a specialist class perfectly suited for dragon slaying. The Dragon's 
available skills render it somewhat limited in battles not featuring either dragons or 
beasts, Embrace this specialty and tailor the equipment and skill selection to dragon 
fighting, Use the Dragoon to lead the charge into battle against enemy dragons. 

Always scek to square off against the dragon head-on with the Dragoon, while leaving 
less-equipped allies to attack its flank. 


ae ‘Skill Name. Ly. Ranks Up? Slot Type Skill Name. 


s~ | Dragonslaver | 8 Strength 
$= | Dragon's Wound < s+ | Forty | 29 
$= | Dragonsbane [a7] - aes a2 i 
S Spears | 1 | ~ 9 | se | truestane lv) | 40 

Tis | raconoiogy | 3 10 | s+ | Steadfast: } 15] 


‘The Dragoon is a very capable fighter with moderately high initial stats in most 
categories, making it conducive to more offense-minded skills than you might ordinarily 
equip. Dragoons have five action skills, with two of them being the beastly equivalent of 
Dragonsbane and Dragonslayer 


2 eee 


si 


"NINJA/KUNOICHI 


A nimble warriar who prefers hit-and-run tactics to an open fight. Their attacks with double 


weapons can be vicious, 
(VITAL INFORMATION 
How to Unlock: Sex: 


Can recruit a Ninja during the Chapter Il campaign, as well as at 
Phorampa Wildwood. Ninja's Marks can be purchased at shops. 


Male, Female 


Human — Winged Orc Skeleton Ghost 


——_———————EE EE 
\ WEAPONRY. & COMBAT SKILLS 


Fists Daggers S(1H) $ (2H) Aves Spears Hammers K(1H)  K(2H)  Cudgels 


Whips Spellbooks Instruments  Blowguns Bows Crossbows Fusils Thrown 


Y 


Move Move Type Jump(Up/Down) BaseRT Melee Attack(emptyhand) Ranged (empty hand) 


Throwing Dagger 


Base ‘ Base 
Ariba Rating Growth Rating 


Level-Up 


Growth Level 50 Rating 


ROGUE 


A master at relieving enemies of their treasured goods and laying traps to snare the uncary. 


(_ VITAL INFORMATION, 


How to Unlock: Sex: 


Recruit one of the Rogues encountered during Chapter It; otherwise defeat 
them to havea chance at recovering @ Bandit's Mark. Bandits Marks can 
also be purchased at shops 


Male, Female 


Human Winged Ore Skeleton Ghost Faerie Gremlin 


i 

‘eV EAPONRY.& COMBAT SKILLS 
Fists ‘Daggers < S(th) 

x : 


K(2H) — Cudgels 


Crossbows —_Fusils Thrown 


‘Melee Attack (empty hand) 
Punch 


Ranged (empty hand) 
Cast Stones 


Base Level-Up 


Base 
Attribute Rating Growth 


Rating Attribute 


Level 50 Rating 


AVD #124 

INT 12 ome +119 
STR 14 cole +121 MND 15 fs 4117 
vit 13 “* +115 res | 13 . +11 


ATK 


» Ninjutsu 


4: 
119 Si 


The Ninjas ability to move across the battlefield is without equal and should be a key 
component of any deployment of this class. Ninjas are not exceptionally strong characters, 
and aren't necessarily cut out for long, sustained conflicts. Where they truly shine, however, 
is in the assault on forts and castle walls. 


SKILLS STRATEGY, 
oS ———— 


+115 


‘The Rogue is in a category all to itself Rogues can be played several ways: they 
groomed into second-line attackers, relegated to searching for buried treasure, or used for 
thievery and the laying down of Booby Traps. A mixture of all three is good, depending on 
the circumstances, 


One of the biggest assets the Ninja possesses is its great movement range and v 
RT. Put this to use by equipping twin lightweight Katanas and the Double Attack 
to launch attacks on isolated encmies before others can react. Of the Ninja’s three action 
skills, Concentration is the one most deserving a permanent skill slot. 


32 


Slot Type ‘Skill Name. ‘Skill Name. Ranks Up? Slot Type Skill Name. Ranks Up? 

1 [so | Ninjutsu 6 Sparagmos 6 | Ss ves 

2 | s= | Concentration 7 [S| Foriyw | 39 "Steal 1] Yes | |) Se |) Forty : 
oS | Katana) a [ves 8 Truestrike IV | 38 Sheak Atack | Bll = 8 | s+ | Swittiooti Y= 
4 | s+ | Anatomy | 3] Yes 9 Doub Ataoe | | Booby 46 Treasure Hunt [30] 
5 se Party ee | se | Swittoot 3 Daggers Tactician [31] 


The Rogue is designed more for indirect combat and treachery than itis for close-quarters 
mayhem. Consider equipping both the Daggers and Blowguns skills to give the Rogue 

a chance to develop a couple of finishing moves to enhance its offensive capabilities. The 
Rogue’s Booby Trap skill is particularly unique and can be used to great advantage by 
leading an enemy down a narrow path. 


(Fay 


S| BEAST TAMER 


The Beast Tamer can train beasts and dragons and unleash their hielden potential. 


mA VITAL INFORMATIO! 


FUSILIER 


in wield all of the fil ranged weapons that give them their name. 
of magic and all things supernatural has left them particularly 


avoidanc 
to magic attacks 


” VITAL INFORMATION, 


How to Unlock: Sex: 


How to Unlock: Sex: 
You! will first encounter a Beast Tamer during Chapter | at the Arkhaiopolis ‘Male, Femaie 
Visit wn of Grim i it Lindl te Male, Femal 
4 4 a hs Sa ere aa TaET ae ee tae of Rhime. Recruit him to your party or defeat him to gain a Beastmaster's 
your party. This i 


Mark. Beastmaster's Marks can also be purchased at shops. 


Orc Skeleton Ghost Faerie Gremlin Golem 


andar wn 2 
| Homan Winged Lizariman Lamia Orc = Skeleton Ghost ‘Faerie Gremlin Golem 
x 5 _ || = 5 2 = 


eee 


Spears Hammers (1H) 


WEAPONRY. & COMBAT, SKILLS 
NAO eae atnactcancamsin sae 


; S(t) S(2H) 


Daggers S(1H) —_S(2H) 


Fists Daggers Axes Spears Hammers (1H) Cudgels K(2H) — Cudgels 


K (2H) 


SADVU "9 SASSWID 


Whips Spelibooks Instruments  Blowguns Crossbows Fusils Thrown Whips Instruments  Blowguns Crossbows Fusils Thrown 
x x 
— — — — 
BASIC ABILITY, (BASIC. ABILLTY. ‘s 
sea rR lr nec ie nn Ee sans ease ape nceeae ete 


Move Move Type Jump (UpDown) Melee attack (empty hand) Ranged (emply hand) Move Type Jump (UpDown) Base AT Melee Attack (empty hand) 


Punch 


Move Ranged (empty hand) 


Cast Stones Cast Stones 


“(CORE STATS 


Base —_Level-Up 
Rating Growtt 


Level-Uip Base Level-Up 


Rating Growth 


Level 50 Rating Level 50 Rating Attribute Level 50 Rating) Attribute Level 50 Rating 


HP 28 E. +127" ee - AVD. 13 a 4415 
MP. 2 Z : INT 13 ca +115 i +113 
STR 7 : +115 MND 42 ae 119 18 eS 125 
vit 20 ™ +192" RES 0 ‘ +98 7 +115 
DEX 18 ee +120 ATK 2 4 : = 
AGI 20 ey 4122 DEF 4 2 
"Represents the maximum rating compared to all other classes. ing compared to all other classes. 

CS +115 (mmm +114 | 

mm PU 

It takes a while to get the chance to add aI to your party, but it's worth the wait! Beastmaster is that rare specialist class that, when deployed in the right situation, can really 
Fusiliers are ranged units that attack with firearms. They can also wield crossbows and steal the spotlight from the main fighters. Beastmaster hold dominion over all four-legged 
daggers, the latter of which makes a fine complement to a one-handed fusil. Fusiliers are creatures. Equip the right skills and they can even bring beasts and dragons under your 


[W} best kept away from the general fray where they can put their ranged attacks to best us control. But remember that only one “recruit” style skill can be equipped at a time; youll 
Ja Keep an eye on enemy Wizards and other magic wielders and position the Fusiliers outside need to choose between Tame and Subdue before going into battle. 

Ei their range, as the Fusilier has the lowest natural RES rating of any class. 

g of any 


Beastmasters possess very high STR and ATK ratings but are limited in the other 
categories and must be treated with care. Keep them away from human enemies and never 
allow them to stray beyond the range ofa nearby Cleric or other unit with Field Alchemy. 


Slot Type Skill Name Lv. 


Slot Type Skill Name 


Ae SAMPLE SKILL LOADOUT. 
een Nee =n 


1 | S= | Sharpshoot | 3 - 6 | S+ | Resistance ll | 22 ; 

| 2 | S~ Barricade 8 | - 7 | St Trueflight IV | 42 - iy’ | Slot Type Skill Name Ranks Up? (i Slot Type Skill Name Ranks Up? 

Course 8 | S Sidestep \V | 42 z 1_| S= | Empower Beast | 8 Yes 6 | S+ | Truestrike lV | 40 : 
Correction | 181 = 4 

a —+ 3 | si | Fed Alchemy iv | 24 5 2 | s- Subdue 5 Yes 7 | St Forty | 39 : 
{2 ; usils 15| Yes aie Tiaeciay tlie 3 | S= | RepelBeast | 24 : 8 | St Dodge lV | 42 
Se KiSt natomy 3 | Yes } 4 | S Whips 1 Yes 9 | S+ | Constitutioniv | 41 = 
The Fusilier is an excellent ranged combatant, made all the better by an assortment of skills ee Teratology. 3 Yes 10 | S+ Wade II 21 2 
that can truly frustrate enemies, Equip Trueflight and Trajectory to gain pinpoint control 
over each shot fired and never errantly hit an ally. The Fusilier has a very high natural WB Beast Tamers have exceptional strength, but are lacking in most other statistical categories: 
DEF rating and can gain the highest VIT rating of all classes, but it’s still worth it to equi This can prove hazardous given their role as the lone class that can persuade beasts and 
$ g is is quip P 8 Ps 
Sidestep and Resistance to increase his durability, particularly against magic attacks, dragons, Offset these career deficiencies by assigning Fortify, Constitution, and Dodge: 
What really sets the Fusilier apart are his three action s harpshoot guarantees the The Beast Tamer has a total of six action skills. The Empower Beast, Subdue, and Repel 
ext shot fired will score a critical hit with 100% accuracy, but the real stars are Barricade Beast skills have a dragon-oriented counterpart in Empower Dragon, Tame, and Repel 
and Course Correction, Dragon. Use the enemy tables throughout this book to see whether upcoming battles are 


(27D or 


against beasts or dragons and equip appropriately. 


PM vtinnran 

* WARLOCK/WITCH 

) 
Part mage, part scholar, the Werlock and Witch learn much of their trail from ancient writings. 
‘They can control golems and unleash their true potential, 


VITAL INFORMATION 


How to Untock: 

You will encounter a Warlock and Witch during Chapter! (Lawful 
only) and very early during Chapter Ili. The Magus’s Mark cannot be 
purchased at shops. 


Sex: 
Male, Female 


Human Lamia Ore Skeleton Gremlin Golem 


Winged Lizardman Faerie 


Fists Daggers  $(1H) Spears Hammers (1H) 


= ae 
Whips Spellbooks Instruments 
ae || 


BASIC ABILITY 


S(2H) Axes K (2H) 


Bows Crossbows: Fusils Thrown, 


Move Move Type Jump (Up/Down) Base RT 


CORE STATS 


Melee Attack (emptyhand) Ranged (empty hand) 


Cast Stones 


Attribute Base _Level-Up. Attribute Base —_Level-Up 


Cudgels 


Level SO Rating 


*~NECROMANCER 


«VITAL INFORMATION) : 


A dark magic-user who commands the dead. Their powerful magical attacks are a thing to fear. 


How to Unlock: 

Your first opportunity to recruit a Necromancer comes in the Almorica 
Passageway during Chapter Ill (Lawful). Necroprentice's Marks are 
not sold at shops and are rarely dropped by defeated enemies. 


Sex: 
‘Male, Female 


Winged Lizardman Lami Ghost Faerie Gremi Golem 


K(2H) — Cudgels 


‘Spellbooks Instruments  Blowguns Bows Crosshows Fusils Thrown 


BASIC. ABILITY. 


Move Move Type Jump (Up/Down) Base RT Melee Attack (empty hand) 


Punch 


Ranged (empty hand) 
Cast Stones 


Base Level-Up 


Attribute Level 50 Rating 


Rating Growth “eve! 50 Rating | Rating Growth Rating Growth 
AVD : 1a 
INT harks +132* 
STR § Fr. +103 MND. 15 ae 4Hi7 
vr | 8 15 RES | 30 +142" 
DEX 12 ‘ 4114 ATK 2 z, e 
10 : #142 DEF 4 | 


+ Draconi¢ Magic 
* All Elemental Magic 
+ Divine Magic 

+ Drak Magic 


RES "i is 
+118 > 


also has a relatively high initial DEF rating. 


Keep your Warlocks and Witches in the rear where they can be safe, build up their MP 
stores, and unleash powerful attack and support spells. Then, when engaging a Golem, 
bring them forward to aid the party in their conquest over the rocky beasts. The Warlock’s 
ability to increase the effectiveness of others against Golems and to even recruit them to 
your party makes them a valuable addition to the team. 


Slot Type Skil Name Slot Type SkillName Lv. Ranks Up? 
1 Sc Draconic Magic | 1 a 6 S+ Fortify I 18 = 
2 | S= | ControlGoem | 1 | Yes 7 | st] Spelt fa [ - 
3 | s= |. Gomiankey [ia] - 8 | se | Spetsirkety [36] - 
ASS, Golemsbane 18 > iS; S+ Insight IV 42 c) 
el Se Golemy 3) ves 10 | s+ | chamnelingiv | at s 


‘The Warlock is an exceptional upgrade to the Wizard class due to its draconie magic spells. 
By equipping Draconic Magic, you can learn and cast magical attacks for each of the eight 
elemental types without having to dedicate numerous skill slots to each magic type. 


‘The other benefit to switching froma Wizard to a Warlock is the ability to recruit Golems. 
The Warlock/Witch is just one of two classes that can learn the Control Golem skill. 
Golems are arguably the most difficult type of creature to defeat in battle, but the Warlock’s 
Golemsbane skill and Control Golem skills can bring these creatures under your control. 


Warlocks and Witches are very powerful upgrades to the Wizard and Enchantress class and 
boast the highest RES rating of all classes. Although that may come as no surprise, this class 


n rating compared to all other classes. 


+ Necromancy 

+ All Elemental Magic 
+ Divine Magic 

+ Drak Magic 


‘The Necromancer is one of the most advanced classes and quite possibly the one that should 
be used most sparingly.’The Necromancer’s main selling point is its dominion over the 
undead and its ability to prevent Stilled enemies from reviving. These skills are a tremendous 


benefit at places like the Palace of the Dead and during other battles featuring undead units. 


The Necromancer’s high RES and INT ratings certainly are appealing, as is its ability to use 
previously learned command skills. If you acquire a Necroprentice’s Mark and want to switch 
4 Wizard or Warlock to a Necroprentice, first lea command skills such as Dark Magic, Fire 
Magic, or Lightning Magic. Then assign these to a Necromancer during those battles against 
normal humans and beasts. Swap them for the Necromancer’ exclusive skills when preparing 
to battle the great undead. 


SKILUSISTRATEGYA 
————————— 


Slot Type Skill Name. Slot Type Skill Name Ranks Up? 


Se_| _Necromancy S+_ | Augment Darl 3 | Yes 
2 | S+ | Master Undead | 1 Yes 7 | St | Spelicrattiv | 44 : 
3 | S= | Animate Dead | 3 Be Fortify i 18 : 
4 | S= | Consecrate Dead | 22 9 | St Insight iV. | 43 : 
S| Se | thanatoigy [3] yes 10 | s+ | Absommpu | a5 


‘The Nectomancy command skill grants the Necromancer the ability to cast powerful 
magic attacks, unlike those accessible to all but one other class. Many of the Necromancy 
spells contain the Dark elemental power and require a significant amount of MP to cast. 


‘The Necromancer's main selling point is its ability to deal with undead and Stilled units 
‘The Master Undead skill allows the Necromancer to recruit phantom units to your party. 
Animate Dead can instantly raise Stilled units, a useful skill if you choose to fill the ranks 
of your army with the undead. 


LORD 


Title given by the Order of Philaba to those it deems worthy of carrying on the mantle of Valerian 
 peruer is largely a factor of their past achievements. 


How to Unlock: Sex: 
Do you have what it takes to unite the Valerian Isles and restore peace Male 
to the land? The Sovereign's Mark awaits those who do. 


——- - = 
2 
CHARACTERS 


i 
x 


a 
WEAPONRY & COMBAT SKILLS 
eA Ee Se 


Fisls Daggers S(1H) S(2H) Axes K(2H) Cudoels 


ae x 4 q x x 
Whips Spellbooks Instruments  Blowguns Bows Crossbows Fusils Thrown 
{ is xX ; x x x x 
i= saaaa SAGO UIERIRRRIRRREEEREEEEEE 

@BASIC ABILITY dekiaid 


Move — Mave Type Jump (Up/Down) 
Agil 


Base RT Melee Attack (emptyhand) Ranged (empty hand) 


RANGER 


A wandering Warrior adept in the use of a wide range of martial skills Particilarly good at 
taking out specific targets, Rangers perform well in all manner of situations. 


< VITAL INFORMATION) 


How to Untock: Sex: 


Your first opportunity to gain a Ranger isto reunite with Vice during Male 
Chapter III (Lawful). Brave's Marks cannot be purchased at shops. 


\ eC CHARACTERS 
| Human (Vyce) Human (Azelstan) 


i eWEAPONRY_& COMBAT. SKIL 
See eS ESS ARISE 


Fists Daggers S(1H) Axes Spears Hammers K(1H) K(2H) —_Cutgels 


Bows Crossbows —‘Fusils. Thrown 


SIDVU 9 SASSVID 


ee 


Base RT Melee Attack (empty hand) 


4 Agile 


CORE STATS. 


avo | 16 = 118 AVO She 
MP 15 = INT 16 = +118 MP 5 5 e INT 15 iz 3 
SUH Rati SE #124 MNO | 16 & #118 SR. ene +20 mn | 13 : nit 
wt 7 [+19 RES +118 wt | 416 “ err es | ie | ot we | 
DEX 16 a 4123 ATK 4 3 - 3 aa 1130" ATK 3 z 
| asi | 16 * On Gtr ae aa 5 Der | 1 


‘The Lord is the ultimate character class, able to equip any weapon he chooses (except 

instruments and fusils) and cast every spell in nine different magic categories. The Lord 

features an increase in all statistical stats over the common Knight and perhaps none more 
critical than the dramatic decrease in Recovery Time. 


PSL Frere 


Being that the Lord cl 


s doesn't become available until after the main campaign has been 
completed, it only makes sense that there aren't many new skills for Denam to learn, In 
fact, there is only one: First Aid (level 10), The only other skills that can be learned for the 
first time asa Lord are the many “Attenuate” skills and the various “proof” skills that each 
LG cost 10,000 skill points. 


im rat ing compared to all other classes. 
+120 


Co Ey 


The Ranger can be an excellent frontline combatant with the right training, Rangers boast 
above-average statistical ratings in all physical categories and have the ability to strike with 
two one-handed weapons in a single turn, 


Unfortunately it’ impossible to add a Ranger to your party before the middle of Chapter 
III. It’s best to stash him safely aside in a corner of the map at Phorampa Wildwood while 
the rest of your party fights to gain EXP and skill points to aid in his fast leveling up. 


Slot Type ‘Skill Name 


Ranks Up? 


Back Attack 6 39 

Swords (1H) Yes 7 S+ Fortity 1V. 39 9 
a ie: Anatomy [13 ves 8 | s+ | trestrkeiv | 38 
4 S+ Parry : 8 Yes 9 S+ Jump It 44 “ 
5 S+ Counteratiack WV | 30. : | 10 S+ | Double Attack 5 | 


‘The Ranger is a sophisticated frontline combatant who resembles a more fully featured 
Warrior. Your foray into the Ranger class will likely begin with a character already 
preferring the use of one-handed swords. This is certainly acceptable though you may wish 
to equip the Fusils skill and begin ranking up the Ranger's proficiency with that weapon 
type. Nevertheless, relying on swords allows the Ranger to make good use of the rare 
Double Attack skill he can learn. 

Where the Ranger really shines, however, is in its ability to inflict high levels of damage 
while engaging an enemy face to face, thanks to its Back Attack skill. This works extremely 
well when you have an enemy surrounded, Consider equipping the Jump TI skill to 
increase the elevation difference that the Ranger can traverse, 


“PRIEST 


A venenited Cleric well-versed in matters of the spirit. Noted for their ability to use offensive 
Divine Magic. 


VITAL INFORMATION| 


How to Unlock: 

Visit Phorampa Wildwood with a Rogue and use the Steal skill to 
obtain the Abuna’s Mark from the Cleric located in the “Adventurer’s 
Gap” area. Abuna’s Marks cannot be purchased at shops. 


CHARACTERS 


| Human (Catiua) 


> WEAPONRY. & COMBAT, SKILLS 


Fists Daggers S (1H) S(2H) Axes K(2H) —Cudgets 


Whips Spellbooks Instruments Blowguns Bows Crossbows Fusils Thrown 


BASIC ABILITY. 


cnet” 


Move Move Type Jump (Up/Down) BaseRT — Melee Attack (empty hand) 


Ranged (empty hand) 
Cast Stones 


«DARK PRIEST 


An evil Priest who uses the power gained through devotions to wield elemental and dark magic. 
Named both for thetr appearance and their nature 


VITAL INFORMATION| 


How to Unlock: 

‘The Heretic’s Mark can be obtained as a loot drop from either the 
Terror Knight or Cleric located on the 8th level of the Hanging Gardens 
in Chapter IV. 


Fg CHARACTERS, 


Human (Catiua) 
a 


: mK ener 
WEAPONRY. & COMBAT, SKILLS e 


Fisls Daggers S(1H) S(2H) Axes Spears. Hammers K(1H) —K(2H) Cudgels 


Whips Spellbooks Instruments Blowguns Bows. Crossbows Fusils Thrown: 


Move Base RT Melee Attack (empty hand) 


Punch 


Move Type Jump (Up/Down) Ranged (empty hand) 


Cast Stones 


<1“ CORE STATS ict 
Base 
Rating 


Level-Up 
Growth 


Attribute ‘Level 50 Rating 


28 a +135° 


IMAGIC) 


* Divine Magic 


The Priest class is very similar to a Cleric, but they have an even lower STR and ATK 
rating. Always keep your Priest away from direct contact with enemies and do not engage 
with melee attacks. Instead, turn to the limited number of offensive magic spells the Priest 
can learn, Allow the Priest’s MP to collect during the beginning of the battle so she has 
enough to cast the powerful healing spells the other units rely on her for, as well as the 
occasional Spiritsurge attack spell 


* Air Magic 

+ Earth Magic 

+ Lightning Magic 
+ Water Magic 

+ Fire Magic 

+ Ice Magic 

* Dark Magic 


The Dark Pri 


powerful special skills that inflict deadly combinations of status effects. The Dark Priest's 
special skills require her to be adjacent to enemy units, so tread carefilly. Use the special 
skills to help protect the party's other support units as a magic-wielding member of the 
rear guard. 
a SKILLS| STRATEGY, 
Se 
nn nnn " 


Slot Type Skill Name Slot Type i) Name Ranks Uj Slot Type ‘Skill Name. Slot Type i] Name 
1 Divine Magic = 6 S+ Spelicraft IV 45 1 Sc Dark Magic 1 2 6 St Spelicratt IV 43 « 
2 S- Holy Water 6 = i u St Spelistrike IV | 38 S 2 Sc Water Magic 1 7 St Resistance | 43 3 
SS Break Curse 18 = 8 S+ Insight IV 43 | 3/5 tron Maiden 20 Yes 8 St Spelistrike IV 36 * 
4 St Augment Light | 3 : Yes 9 S+ | Expand Mind IV | 39 2 4 | S- Bloody Gag 10 Yes 5) St Expand Mind !V | 41 c 
) St Fortify 1 18 = 10 | S+ | Fieid Alchemy IV | 24 = 5 S+ | Augment Darkness | 3 Yes 10 | St Channeling IV 4 cs ¥ 


Priests can use offensive magic! This makes it far more important to use Spellcraft and 
Spellstrike in addition to Insight and Expand Mind. Using offensive magic will likely draw 
the Priest a little closer to the enemy than was typical with a Priest so prepare for this with 
Fortify. It also doesn't hurt to have Field Alchemy IV to help support other units when 
MP is running low. 


‘The Priest has access to several skills designed to counter the efforts of a Necromancer. 
Equip Holy Water when battling phantom units and other undead to instantly destroy the 
Stilled undead with TP instead of having to rely on the Exorcism spell. Break Curse can 
remove Curse, Wither and Addle from afflicted allies and is another worthwhile skill to 
assign to a skill slot 


‘The Dark Priests selection of available skills is very similar to that of the Wizard/ 
Enchantress class. Prepare for most standard encounters by assigning a number of skill 
that boost the magical prowess of the class, namely the Spellcraft, Resistance, Spellstrike, 
and Expand Mind skills. 


‘The Dark Priest has two powerful action skills—Iron Maiden and Bloody G: 
skills inflict all enemy units within one tile of the caster with multiple status ¢ 


Phese two 
cts 


PRINCESS 


Only one deemed tobe the rightful bei ta the Valerian Kingdom may become Princess. The 
Princess serves as a Mage-Knight on the front lines to fight for peace in her kingdom. 


How to Unlock: Sex: 
Rescue Cativa during Chapter IV and see the fight through to the end. Female 


ee 
WEAPONRY. & COMBAT SKILLS 


Spears Hammers (1H) 


Daggers S(iH) — S(2H) Axes K(2H) — Curigels: 


Spellbooks 


Bows 


Crossbows 


Instruments Blowguns 
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VARTAN 


A winged warrior with a light step on the battlefield. Excellent at both melee and ranged attacks. 


How to Unlock: Sex: 
Recruit Canopus, a Vartan, during the middle of Chapter. The Male 
Peregrine’s Mark cannot be purchased in shops and is a rare loot 

drop, so do everything in your power to keep Canopus safe. 


RACES & CHARACTERS. 


pn ma 
Winged Winged (Canopus) 
x x 


WEAPONRY. & COMBAT, SKILLS, 


Fists Daggers S(1H) S(2H) Axes 


Spears Hammers K(1H)  K(2H)  Cudgels 


ents Blowguns Bows 


Crossbows ——Fusils Thrown 
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Move Move Type Jump (Up/Down) Base AT Melee Attack (empty hand) 


Cast Stones 


Rik: base ip Attribute ray pea Level 50 Rating Base Ge? Level 50 Rating 
Hp | 30 “ z avo | 16 = 4418 2 
wp | 2 : : ir | a7 oe +124 iP ; a i it | 48 
cia | 6 ~ 18 uno | 46 5 18 sm | 14 = a6 winD | 45 a a 
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+ Air Magic 
+ Earth Magic 

+ Lightning Magic 
= Water Magic 

+ Fire Magic 


+ Ice Magic 
+ Divine Magic 
+ Draconic Magic 


Catiua cannot become a Princess until very late in the campaign—if at all—and will begin 
her time as a member of royalty at level 1, Immediately bring her into battle and keep her 
A safely out of the enemy's reach until she has been substantially strengthened. Until then, 
focus on using her action skills to bolster the LUCK ofallies and to come to their distant 
Ya} rescue when in need of a cure or debuff removal. 
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ing compared to all other classes, 
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Canopus is a great unit and it’s difficult to enter into battle without him, The Vartan's 
ability to Ay, combined with its low Recovery Time, naturally high AVD rating, and 
proficiency with bows and crossbows, makes it a near-perfect combatant. The unit’ 
ability to fly far and high during each tum all but guarantees you'll get a clean shot at 
your target. This penchant for getting an unobstructed view of the target makes the 
Vartan especially suitable for crossbows, 


«SAMPLE SKILL LOADOUT 
Slot Type Skill Name Slot Type SkillName Lv, Ranks Up? SAMPLE SKILL LOADOUT. 
1 | sc | piinemtanic Pa) = 6 | se | Fon 18 Siol Type SkilName Ranks Up? | Slot Type SkillName 
2 Se Air Magic 1 - is St Spellcraft !V 42 = 1 Sc Air Magic 1 % 6 S+ | Cout ick IV 
3 | S= | Princess's whim | 10 || Yes 8 | s+ | Spetisirkerv [39] - 2|s~|  FeyPact | 5| Yes 7_| S+ || Knockbackiv 
4 S= Lucky Star 20 g S+ Channeling IV | 42 3 S= El Colas Winds | 15 3 8 S+ Fortity 1V 39 
5 | St | Auigmentlight | 3 | ves jo | s+ | field Alchemy iv | 24 4 | s+ | Crossbows | 1 Yes 9 | s+ | truetiightiv | 40 : 
7 S. Ar 3 Ye 10 S Trajectory 1 
Switching to the Princess class gives = retony = eae | | 


ua the opportunity to add multiple magic types 
to her arsenal in addition to the Divine Magic skill, thus making her far more valuable 
in combat. Her available skills force you to embrace her role as being primarily a magic 
Wielder, as the Princess is incapable of learning any weapon proficiency skills. 


The Princess can learn both the Recruit and Fey Pact skills for persuading humans and 
faerie units to join the party, but recruitment is best left to those units who are in closer 
contact with the enemy. Instead, assign the Princess's Whim and Lucky Star skills. 


Waste no time in gaining experience with the Crossbows skill, as you're going to be using 
ita lot and the finishing moves it unlocks will win you more than a few battles. Invest Skull 
Points into the Fortify skill (or Spell Ward) to bolster the Vartan's defenses then focus on 
upgrading his attacking prowess. 

Ifyou're going to equip a class with Fey Pact, make it the Vartan, as Faeries are quite 
difficult to pin down and you need a unit with great mobility to keep up. Both El Colas 
Winds and Huapango Winds require the Vartan to be within one tile of those he's trying t 
affect; a requirement that runs counter to the nature of the Vartan. 


Bi 


WHITE KNIGHT 


Only knights commander are granted the ttle of White Knight. In both defense and offense they 
sare fir superior to common knights, 


“SHAMAN 


An oracle serving the many god of Valeria, Shamans are adept at wielding 
elemental magic 


{VITAL INFORMAT ‘ VITAL INFORMATIC 
How to Unlock: Sex: How to Unlock: Sex: 
The White Knight class is limited to just several specific characters, Male Rescue any one of Abuna Mreuva's daughters (Cerya, Sherri, Cistina, or Female 
‘one or two of whom will join your cause during Chapter Ill. White Olivya) and follow the steps to access the Ancient Temples. Collect all 
Knight's Marks cannot be purchased at shops. six Apocrypha from the Ancient Temples to gain three Oracle's Marks, 


CHARACTERS. 
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Human (Cerya) Human (Sherri) Human (Gistina) Human (Olivya) Human (Deneb) Human 
x x x x 


| Human (Mirdyn) ‘Human (Gildas) Human (Ravness) Human (Ozma) 
I x x x 
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Fists Daggers S(1H) (2H) Ares K(2H) — Gudgels Fists Daggers (1H) S(2H) Axes Spears. Hammers K(1H) K(2H) —Gudgels 
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Whips Spellbooks instruments  Blowguns Bows Crosshows Fusils Thrown 


Whips Spellbooks Instruments  Blawguns Bows Crossbows: Fusils Thrown 


Ranged (empty hand) 
Punch Cast Stones 


Move Move Type Jump(Up/Down) BaseRT Melee Attack (emptyhand) — Ranged (empty hand) 


Cast Stones 


Base Lev 


Base p Base Level-Up 
Rating Growth 


Attribute Level 50 Rating Attribute Rating Rating Growth Level 50 Rating 


avo | 16 +118 25 avo | 18 , 120 
MP 8 * - INT 13 a +115 MP. rar ee. - INT 24 a +128* 
sm | 18 a 25 MND | 17 F 24 mn | 20 a: Har 
vt | 20 os vO Res | 16 * 118 RES | 18 + 425 
dex | 16 = 18 ATK 2 : 5 AK | 4 : 5 

pe | 4 fe | os.) : 


um rating compared to all other classes. 


MAGIC 


+ Air Magic 
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+ Lightning Magic 
+ Water Magic 

+ Fire Magic 

+ Ice Magic 
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Use the White Knight just as you would a standard Knight. Rush him to the front lines Shamans are the masters of the elemental magic and can learn every elemental spel, 

of battle and quickly slash through the weakest nearby enemies. Another tactic worth including the rare Apocrypha, Shamans also have better statistical ratings than Warlocks 
employing—particularly on maps with narrow bridges and choke points—is to use an including better DEE, larger movement range, and even a slightly faster Recovery Time. 
upgraded Rampart Aura (or even Rampart Shadow) skill to halt the enemy's progress so Nevertheless, the Shaman should be deployed much like the other magic-wielders and kept 


your Archers and Wizards can attack from a safe distance, out of range of physical harm. 


——————————— 


= ae 


SAMPLE SKILL LOADO 
\ sitiatamanteicite ree sel ea _— 
Slot Type  SkillName Lv. Ranks Up? | Slot Type SKiIName Lv. Ranks Up? 
1 | Sc | DivineMagic | 1 - 6 | S+ | Swords(tH) | 1 Yes 
2 | S- Recruit | 5 | Yes Da lese Anatomy 3 Yes 
S= | Guardian Force | 19 : 8 | S+ | RampartAuralv | 37 
Q 
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Slot Type Skill Name. 


Air Magic - 6 | S+ | Speloratt iv 
2 Sc Water Magic % S+ Spelistrike IV. % = 
3 3 | S— | Aerial Resonance | 12 Yes 8 § Ansight IV 29 sea 
4 Ss Velocity Shift 18 2 SE Counteratackiv [131 i 4 S+ | Aquatic Resonance | 12 Yes g | S+ Channeting IV. ay 
5 So |/Rampan Shadow | ttl|l = 10 | s+ | Strengthenv | 38 aS as es LO St | mseenicshrootia 20 


Shamans can master every elemental spell, Furthermore, they have a naturally high 
DEF rating and HP Max that serves to reduce their fragility. This allows you to focus 
on maximizing their already considerable magical prowess with Spellstrike, Spellcraf 
and Channeling, One thing that can spell a Shaman’s demise is being Silenced. It costs 
alot of Skill Points, but it's worth saving up the 10,000 points needed to purchase the 
Silenceproof skill. 


The White Knight's high DEF and VIT rating makes it an excellent front-line combatant, 
arguably the very best, Capitalize on this gift by equipping the unit with Rampart Aura 
and Counterattack to not only halt enemies in their tracks, but guarantee that they pay a 
price each time they try to attack, 


WICCE 


Don't you dare make the mistake of calling mea witeh! 


(VITAL INFORMATION, 


How to Unlock: Sex: 
Deneb is one of the rarest characters in the game and her unique Female 
Wicce olass has special requirements all their own, Please see the sec- 

vin Chapter IV. dealing with the recruitment of Deneb for full details. 
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“WEAPONRY MBAT SKILLS _ 


$ (2H) ‘Axes Spears Hammers (1H) K(2H) 
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Whips Spellbooks {Instruments  Blowguns. Bows Crossbows Fusils Thrown 
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Move 


Move Type Jump (Up/Down) 


Base RT Melee Attack (empty hand) 
Rabbit Punch 


Ranged (empty hand) 
Rail Against 


RE_PARAMETERS 
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Cudgels 


“SONGSTRESS 


A travelling minstrel and singer of renew, the Songstress uses special songs and dances to entonr= 
age allies and dishearten enemies 


VITAL INFORMAI 
How to Unlock: Sex: 
The primary Songstress characteris a very tare class that can only, Female 
be unlocked by completing a special side quest following the main 
campaign. Songstress’s Marks can be purchased at shops for 1000 
Goth after unlocking the class. 
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Ranged (empty hand) 


Cast Stones 


4 Slow 


Fig CORE, PARAMETERS 
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"Represents the maximum rating compared to all other classes. 


+15 | * Air Magic * Tce Magic 


+ Earth Magic * Dark Magic 
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+ Water } 


agic 


+ Fire Magic 


This special class is not unlike the Wizard or Witch (i.e. Warlock) classes, other than that 
eral action skills and a unique special skill called Sti 
it may take a long time before the Wicce’s ck 


the Wicce can use 


Way she can prove useful, 


i —— = 


The Wicce’s core command and support skills are not unlike that of the Witch (Deneb’s 

@ original class as a shopkeeper), but the Wicce does have several new action skills. In 
addition to the Control Golem and Meditate skills is her entirely unique Magic Time! 
skill. This skill grants Spelleraft and Spellstrike to the caster, thus eliminating the need to 
allocate Skill Slots to those two skills. Genius! 


ee 


lagic + Draconic Magic 


ing Kiss. Though 
level is high enough to warrant replacing a 
Witch in major battles, the Wicce’s ability to learn the Control Golem skill is yet one more 


Level 50 Rating © paling aay Level 50 Rating 
+120 13 
28 : a int [24 a +131 ae 
12 . Fg MND | tg S| ta Pr) 
3 | 15 RES | 26 132" 118 
| 48 See ATK 1 fas 
D2 +110 DEF 5 | 
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‘The Songstress is a very rare class that only the most dedicated players are likely to 
experience. Though the Songs she plays may not be as powerful as a Priest's, her ability (© 
astly, don't overlook the 


s is essentially a magic wielder, only she casts her spells by playing music 


Songstr 
slots to Spellstrike, 


instead of chanting magical incantations, Be sure to allocate several s 


Spellcraft, and Absorb MP. 


Bt) 


“BUCCANEER 


A pirate plying the Obero Sea, only those unaffiliated with any groups or orders are called by the 


name Buccaneer 


VITAL INFORMATION 


How to Unlock: 

Follow the steps outlined in Chapter IV and for “The Pirate's 
Graveyard” sidequest to recruit Azelstan, Pirate's Marks cannot be 
purchased in shops. 


“KNIGHT COMMANDER 


A high-ranking knight of Lodis. Typically given command of 500 to 2000 troups, she Dark 
Knights Loslorien prefer to attack in smaller numbers (30 ta 100) of bighly trained elites 


ee K VITAL INFORMATION 


How to Uniock: Sex: 


This class (and Ozma) is only available via the law route, Follow along Female 
with the recruitment advice in Chapter 1V for the “Rift in the Dark Knights” 
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Fists Daggers $(1H) 

Whips Spellbooks Instruments mer 
ia eam 
BASIC ABILITY. 


Move 


S (2H) K(2H)  Cudgels Fists Daggers S(1H) S$ (2H) Axes Spears Hammers K(iH)  K(2H) 


Cugels 


Bows Crossbows Fusils Thrown Spellbooks Instruments  Blawauns Bows Crossbows Fusils Thrown 


Ave BASIC ABILITY. 


Move Type Jump (Up/Down) Move Type Jump (Up/Down) 


CORE PARAMETERS 


Move Base RT Melee Attack (empty hand) 


Rabbit Punch 


Ranged (empty hand) 
Rail Against 
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“beg CORE, PARAMETERS, 


Attribute ae ood Attribute ee Bt Attribute faa, Tevet NP LevelSORating fj Attibte mi evel Level 80 Rating 
HP “ Avo | 21 : 1128" HP +120 
MP E : z | int 10 : +408 MP ae +21 
STR 18 +125 MND. 16 r #114 th 47 
vt | 44 #121 RES | 18 +120 +128" 
DEX : z : 
AGI é 2 DE ; - 
* Air Magic * Ice Magic 


+ Earth Magic 

+ Lightning Magic 
+ Water Magic 

+ Fire Magic 


* Divine Magic 
+ Dark Magic 


This hybrid class combines the best elements of the Knight, Rune Fencer, and Dragoon 
classes into one deadly class. Groom the Knight Commander to be a well-rounded frontline 
combatant, but know that she can also be tailored to be a dragon fighting specialist. Keep 
her safe while the class levels up, then rush her to Denam's side and watch the enemies 
cower in her wake, 


‘The Buccaneer can equip a number of weapons, including fusils. Take advantage of this by 
equipping him with a one-handed sword as well as a fusil or one-handed crossbow. Another 
trait befitting a sailor of the Obero Sea is a comfort with water—the Buccaneer cl 
move through deep water just as easily as a Rune Fencer, 


aa 
SAMPLE SKILL LOADOUT. 


lv, Ranks Up? Slot 


Slot Type Skill Name Type SkillName Lv. Ranks Up? SES ea NTS Sit Hes 

1 [se | stiningkiss [as] - 6 | s+ | anatomy | 3] Yes SC ESve Siena ia ee 
EL IUSS Evade B _ Let Sia Counters [ESUn| eS 2 Mighty impact 7 | Se | Counteratackivi|iai : 
SPS TEAL) PI | 8 | S+ | Strengthen | 3a] = Bn S= || very Tower | 23 E 8 | s+ | Strengtheniv | 38 

8 ES ice esboessian 10 = SS aot VE = 4 [s+ | intimidate [40] Yes 9 | s+ | Trestikewy | 40 : 
5 | St | Swords (1H) | 1 Yes 10 | S+ | Constitution iv | 40 5 | St | Swords (aH) | 1 Yes 10 | S+ | Constitution iv | 40 


‘The Buccaneer’s flexibility on the battlefield makes it conducive for experimenting with 
avast number of skills. We recommend concentrating on melee battle when picking your 
skills, Counterattack, Strengthen, and Fortify will go a long way towards helping the 
Buccaneer, 


Knight Commanders are a terrifically powerful class, but extraordinarily difficult to 

fully level up. Equip Constitution, Strengthen, and Truestrike to bolster the Knight 
Commanders performance in melee combat. The Knight Commander's assortment of 
action skills is a hodgepodge of skills borrowed from classes like the Rune Fencer, Warlock, 
Ina surprising twist, Buccaneers are gifted with a special skill designed specifically to Buccaneer, and the Dragoon among others. 
cancel one of the Wicce’s unique skills. The Buccaneer’s version of Stirring Kiss is the 

antithesis of the Wicce’s and will remove Shackle and Hobble from a s 


LICH 


assessing a Ring of the Dead, as well asa great deal of magical power... Or once 


C VITAL INFORMATION 


How to Unlock: Sex: 
Visit the Palace of the Dead and obtain a Ring of the Dead from the 
Genobite on Level 33, the Death Eater on Level 53, or the Cenobite on 


Level 99. 


‘Male, Female 


atu to Level 41 for a special event and use the Ring of the 
tum one of your human units into a Lich, 


Ghost Faerie Gremlin Dall 


Axes Spears Hammers K(1H) K(2H) — Cudgels 
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Base RT Melee Attack (empty hand) 
Punch 


Ranged (empty hand) 
Cast Stones 
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Rating Growth Level 50 Rating 


DIVINE KNIGHT 


A mage-knight reincarnated through the use of an ensanguined rood, returning with powerfill 
magics at their disposal.. 


At least, they were. 


How to Unlock: Sex: 

Visit the San Bronsa Ruins and obtain an Ensanguined Rood from, Male, Female 
the Witch on Level 1, the Familiar on Level 7, ot the Terror Knight on 

Level 12. Return to Level 3 and use this magical item on a skeleton or 

phantom to transform it into a Divine Knight 


Orc Skeleton 


Ghost Faerie Gremlin Doll 


Fits Daggers (1H) Le “axes Spears Hammers K(1H) —K(2H) —Cudgels 
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Melee Attack (empty hand) © Ranged (empty hand) 


Cast Stones 
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Kepresents the maximum rating compared to all other classes. 


MAGIC) 
+122 + Air Magic 
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The Lich is a spectacularly rare class that only the most dedicated Tuctics Ogre fans are likely 
to uncow fh can be groomed into a very powerful magic-wielder with the ability to 
cast Necromancy spells, recruit Umbra units, and even protect the entire party from magical 
attacks. The catch is that in gaining a Lich you are actually turning one of your units into 

the Lich, rather than recruiting a new unit, 
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The Lich is a very powerful mage class with superb RES and INT stats to go along with 
its respectable MIND rating. The Lich is the only class that can leam the Demon’ Pact 
skill that makes it possible to recruit an Umbra. The Salvation skill divides the Lich’s 
MP among friendly units within 2 tiles if it has more than 50% of MP Max, otherwise it 
absorbs MP from surrounding units until the caster has maximum MP. 


FD rr 


+ Divine Magic 
+ Draconic Magic 


‘This rare class is essentially a combination of a Vartan and a Priest, mixed with the ability 
1B} to cast the most powerful Draconic Magic and given five special skills that can instantly 
Pl tum the tides of any battle. The only thing the Divine Knight cant do is cast healing 
Mf spells. The Divine Knight is also particularly usefull against skeletons and umbra units, 


that it is capable of being played in a number of manners, The Divine Knight has five 
special skills unique to it alone. These special skills are actually hymns that it can sing, 
“in the divine tongue” to unleash grave attacks on multiple enemies, 
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~HOPLITE 


A heavily armored fotsoldier, typically bearing sword and shield which they use to defend their 


clan upon the battlefield. 
VITAL INFORMAT 
How to Unlock: Sex: 
Use the Coax skill to recruit a Hoplite (Lizardman) during Chapter tt NA 


(Chaos) or early in Chapter Ill to join your party. You can also steal a 
Footsoldier’s Mark from a Hoplite. 


Human Winged Lizardman Lamia Ore Skeleton Ghost Faerie Gremlin _Doll 
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“JUGGERNAUT 


AA destroyer upon the battlefield, wielding awesome power and the speed to employ it where it’s 


needed mast. 

EX VITAL INFORMATION 
How to Unlock: Sex: 
Juggernauts become a common enemy during Chapter til Many NA 


an be recruited. Others will drop a Juggemaut’s Mark upon being 
defeated 
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Ranged (empty hand) 
Boulder Toss 
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‘The Hoplite is a well-rounded combatant with a very high VIT rating, workable STR and 
AGI stats and the ability to move through deep water. What sets the Hoplite apart from a 
Warrior, though, is its considerable defensive talents. The Evade and Apostate skills give it a 
chance to ensure it either evades the next physical attack or is immune to all magic until the 
next attack. Consider equipping the Hoplite with a shield and axe combination and either 
use it to chase down isolated enemies or serve as the rear guard. 


<cxm SKILL TOADOUT ; 
Slot Type ‘Skill Name Lv. Ranks Up? Slot Type Name Ly. Ranks Up? 
Rapier Glance | 24 Yes 6 S+_ | Rampart Aura IV | 37 
S= Evade 8 if S+ Strengthen \V | 37 
3) S> Apostate 18 © 8 S+ Fortify IV 36 | 
4 St Axes 1 Yes 9 Se Truestrike IV 40 2 
5 St Anatomy 3 Yes 10 | S Max TP IV 40 


Hoplites are very capable melee fighters that excel with an axe and shield. Their high VIT 
rating precludes the need to assign the Constitution skill, freeing slots for Strengthen, 
Fortify, and Truestrike among others. Hoplites have several action skills that can improve 
their defense even further, making them a welcome addition to the front line. 


42 


‘The Juggemaut class has the power to swing for the fences every time it unsheathes its 
two-handed sword, but it has a fast Recovery Time and can move through deep water, The 
Juggernaut is especially useful when equipped with Siege on maps featuring narrow bridges 
or other chokepoints. Rush the Juggernaut past enemies with Rampart Aura to open the 
door for the rest of your party to follow! 


SAMPLE SKILL LOADOUT 
@AMELE SKILL LOA 
Slot 


‘Skill Name 


Type Slot Type Skill Name Lv. Ranks Up? 


1 S> Threaten + 

2 | se Check | 16 | Yes 7 | st | Counterattackiv 

3. | S+ | intimidate |e | Yes 8 | S+ | Knockbackiv 

4 | s+ | Swords (2H) [1 | Yes 9 Constitution. | 43 | 
5) [Se [| Anatomy) | a | ves a siege | 18 | 


The Juggemaut can be as intimidating as any class with the right set of skills equipped. Go 

for the knockout with the Swords (2H) and a racial-bonus skill, but mix in Counterattack 

and Knockback to ensure the enemy pays the price for getting too close. If the Juggernaut 
as a failing, its in the category of action commands 
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SPATRIARCH/MATRIARCH 


ieanala capable leader on the batlfeld. Wields magic powerful enough to impress 
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How to Unlock: con 
Patriarchs jiatriarchs become common enemies during Chapter WA 
Wand particu ng the side-quests. Many can be recruited, 
Some will drop 2 Chief's Mark upon being defeated 
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Move Move Type Jump (Up/Down) 


Melee Attack (empty hand) 


24 Punch 


Ranged (empty hand) 
Cast Stones 
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Patriarchs are a unique class in that they can master most forms of offensive magic, but still 
retain a bit of fighter in them. Their movement (particularly their ability to jump) is quite 
limited, but they have a very low Recovery Time and can take turns faster than many other 
units, Their protective skills allow them to inch closer to the front lines than most other 

Wielders, Patriarchs can be quite beneficial to the party on smaller maps or ones that 
feature slight elevation changes. 


SKILL LOADOUT 


Skill Name Slot Type 

1 < 6 i St Augment 

iz 7 |S | Spelcrat [143 - 
Inesistible | 8 | S+ | Spellstrike IV | 38 

16| Yes et 
Beaut 

it 9 |S |. insight | 43 

Ivory To 21 | z 
- 10. | S+ | Absoro MP1) | 34 
intercession | 14 


The Patriarch is a powerful magic user with impressive RES and INT stats that also 
features some valuable life-sustaining action skills like Ivory Tower and Intercession. These 
skills grant the unit protection from physical attacks and magic, respectively. Load up on 
skills that strengthen the units’ magical capability and make room for at least two magic 
command skills and one “Augment” skill. Patriarchs have a number of interesting action 
Skills, but it’s hard to vote against Irresistible Beauty. This skill has a chance to force every 
enemy unit to tum in the direction of the caster. This creates numerous opportunities for 
your other units to land critical hits against enemies’ sides and backs. 


ee 


CYCLOPS 


An aggressive, violent giant, yet pasessad of intellect enough to wield magic. 


VITAL INFORMATION| 


How to Untock: Sex: 
Use the Beast Master's Subdue skill to recruit the Cyclops to WA 
your party. 


BASIC ABILITY. waiieesnsacamsiihii 


ee ee = 
Move Move Type Jump(Up/Down) BaseRT Melee Attack(emptyhand) Ranged (empty hand) 
4 Agile 23 30 Haymaker Boulder Toss 


CORE PARAMETERS 


Base ‘Up Base Level-Up 
Attribute Rating Growth Level 50 Rating Rating Growth 
HP. 40 | abe 3 AVO 14 is +112 


4 i = INT 23 
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+ Air Magic 


+121 
+ Earth Magic 


> Lightning Magic 
V. qa + Water Magic 


* Fire Magic 


+114 + Tee Magic 
+ Dark Magic 


‘The Cyclops is the king of all beasts, a unit with exceptional resistance to magic, and the 
strength to win most any battle, It's size and ferocity mask the Cyclops’ secret weapon: its 
unexpectedly high INT rating and ability to dabble in magic! Nevertheless, the Cyclops 
is a melee fighter that excels at close range combat and is a boon to any battle party. Bring 
a Beast Tamer along for the fight and use its Empower Beast skill to turn this one-eyed: 
marauder into a one-giant wrecking machine 


Assign the Fortify and either Dodge or Sidestep skills to give the beast some added AGI 
and AVD. The Cyclops has a number of very powerful attack skills, several of which 
have a chance to inflict multiple status effects. Use Sweaty Palms against highly mobile 
enemies (especially those that can fly) to have a chance to Leaden and Hobble, Reeking. 
Meatballs causes the Cyclops to attack with a relentless pummeling and has a chance to 
inflict Addle and Misstep. Other special skills like Stinky Feet and Pirate Breath are also 


not to be missed. 
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FAMILIAR 
A minion of the cunning-folk able to attack quickly and use utility spells to weaken foes and 
strengthen allies. Use them for pelo or asa decay 


How to Unlock: 

Familiars are most commonly represented by the Faerie race, which are. 
widespread throughout Phorampa Wildwood and many of the areas 
encountered during Chapter Ill and Chapter 1V. They can be recruited 
with the Fey Pact skill. Familiar's Marks cannot be purchased in shops: 


Lee HERNIA SC AAS IT ESE SEDIEAD SDP RIBAS MEY 


Human Winged Lizardman Lamia Orc Skeleton Ghost Faerie Gremlin ‘Doll 
Type ‘Skill Name. 
s as 5 A short-range attack that unleashes a scream of pure anguish upon 
* | Agonal 4 g 
Fists Daggers S(1H)  S(2H) Axes. Spears Hammers K(1H) —K(2H) —Cutgels S ed © | rnuitiple targets. Has a chance to Frighten, 
es z A medium-range attack that entrances multiple targets with a seductive 
(ees si || Sx | Virtuous Dance | 19 | dance. Has a chance to Charm and Bewitch, 
Whips Spellbooks Instruments  Blowguns A long-range attack that deals crushing damage to a single target by 
sx | crystalPumpkin | 28 | striking them witha crystalline pumpkin filled with divine light, Has @ 
es ape 
ee ‘A medium-range attack consisting of an impish kiss blown ata single 
BASIC ABILITY S* | Coquettish Kiss (1) ] 15 | target. Has a chance to Charm and Bewitch. 
Move Move Type Jump Ce Base RT Melee Attack iene hand) Ranged (empty hand) 5, yi A medium-range attack consisting of an impish kiss blown at a single 
“ S* | Coguettish kiss (2) | 15 | target. Has a chance to Poison and Envenom, 
Cast Stones 
Amriun-ange abity that ans a pasionae ss ona single age 
sx | Lingering Kiss (aties) | 24 | spiiting the caster’s HP with thein and reducing their RT to 0. allowing 
“CORE PARAMETERS PARAMETERS them to act immediately. 
Base Level-Up Lingering Kiss Amedium-range ability that plants a passionate kiss on a single target, 
Sa Growth Level0 Sa beat S* (enemy) 24 | absorbing HP and resetting RT. Deals Piercing damage 
Mw Along-range attack that deals crushing Dark damage to multiple 
s* | Pumpkinstrike | 11 | targets by sropping a giant festering pumpkin on ther. Has a chance 
MP 12 “ 5 INT 14 +121 . to Leaden 
SiR 6 z +108 MND | 24 3 +123 ~ | Along-range ability that calls forth a deluge of HP-restoring pumpkin 
z = Se Pumpkin Fie 18 | pies from the heavens. 
vit 12 +119 RES | 22 +124 
= = Re, ae 5 ; 3 sx | Pumpkindomb | 20 | Asuidelmedum-ange tack tat els nea prcing Fire damage 
DEF 4 z a 2 fe ‘A medium-range ability that sends off a sweet. soft kiss to a single 
S* | Seffless Kiss(allies) | © | target. Removes Stun, Silence, and Petrity . 
Setfless Kiss ‘A medium-range ability that sends off a sweet, soft kiss toa single 
Se 6 
. (enemies) target, Has a chance to Stun, Silence, and Petrify 


Ir only takes one battle against an enemy force containing Familiars to realize how pesky 
they can be. Might as well get one on your team soon! Familiars rarely go on the offensive 
in.a way that proves fatal, but their ability to alter the flow of combat with conditions and 
by serving as a decoy makes them quite valuable nonetheless. Hold them back early on until 
itis clear where the main conflicts will be taking place, then move the unit forward and use 


= the TP and MP it has accumulated on the fringe of battle. 


(Sp er 


‘Tactician too... 


Familiars have an array of v 
wonders of pumpkins and kisses. Though it would be wise to assign a magic ski 
Constitution or Fortify to aid further the Familiar’s longevity, the class's mam 
deserve the lion's share of the skill slots. So long as you make a little room for Max TP and 


unique special skills at their disposal that deal in the 


and 
special skills 


DRAGON 


a 


ersed in the ways of the elementals, serve as heavy units on the battlefield. 
duce damage taken while they deal death with tail and breath. 


How to Untock: Sex: 
Use the Beast Tamer to Tame a dragon. The earliest this can he done Is NWA 
the Phorampa Wildwood during Chapter \l. Once recruited, use various 

narks (purchased at shops) to change the dragon's element. 


eter 2 


Earth Thunder Flood 


Flame Frost Arc 


———— 
DRAGON'S SPECIAL SKILLS 
ee 


CE = oe a T 
a ype Skill Name Dragon Type 
BASIC ABIL Anil, ‘| 
= a A short-range attack that deals piercing Lightning 
yao Sump (U;/Domn) sé RT; Motea Aack (ty Rand) =o) Rage (empty hae Thunder - damage to multiple targets caught in the path 
i fbamcrease Move Tone Sump (Unihow) {erty Ral) es (ED) Breath | Thunder Dragon | © | ofthe crackling breath, Has a chance to inflict 
| Agi 3 3 Bite Boulder Biow Falsestrike 
sx | SandBreath | EarthDragon | 6 tha blast of sand 
Base re 
Attribute {A short-range attack that deals Light damage to 
Rating 9 
S* | DivineBreath | ArcDragon | 6 | muttiple targets with a blast of hallowed breath, 
avo | 14 Has-a chance to inflict Spoil Spel 
INT 10 A medium-range attack that deals cr 
- S* Tail Lash All Dragons 3 age to a single target with a tail flict 
TR | 25 a a2" wna [4 tear through bedrock 
ow | 26 a +133* RES | 13 A short-range attack that deals Dark damage to 
= = s* | ToxicBreath | AllDragons | 9 | multiple targets with a blast of numbing breath 
bX | 18 a 720 ATK - Has a chance to Leaden 
Act | 16 ; 14 ber | 3334] * A short-range attack that deals slashing Air dam- 
sx | Vortex Breath | Cloud Dragon | 6 | age to multiple targets caught in the path of the 
vortex. Has a chance to inflict Misstep 
Represents the maximum rating compared to all other classes. = ee 
. A short-range attack that deals crushing Fire 
STR sx | FlameBreath |" Flame Dragon | 6 | damage fo multiple targets with a flaming breath 
| : | Has a chance to inflict Weaken, 
Gia +120 Gm 333 
SE J A short-range attack that deals piercing Ice 
s* | FrostBreath | Frost Dragon | 6 | age to multiple targets witha freezing co 
Has a chance to inflict Falsflight 
+120 
Ay ‘Ashort-range altack that deals Dark carnage to 
Bet s+ | Corpse Breath | DarkDragon | 6 | multiple targets with a cloud of corrosive gas 
+7 EEE «114 } Has a chance to Enfeeble 
A short-range attack that deals Water damage 
I sx | Acid Breath | Flood Dragon | 6 | tomulttiple targets caught in the path ofthe corro- 
ie sive breath. Has nce to inflict Breach. 


Dragons are incredibly strong units with maximum STR and VIT and exceptional growth 
in both of these areas. There are eight types of dragon (one for each element), but they only 
differ in their individual special skills. That, and the fact that the Flame Dragon can walk on 
lava while the Flood Dragon can move through deep water. Otherwise, they are identical 
Use these units alongside a beast tamer to gain the benefit of the Empower Dragon skill. 

‘They are surprisingly agile and their lack of equipment keeps their Recovery Time relatively 
low. The higher you level them up, the better your return at auction, So have fun, feed some 
enemies to the dragons, then auction them off (preferably to Deneb at her traveling shop 

I) during Chapter IV) to reap the reward. 


AS 


Each dragon has ace 
skills. Equip the dragor 


s to a number of support skills, action skills, and a handful of special 
's elemental “Resonance” skill along with each of the other action 
skills: Dash, Dragon's Eye, and Dragon's Scale. These skills, along with Max TP and 
Rampart Aura will go a long way towards making the dragon an utterly fearsome beast 
Fill out the remainder of the skill slots with special skills. All dragons can equip Tail Lash 
and Toxic Breath as well as.an elemental special skill unique to their element. Every special 
skill with the exception of Tail Lash can be upgraded once the dragon’s class level has risen. 


ie) 
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GOLEM 


A monster fashioned from the rocks below, the golem tons first made and worshipped as a protector 
of a downtrodden people. 


VITAL INFORMATION! © 


i 


How to Untock: Sex: 


Golems are most commonly encountered during Chapter IV and espe- NA 
Cvially at the Palace of the Dead and within the Ancient Temples. Have 

‘4 Warlock on hand to recruit them. Classmarks can be purchased to 

‘switch between the different Golem types. 


BASIC ABILITY 


Ranged (empty hand) 


Boulder Toss 


Rating 
35 


Ip 
Growth 


Level 50 Rating 


+115 


+122 


#122. 


+118 


Attribute Rating 


Level-Up 


Growth 


Level 50 Rating 


Attribute 


Base —_Level: 
Rating 


18 


ip 
Growth 


Level 50 Rating 


4113 


+126 


+120 


+119 


ctr mas wer eacar eon = cme » 


IRON GOLEM - CORE PARAMETERS 


Base Level-Up 


Atritute ating Growth 


Level 50 Rating 


evel 80 Rating 


AVD. 13 ASS +120 

MP - - INT 23 Lae +125, 

STR 24 fe #123 MND 11 ei +413 

VIT 26 ead +133" RES 14 ‘ 4112 
DEX 14 = +121 ATK 44 ine - 
+120 OEF 44 pas - 


Base —_Level-Up 


Atribute Rating Growth 


Level 50 Rating Ped ae 


ing Growth 
Bat 4118 


Level 50 Rating 


at +129" 
< #119 
uid +130" 


(me «119 ) 


A SKILLS) STRATEGY, 


———— 
« GOLEM'S SPECIAL SKILLS 


‘The four types of Golem are all quite similar in fighting style and movement, but whereas 
the Clay, Stone, and Iron Golems all boast incredible STR and VIT ratings, the Baldur 
Golem's main strength is its very high RES and INT. Use the latter Golem in battles 
featuring numerous magic wielders and the others against physical fighters. As with the 
Dragons, it’s worth equipping the Dash skill to move the Golem quickly towards the 
enemy where its Rampart Aura and Broaden Force skills can work their magic. Golems are 
notoriously difficult to defeat in combat. Square off against the enemy's toughest unit with 
your Golem and rock and roll to victory. 


Type Skill Name 
x A medium-range attack that deals slashing damage to a single target 
SS Gracies Ct 18 | witha fierce blow unleashed witha coiled afm, Has a charice to Stun, 
g | Amedium-range attack that deals slashing damage to a single target 
ox Granite Fist 8 by delivering a punch with considerable weight behind it 
A medium-range attack that deals crushing damage to multiple 
Se Heaven's Tear 24 targets over a wide area with an ultrafast blow accompanied by 
shock waves, 
es 5 A medium-range attack that deals crushing damage to multiple 
S* Raver Eye Ht targets with a fling arm assault 


Despite the different parameters stemming from their varying mineral compositions, 


every Golem has acc 


ss to the 


ime skills, The only difference is the levels at which they 


can learn Gordian Lock and Broaden Force. Use skills like Rampart Aura and Broaden 
Force to turn the Golem into an enemy-halting magnet and build up their defense 
with Constitution and Fortify to go along with Knockback and Counterattack. With 
any luck, the Golem’ Counterattack will push the enemy back a tile and force it to halt 
again as it tries to get past Rampart Aura. 


«HYDRA 


4 dragon with three heads, Its scales reduce damage taken while it deals death with tailand 


How to Uniock: Sex: 
‘The Beast Tamer can recruit a Hydra with the Tame skill used to NA 
recruit O 4ydras can be found in some side-quests and during 

hapter IV. 


Move Move Type Jump (Up/own) Base RT Melee Attack (empty hand) 


Ranged (empty hand) 


EE 
Pe CORE PARAMELE iatiniaciaina 

abit ae fare 150 Rating |) Altribute ae Cut evel 50 Rating 

avo | 15 : +13 
| : iNT 7 18 

oe MIND = #18 

| RES | 15 

| ARs | esd ee 

oF | 28 


Sit 


+126 


Hard as it is to believe, the Hydra is even stronger than the Dragon units, boasting a higher 
HP and slightly better stats in most other categories including STR. Hydras aren't easy to 
recruit, but the effort is well worth the risk. Charge a Hydra straight towards the opposing 
party’s strongest melee units and attack strictly with bites until the TP meter is full then 
unleash a devastating special skill attack. 


— 
\ SKILLS STRATEGY — 


K{ Hydras share all of the same action skills as Dragons, as well as Tail Slash, Dragon's Eye, 


Dragon's Scale, and Toxic Breath and should be equipped in similar style. Hlydras also have 
access to two Poison Breath special skills that inflict Dark damage along with a chance to 
Poison. 


* GRYPHON 


A monstrous lion swith the head of an eagle and giant wings. ABle to move with ease over rough 
terrain and changing elevations 


How to Uniock: Sex: 
Use the Beast Tamer’s Subdue skill to recruit a Gryphon during NA 
combat. Gryphons are one of the more common types of beast 


encountered, 


im rating compared to all other classes, 
; 


‘The Gryphon’ combination of razor-sharp lion’s claws and feathery wings makes it 

a dangerous foe on the battlefield. Capable of swooping down to land a devastating 
physical attack or unleash a furious special skill, the Gryphon can instantly overwhelm 
‘an unsuspecting enemy. ‘The unit's lone weakness is its very low RES rating and its 
vulnerability to Leaden. Use the Dash skill to increase its ground-based mobility and 
Featherstep to enable it to remove the Leaden debuff and soar once again, 


The Gryphon’ skills are similar to that of the Cockatrice, especially as it relates to action 
and special skills. The Gryphon is very susceptible to magic attacks, so consider investing 
in Spell Ward. Otherwise, equip Strengthen and Fortify and a selection of special skills, 
particularly Blood Siphon, Wind Shot, and Featherstep, as the unit will undoubtedly need 
to remove Leaden from time to time 


SIOVU 79 SASSVID. 


“COCKATRICE OCTOPUS 


A monstrous chicken with the scales and tail ofa serpent, Tts breath is enough to turn men to stone. A large monster that fights better in the water than otland and, indeed, must be in water to 
employ special skills 


VITAL INFORMATION 


How to Unlock: Sex: How to Unlock: Sex: 
Use the Beast Tamer's Subdue skill to recruit a Cockatrice during Use the Beast Master’s Subdue skill to recruit an Octopus to your WA 
combat. The Cockatrice is a relatively common beast, particularly late party 

in the game 


_—— 


} 
\ BASIC ABILITY. 


Move — Move Type Jump(Up/Down) BaseRT Melee Attack (empty hand) — Ranged (empty hand) 


Boulder Blow 


flanged (empty trand) 


Boulder Toss 


‘eg CORE, PARAMETERS 


Altribute Base —_Level-Up Base Level-Up 


Base _—_Level-Up 


Level 50 Rating 


Level 50 Rating Attribute Base evel 


Rating Growth Rating Growth Atrbute sing Grow Level SD Rating Rating Growin Level 50 Rating 
: 4 HP 56 AVD 18 +120 
MP 3 a INT 9 one +6 
STR | ez a 734" wno | 2 os Hea 
vit | 25 : +127" Y res | 15 +14 
DEX = i 
AGI | 


+420 


TACTICS rs 


‘The Cockatrice is another flying beast unit that has a number of special skills that it can 
use in battle. It has an above-average HP level (that increases rapidly as it levels up) and has 
excellent AGI and AVD ratings. While not necessarily a frontline combatant, it can be used 
to swoop in and attack individual enemies or leap to the rescue with its Petro Breath skill. 
‘The Cockatrice’s Boulder Blow ranged attack can inflict a moderate amount of damage, 
particularly ifthe corresponding racial bonus skill is equipped. 


‘The Octopus is a tough foe to wrestle with, and not just because it has eight arms. The 
Octopus draws its strength from the water and is unable to cast any of its special skills while 
on dry land without first casting Aquaveil. Keeping the unit in water not only dramatically 
lowers its chance of being attacked, but eliminates the need to spend TP on Aquaveil 
Equip skills to bolster the Octopus’ resistance to magic and defense against ranged attacks 
and stay close enough to shore to strike with the unit's medium- and long-range skills 


‘The Cockatrice has a lot in common with the Gryphon in terms of the skills it can use. ‘The Octopus is an extremely formidable foe with excellent STR and VIT ratings as well as 
The primary difference is that the Cockatrice lacks the Gryphon’ ferocious physical an intrinsic abundance of HP. Although it’s unlikely the Octopus will lure many enemies 
attacks, But that’s not to say it doesn't have a lot going for it. Equip the Cockatrice’s Petro out into the watery depths, this is where the Octopus must stay: Its array of devastating 
Breath special skill and use it against the enemy’s units to Petrify them so your other units {ff special skills can only be cast while the Octopus is on water tiles. Equip Max TP and 


can more easily ambush their leader. ‘Tactician to boost the accumulation of TP and attack distant enemies with Aqua Bubble, 


Poison Rain, and Maelstrom. Aqua Bubble and Poison Rain inflict Water damage. The 
Blue Spiral skill is another skill that can only be used in the water, but it is perfect for 
attacking those who dare confront the Octopus in the open sea 
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THERE IS BLOODIONIMY@HIANIDS! 
HOW LONG TILE It HIESONSYNG 


I-1 THE BIRTH OF A REVOLUTION 


Find Your Fate in the Cards 


After you name your hero (we'll call him by his default name, Denam) and enter your birth date, you randomly draw 


five cards from a tarot deck. For each card, the game asks a moral or philosophical question, and your answers provide 


significant stat bonuses to your hero. Since you can't afford to lose your hero in battle, it’s a good idea to prioritize de- ea 
fensive stats like VIT (vitality), AVD (improves your ability to avoid attacks) and RES (magical resistance). As an added 4n the final reckoning, who will prove false? 


bonus, when you begin the game you'll find all five tarot cards in your inventory. Some cards can be used to inflict minor 


status conditions while others will temporarily grant special abilities. My de 


My king ‘My beloved. 


Ri 


0. THE FOOL. . * “eV. .LHE HIEROPHANT 
pe a a aie 


You are about to embark on a long journey. Whom do you want at your side? Of the many evils men do, which is the most necessary? 


aa Tee] 
= ae s ale Biei2le\s 
My family. 4 1 1 2 1 = 2 Deceiving others. 2 3 zs = 2 1 2 = 1 = 
My beloved. :| 4 = 2 1 e 1 2 < = Sacrificing others. 4 1 2 1 = o 1 5 2 
My friend 5 3 = 1 % ‘a 3 3 1 3 Stealing from others. 2 3 1 1 a 1 it - 1 


Tele HE MAGICIAN eV 1.THE LOVERS . 
a RE \\ Sunnie eee 


What do you seek in a lover? 


a | gif 2 2 Gis 2 
Order and obedience. TiS Con Se el aia) ieee PR ES Wisdom and ability est cd) EA Sa ae Bei fel DS - 
Concession and regret. 3 2 2 1 2 1 3} Wealth and power 2 3 2 1 3 
Liberty and turmoil a i 2]1-]2 Youth and beauty. 5 LTE ey |i cee | ee Te (Fa 


» = —_——— — = } rn 
[THE HIGH, PRIESTESS AwMLLJTHE. CHARIOT. ° 
a Renn RT 


All men have flaws. Which of yours would you remedy? How do you define victory? 


ae) 
a e a 
= S = 2i/z 
My sloth. {eer sor fae erie ae ny ime Vanquishing my foes esi] FER Via fede aaa Pipa : 1 
My envy. 5 site ERPs eee Wie z 1 Ending the conflict 5 1 Smee! 
My pride. 2 3 - 1 2 2 Preserving my allies. 1 4 1 2 - e - 2 a 
lag ie okie SLE TGS Va Wi iil cs wrod 7s oO ened 
Ael I LATHE EMPRESS NeW LL STRENGTH . 
7 ‘ pS 


In what thing do you stand above all others? All men hold darkness in their hearts. What lurks in yours? 


2:2 lelelele|al2 
My beauty Be [2 a eS ae 2 Vengeance for family 5 eee 1 
My wealth. oe si ee ea en Vengeance for friends al 1 aR 2 
My wisdom 9500 (pa aan a) - 1 fa leat 3 Vengeance for country. pis Eee (is c 1 Sila) 1 2 


(TTHn Eh CDCTAEHERM IL oe) 
ir ey a 


The people of your kingdom rise against you, What course do you take? A sage will grant you a single piece of wisdom. What would you learn of him? 
; | | ier 
| ea ~ 3 
a} eye ole oS 2) 
‘Answer | = a/\5 =a 2 [= 
Treat for peace. < 5 2 1 - = 2 z 5 ‘The secret of wealth, 5 1 - 5 1 2 1 
Rally my armies 7259) LES Deen ea PES a ee ee be The secret of victory | kbd iia! REND PSS ele Bee es 2 
Abdicate the throne ae aa ini be bee ee The secret of winning hearts, | 4 | 1 ea al [see fives nese fine ne 


Be EEL OL LORLUN etnias “XVIII. THE MOON - 


r You stand at the end of a hard-fought battle. Why have your forces last? 


Ina fit of passion, you take your friend’s lover. What will you do next? 


Inadequate troops. 
Poor leadership 
Wi luck 


Keep the lover for my own. 
eal aH Gs Savor the moment. 
2] 3 Put it from my mind. : 


XIX. THE SUN 


My own ability, 5 
The strength of my allies. Cee (IS ee eS ee 
2 


Coe VND 


The grace of god 


XX. JUDGEMENT. 


Sof 
a 


= 
zB 
Es) 
i) 
S 


You stand poised to take the life of another. Why do you attempt this dire act? 


The man who slew your family stands chained before you. What punishment will you mete out? 


ja |}& | 2 | 
Answer = i= i = | = 
2 | 3 3 imprisonment el ee eke 2 al Se 
fd my honor fel en Se Sam tel i Beheading A) SS) ea | A ent aaa Fas 
To defend my life 5 z 2 1 1 2 Banishment 1 2 4 z 1 2 


OR he 


In the final reckoning, who will prove false? 


y king. 


An exemplar. 
A weapon i Sad Bee EES eres Me 


alo FP 


My beloved. 


My dearest friend. 


An illusion. 


SEXTV, TEMPERANCE 


Vyce’s Ill-Advised Ambush 


The first mission pits Denam, his 


Your reckless plan has ended in disaster. What has it cost you? 


oa | & = ‘ ‘ 
= |= = best friend Vyce, and his sister 
My friends and beloved. 4]if- eee yg 2 Catiua against a quintet of higher- 
in and honor. 51 el 5 Ae) ir 5 
" 2 level and better-armed mercenaries. 
family and fortune. 2] 3 2 2 1 
When your turn rolls around, all you 
(Tr te ae eer re TT need to do is select Denam, choose 
ie XV.LHE DEVIL é ae : 
a cnet ema eee Move” from the menu, and put him 


A devil will grant you any wish...for a price. What are you willing to endure? anywhere you'd like within his glowing movement area. Since no one is within 


] = » ati 
| | attack range, select “End Turn.” Vyce and Catiua are guest characters (who 
| | : A . 5 

- | fight on your side but cannot be controlled directly), so you won't be able to 
Grotesque disfigurement 
Complete isolation . 1 : z z 1 2 { 


lentiess fear Saad iba bos NE le eal 


stop Vyce from attacking Lanselot’s men. That triggers an event that ends the 


battle before Denam ever has a chance to draw his blade, 


A Choice with Unexpected Results 


In the event that follows, you're prompted to choose between two lines of 
dialogue. The story plays out the same no matter what Denam says, but there's 


Ri beloved a bit of an Easter Egg here; your response determines the gender of the troops 
y beloved g 


My child . . { 2 2 Z 2 
My parents. 


that join you at the end of the Almorica Castle battle. Either choice results in 
a mix of men and women, and in terms of stats, there’s no difference between 
the two groups. But if you choose the second dialogue option, every character 


who would have been male will instead be female, and vice versa. 


#85 for my friends, 
appiness for myself eee atte j4 
Peace for the world 


THE GATES OF ALMORICA 


<l-2, ALMO ALMORICA CASTLE 


eee SABER 


This castle was once the seat of 
power in Old Almorica. It was 
taken by Duke Ronwey before the 


Gussr 
outbreak of war. Mirdyn 


Deployment 


1 Character +7 Guests 


Goer 


Gildas 


- 2 Guest 
vel see tie Canopus 


Suggested 


Terms of Victory 


Vanquish Bapal! 


|) Terms of Defeat 
» 


Guest 
Warren 


Giesr 


Vyce 


Lanselot Gust 


Catiua 


ENEMIES 


Human M (Bapal) Berserker IE Blessing Stone, Bronze Oberyth, Berserker's Mark 
B Human F Archer 1 IE 55 N/A 
cc. Human M Wizard 1 N 28 Grimoire Aiguille 
0 Human M Archer 1 N 56 NWA 
G Human M Warrior 1 Cc 4 Zena Wine, Copper Oberyth 
@ Human M Warrior 1 L 45 Copper Oberyth 
CG Human F Warrior 1 ¢ 20 Dynast-King’s Mead, Copper Oberyth 


Learning & Looting at Almorica Castle 


Save your game on the world map by pressing Start and selecting the Data option. You can also pick up the bags of loot that are dropped by fillen foes. Bags of 
Then select Almorica Castle to travel to the site of the game's first battle. Once loot include a random assortment of the “drops” listed in the chart above, and 


again, you have direct control only of Denam, so it won't be much of a fight. Your may also include some of the fallen enemy's gear. If you beat the map while an 


alliés end the battle in only a few turns regardless of what you choose to do. bag of loot is on the field, you automatically gain all of its contents, so collecting 
them yourself is not a high priority, But there is a reason to grab them early if 


You have no skills to level up, so you can: if an enemy stops on an bag of loot before one of your allies does, its 


there’s no reason to attack anyone. contents disappear forever, 
Instead, make your way to the 
treasure points listed on the map. 
When you end a turn on one 


of these squares, your character dis- 


covers a hidden item. The numbers 
listed on the map refer to one of 
the treasure tables at the beginning of the walkthrough, and your character's 
daily fortune determines which item you get. (You can view a character's fortune 
by opening the “Condition” menu, pressing Select, and highlighting your hero’s 


portrait. Note that each character's luck changes every game day.) 


ALMORICA PASSAGEWAY 


Lraper: 
| Agares | 


ae 


By Spells 


Bi Skills 
Spells 


Skills ‘Axes (Rank 1), Fists (Rank 1) 


N/A 


Trajectory, Bows (Rank 1) 
WA 


A Skills 


@ | Human M (Agares) Knight 2 
@ — HumanF Enchantress 1 
@ | HumanF Archer 2 
Human M Archer 2 
@ | HumanF Warrior 1 
@  HumanM Warrior 1 
@ | Human M Warrior 1 


Learn a Skill Before the Fight 


Everyone who participates in a battle gets a share of the experience and skill 
points, whether they're swinging a sword on the front line or digging for buried 
treasure in the back. Denam should have earned enough skill points to purchase 
a weapon proficiency, which would allow him to fight more effectively in the 


next battle and to start building weapon ranks in a category of his choice. 


Before you select the next room 


in the castle, press ® to pull up 


Biers eeeen the Unit List and select Denam 


SP Dsvoras 1m) 


with ®. Scroll down and select the 
“Skills” menu. Denam already has a 


Short Sword equipped, so the one- 


handed sword proficiency would 
be a fine choice. From the Skills 
menu, select “Learn,” and select “Swords (1H).” You should have earned more 
than enough skill points to afford the 50-point cost. Simply learning a skill isn’t 
enough; you have to select “Assign” from the Skills menu and set Swords (1H) 
into Denam’s one and only skill slot. (You can use your skill points to buy more 


skill slots later.) 


Cucdgels (Rank 1), Dark Magic 
Paralytic Wave 


zlo|2lejr 


Zio 


13 "ALMORICA "ALCASIIES 


Gort 
Lanselot 
Gaisr ) 
Canopus. 


A small corridor leading to the 
Castellan’s chambers. The walls are 
unadorned, as befits the walls ofa 


stronghold on this war-torn island. 


Deployment 
1 Character + 7 Gue: 


aT 


aa Level 
Terms of Victory 


Vanquish Agares! 


Fee aan 
Terms of Defeat 
= ce 


Guest 
Vyce 


Tee 


= Sali Rune Fencer/Valkyrie (at level 1) 
Skills | Spears (Rank 1), Swords (1H) (Rank 1) 
Spelis | WA 


Cudgets (Rank 1), Divine Magic 


Spells _| Innerva 


Drops (from common to rare) 


“1 Blessing Stone, Bronze Oberyth, Knight's Mark 
65 Grimoire Rafale 

64 N/A 

44 N/A 

51 Zolia Draught, Copper Oberyth 

46 Copper Oberyth 

58 Copper Oberyth 


Hone Your Sword Arm on the Battlefield 


After using the Data menu to save your game, select Almorica Passageway to 
begin the castle's final battle. This time there are no buried treasures to find, so 
there’s no reason not to leap into the fray. Try to begin or end every turn with an 
attack; even if you're not dealing much damage, every swing adds a little EXP 

to your Swords (1H) skill (you can perform actions like attacking at any point 
in the turn). To improve your accuracy, try to strike from beside or, better yet, 
behind your targets. When you're done moving, turn to face your foes so they 


won't have as easy a time getting behind you. 


The battle ends when Sir Agares 
falls, and since he’s an aggressive 
frontline fighter, that shouldn't take 
long. If possible, try to drag things 
out by focusing on his henchmen 


first, in order to earn more EXP 


and skill points for the party. 


wn 
oe 


54 


in ECRUITAVOURIEIRST BATCHIOF. COMPANIONS 5 


After the battle, a grateful Duke Ronwey sets Denam up with 30,000 goth and his 
own knightly order, Your first five companions offer their services at the end. of the 
event scene. If you chose the first dialogue option in the game’ opening event, you'll 
get arandomly named male Warrior, a female Archer, a male Wizard, a female 
Cleric, and a male Rune Fencer. If you chose the second dialogue option, the genders 
are reversed; note that female Wizards are called “Enchantresses” and, ifemale Rune 


Fencers are called “Valkyries,” but they're the exact same class, 


Consider a Class Change 


Now that you have three Warriors, you may want to consider changing the class 
of your hero by selecting “Change Class” from your hero's page in the Party menu 
and using a classmark item. The bosses of the previous two battles dropped 
Berserker's Marks and Knight's Marks respectively, and you can buy classmarks 
in the shop that would allow you to become an Archer, Wizard, Cleric or Rune 


Fencer—but of course, you have one of each of those classes already. 


Tf your hero falls in combat, the battle is lost, so it’s a good idea to give your 
hero a high-defense class that makes him an unappealing target to your foes and 
allows him to survive concentrated attacks when necessary. At this point in the 
game, it’s hard to do better than a Knight; not only do they have great defensive 
stats and skills, but they can use Healing spells to further defend themselves and 
their allies. However, since you don't have any Knights yet, switching into this 
class sets your hero back to level 1. That’s all the more reason to switch early, so 


you can regain the lost levels quickly. 


You should also have enough skill points left over to purchase an additional skill slot 
and a skill to fill it. A Knight can learn Divine Magic, which allows him to cast mag- 


ic spells within that school, (However, you still must learn the spells individually.) 


| e160 
$° fe fe fe fois Ge fF 
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= ¢ 

| 
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Gear Up at Almorica Castle 


Cities and castles like Almorica offer shops where you can buy equipment, spells, and 
items, and recruit additional troops. Each of your new recruits comes fully equipped 
with appropriate starting equipment and skills, so you shouldn't need to do much 
shopping on their behalf And you cant really upgradle your own gear, because you 


probably won't be at a sufficient level to use it, (But 


you chose to keep your hero 

a Warrior, you should be able to buy and equip a Level 3 Gladius sword.) You have 
enough characters to fill out a starting party in the battles to come, so unless you want 
to spend your precious money recruiting ones with better randomly generated stats, 


there isn't much point in hiring anyone yet, 


The best way to spend the duke’s Goth is to pick up rings for every party 
member and arcana for your spellcasters. While Denam and Catiua have quality 
gear in their Jewelry equipment slots, everyone else’s is empty. For aggressive 
classes like Warriors, Archers and Rune Fencers, buy ATK-boosting Warrior's 
Rings (under the Armor menu). For defensive classes like Clerics and Wizards, 


a DEF-boosting Defender’s Ring is a much better choice. 


After reviewing each character, 


Guston 


select “Recruit” to sign them up. (RS Rune Fencer 
Make sure to say “yes” when ae bon r 
prompted; you wont get replace- AEBiLnenSops 
cA BBicader Amor 
ment troops if you turn these down. 
mam 
Waster 
aaa 
Seascale 


Buy Spells & Learn Them Early 


You can also buy spellbooks, grimoires, and scrolls from the shop's Arcana sec- 
tion, and then use the Magic menu in each character’s page to have them learn 
the spells permanently, The game allows you to learn spells even if you aren't at 
a high enough level to cast them, so it’s a good idea to learn them early in case 
you can't get back to a town after leveling up. (You can see at what level each 
class can cast a spell by holding © and pressing the right button at the shop 
menu.) Your Wizard/Enchantress already knows the Dark Magic skill, so buy a 
Grimoire Douleur. Once learned, this will allow him or her to cast the damage- 
dealing Word of Pain spell after reaching level 2. You can also plan ahead by 


buying and using Grimoire Sommeil, which allows them to cast Sleep at level 3 


A silver ring with a black lion insignia symbolizing courage and defiance. Slight! 


® ® ; 


Be a ebaaare Soo PRICE) 
oB Leather Armor 


9G chainmail 

QB Leather Gloves 

GMB Leather Sleeves 

EB Linen Slops 

oy Leather Leggings 
be OED Warrior's Ring 

© Defender's Ring 


waR FUNDS 


Catiua, your Knight, and your Cleric, all use Divine Magic. Catiua already knows 
Exorcism, Innervate, and Heal, so she's set; all that’s left is to buy her a Grimoire 


Reveil to teach her the Awaken spell. Buy a Grimoire Vitalite so your Knight can 


cast Heal at level 3, and a copy of Grimoire Exorcisme, so your Cleric can cast 
Exorcism at the same point. Remember, you have to make them read the arcana 


by selecting “Learn” from the Magic menu on their unit status screen. 


® Grimoire for the DIVINE spell AWAKEN, an INDIRECT spell that temoves SLEEP 
Te CSS boy pivine 

Darimoire Exorcisme 
© Grimoire infuumiere 
© crimoire Antiumiere 
Daimoire Scellant 
B Grimoire Reveil 
© crimoire Vivacite 
§2 Grimoire Defigeant 
Grimoire Vitalite 


PEREREOUISITE | 
Divine Magic 
Cee 


Inventory 
Mastered 


Canop 
Me 
Spells 


Can 


N/A 


us is your stront ally early in the gan 


an use deadly fi 
it easy for him to slip behind foes for a backstab, of reach and hold exceptional sniping positions. 


in lear 


/|/rouese 
Canopus 


His weapon proficiencies are already Rank 2, which means 
ing moves when he gets enough TP. His ability to fly allows him to clear any terrain, 


h spells and melee attack skills, but it's best to treat him as an unusually mobile archer 


a 


TYNEMOUTH HILL 


White limestone formations jut like 
teeth from the top of this gentle, 
grassy hill, 


Deployment 


6 Characters + 2 Guests 


Suggested Level 


2 


‘Guest 
Catiua 


Terms of Victory 
Vanquish Orba! 


Gust 


Vyce 


Terms of Defeat 


Human M (Orba) Wizard 2 N 78 Blessing Stone, Bronze Oberyth, Grimoire Bouledefeu, Mage's Mark 
Human M Warrior 1 L 62 N/A 
Human M Warrior 1 c 34 N/A 

Co) Human F Archer 1 s 69 N/A 

@* Human M Archer 1 N 45 N/A 

@ Human F Warrior 4 ¢ 25 Copper Oberyth 

Cc) Human M Archer 1 u 58 Copper Oberyth 

CH) Human F Warrior il N 57 N/A 


Select Your Opening Formation 


With your army geared up and ready to go, set a course for Tynemouth Hill, to 
the west. Now that you have a proper army behind you, you must position your 


units at the start of the battle. Put your fighters in the front (the lower-left side of 


the screen), with your Cleric and Wizard/Enchantress safely behind them. 


Current/Maximum 


fA. 1 Parnell 


2 99 990 0 


Ride the Chariot Back in Time 


You have your foes outnumbered 3 to 2, so this should be an easy fight to win. 

Take the opportunity to familiarize yourself with the basics of combat, and dont 
worry if you mess up; once you unlock the Chariot Tarot (after a few turns of 

combat), you can rewind up to the last 50 turns without penalty, To do so, hold 
down the left trigger to pull up your turn history. You can highlight any charac 
ter’s icon to watch his or her last turn, or press ® to bring up a text list of their 
actions. When you find the point where the battle went off the rails, press ® to 


go back to that turn and start making different decisions. 


—— 
Charlot Tarot 


e 


Approach Orba Carefully 


Early in the fight, keep your forces clustered together so you can quickly 


surround and slay the foes that attack you. But this fight gets tricky 


you ap- 
proach Orba, who usually hangs back with an Archer or two at the opposite end 
of the map. As a level-2 Wizard, Orba has access to long-range, damage-dealing 
spells that wreak havoc on low-RES characters, and his Archers can often finish 
off a character before help can arrive. Fortunately, you have three rounds to end 
the battle before a fallen character dies (and you can always have someone use a 


Blessing Stone if time is running out). To reach and 


Orba safely, have your 
heartier fighters lead the charge and keep softer s, like the Rune Fencer/ 


Valkyrie and Archer in back. 


HOIN|CANOPUS(& HELE 


At the beginning of the fight, Lanselot’s winged friend Canopus soars 
in ta join you as a guest character. Keep him alive throughout the 
battle, and you can recruit him as a full-fledged member. Canopus is so 
strong that you shouldn't need to do a lot to protect him; his incredible 
mobility and long-range Bow attacks keep him out of harm’ way. But 
your troops need to move aggressively toward the middle of the battlefield to avoid 
leaving Canopus as the primary target of the enemy offensive. (Note that unlike 
Canopus, you don’t need to protect Vyce or Catiua; theyll warp away if their lives 
are in danger.) 


Ciose Is Goop EnoucH FoR SOME SPELLS 


Remember, you gain MP every turn, so you can afford to use your Wizard's Para- 
lytic Wave spell freely. It hits a square and every foe next to it, so if a foe is just out 
of reach, you might be able to hit it by targeting an adjacent square. But be careful 
you don't accidentally catch any of your allies in the blast! (Unless, of course, you're 
willing to make that sacrifice to snare your foes.) 


RETURN ITHEIFAVOR| 
=a rey 


Archers are incredibly useful. Even with their weakest Bows, they can target 
foes from positions far enough away to avoid retaliation. Distance won't affect 
accuracy, so make the longest shots possible. In fact, Bow-wielding Archers can 
even target foes outside of the highlighted range. As long as the target is inside 

the Archer’ highlighted range, distance won't affect accuracy, so make the longest 
shots possible. There’ an accuracy penalty, but you will bit often enough to make it 


worthwhile. 


On each character's turn, it can move, use an action skill (although you probably don't know any yet), and make a selection from the Act menu (such as using an attack, item, 


or spell) in any order you like. But don't do more than you need to; every action you perform and step you take adds to the amount of Recovery Time (RT) before that character 
can act again. (You can view a character’ RT by highlighting it and looking at the number to the left of the character icons at the bottom of the screen.) This is a big difference 


from many strategy games, where movement is free and there’ no penalty for adjusting a character’ position whenever its turn comes around. 


Gust 
Donnalto 


KRYSARO 


Before the time of Dorgalua, this 


town in the Almorica marches was 
the center of a cult worshipping the 
Sea God Vasque. 


Deployment 


7 Characters + 2 Guests 


Gast 3 
Catiua 


Vanquish Moldova! 


Terms of Defeat 


Skills | Traject 
Spells | N/A 


Cudgels (Rank 1), Divine Magic 
Exorcism, Awaken, innervate, Heal 
stats are likely to 


med character, your new Cleric’ 
ghtly superior to those of your current Cleric, but your 
should have accumulated a bunch 


both to good use. 


@ = HumanF (Moldova) Necromancer 3 
@ Phantom Enchantress 2 
© Skeleton Warrior 2 
@ jh Archer 3 
@ Warrior 2 
@ Skeleton Warrior 2 
@ | Human F Archer 3 
o hantom Wizard 2 
@ Human Warrior 2 


Rescue Donnalto! Or Don’t! 
You arrive at the city of Krysaro to 


find a lone Cleric named Donn- 


ilto fighting for his life against an 
army of undead spirits. If you can 
save his life, he'll join your army 


at the end of the battle. And i 


a different Cleric named 
Felicia (with equivalent stats) joins 
you instead. So, it won't be much of a setback to your party if Donnalto dies, but 


you will be missing out on a few mid-battle conversations in the chapters to come, 


as Donnalto has relationships with other characters that appear throughout the 
game. Typically, both Donnalto and Felicia will have marginally better stats than 
your current Cleric; as a general rule, fixed-name characters have better stats than 


ones with randomly generated names. 


P™4_ Sara (Archer) al level 3 
: Bows (Rank 1) 


Just as your new Cleric is marginally better than your old 
one, Sara is likely to be the stronger of your two Archers. 
However, there's no need to choose between them; Archers 
are so strong in these early battles that you can put them 


Voltare (Knight) at level 3 


Skills | Hammers (Rank 1), Divine Magic 
Spells | Heal 


Even if you already have a Knight, Voltare can ma 


come addition to the team. He wields 


can be useful for 
high positions or a 


y irom vulnerable characters. 


hammer, which has a 


nocking foes off 


Suggested Level 
Terms of Victory 


| 
| 
| 
| 


| 
i 
| high knockback 
| 
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78 Blessing Stone, Copper Oberyth, Bronze Oberyth, Grimoire Sommeil 
69 Grimoire Aquama 

25 N/A 

62 N/A 

58 Copper Oberyth 

25 N/A z 

45 N/A 

57 Grimoire Foudrare 


34 Copper Oberyth 


RE EA 


Heal & Exorcise the Undead Menace 


The Phantoms and Skeletons you face in Krysaro are undead, which grants 


them several special properties. They're immune to Dark-type damage, so your 


Word of Pain spell can’t hurt them. But they're vulnerable to Divine magic, so 


Heal spells damage them for the same amount they'd heal living characters. 


Unfortunately, undead units never truly die. When they hit 0 HP, they col- 


lapse on the battlefield, only to rise again at full HP three turns later. The 


only way to permanently destroy an undead unit is to target it with the Divine 


Magic spell Exorcism after it col- 
lapses. You'd need a level 4 Cleric 
or Priest to cast it, and even if you 
have one, its 34 MP cost doesn’t 
come cheap. If you can’t rely on 
Exorcism, you simply have to win 
before the fallen dead can rejoin 


the enemy ranks. 


GTI 


Blitz Moldova Before the Dead Can Rise Again 


Donnalto is facing a Skeleton and an approaching Phantom in the northern part 
of this map, while Moldova's main force is heading down the road west of your 
starting point. Donnalto can likely fend for himself; he has Heal spells, and Catiua 
tends to stick close to heal him also. But you might as well send a few units up his 
way, just to avoid the bottleneck of having everyone proceed down the main road. 
Have Canopus and your Archer strike aggressively at the Phantoms, who are easy 
to hit and aren't likely to survive more than two arrows. Have your less mobile 
Melee forces keep the Skeletons and Moldova's Warriors busy. With the Skeletons 
and Phantoms coming back to life every few turns, you can't win a battle of attri- 


tion. Instead, your goal should be to get Canopus close to Moldova and finish her 


with long-range attacks and finishing moves. If you eliminate the Phantoms and 


position Canopus carefully, there is little Moldova can do to protect herself. 


Target 
Moldova Ly. 3 


114 54 845 48 


Bab WeaTHER CuTs Botu Ways 


Wondering why your Archers are suddenly having trouble landing hits? Blame the 
rain. (While weather patterns change randomly based on the season and previous 
weather, this battle usually begins in the rain.) To check the weather, press Start 
and look in the upper right corner, As a general rule, the worse the weather, the less 
accurate ranged weapons are. Fortunately, the accuracy penalties affect your foes as 


much as they affect you. 
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Usine Missite-STyLE RANGED WraPons 
By now, you should be familiar with the rounded ares in which arrows fly, but 
there are also ranged attacks that fly in a straight line from their user to their tar- 
get. These include Crossbows and low-level attack spells like Word of Pain. These 
“Missile” style attacks are more difficult to use, because if there is anything between 
the user and the target—a bush, a wall, an ally, or even a dead body—the projectile 
hits the intervening object instead. (Note that the game lets you fire diagonally past 
obstacles, as long as you're only crossing a corner of an occupied square.) The game 
doesn't warn you in advance when you don't have a clear shot, unless you have 
the Trajectory skill equipped, so you need to be very carefiul about lining up your 
shots. Of course, if you mess up at a key moment, you can rewind with the Chariot 


command. 


There is one nice thing about the trajectory of missile projectiles, however. Most 
ranged attacks and spells won't let a character target an enemy who is directly 
adjacent to them; the target usually needs to be at least two or three squares away. 
But missile projectiles allow you to work around this restriction. If you want to hit 
an adjacent foe, select a target that is behind it, and its body will end up blocking 
the shot (and taking full damage!). 


Word of Pain 
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Your characters unlock finishing moves when they reach rank 2 in any weapon pro- 
ficiency skill. Canopus already has, so as long as he’ equipped with a Bow and Axe, 
he has access to powerful finishing moves with each weapon. When he has over 


100 TB select Finishing Moves from his main meni to dish out a deadly attack 


that can end this fight in one fell swoop. Using a finis 
TR but extra TP beyond the listed cost won't be wasted; it will boost the damage or 


ing move drains all your 
accuracy, depending on the move. 


UNLOCK THREE NEW)RECRUITS/&QADRIGA\FORTRESS, 


After the battle, welcome Donnatto or Felicia, Sara, and Voltare into your army. 
You also unlock the Qadriga Fortress map to the south. The Qadriga Fortress is 


strictly a side quest, and while its worth doing, it would be extremely difficult 


to beat at your current level. Instead, return to Almorica Castle, where Duke 


Ronwey offers a new assignment to the north. 


THE GOLBORZA PLAIN 


TeApen 
Brezen 


Guar 
Leonar 


Guest 
Catiua 


Class 


@ —§ Human M (Brezen) Berserker 
(3) uman M Wizard 

@ | Human Rune Fencer 
© — Human F Enchantress 
@ = Human M Archer 

@ — HumanF Cleric 

© | HumanF Valkyrie 

@*  HumanM Warrior 

@*  Humanm Archer 

WW) juman F Warrior 

@* | Human Wizard 

@* Human F Archer 


lection of these units will appear 


Prep the Team for Your Next Shallengs 


You can find new stock on the 
shop shelves when you return to 
Almorica Castle, and now that 
your classes are hitting levels 3 
and 4, it’s time to upgrade your 
gear. New weapons should be 
available for most proficien 


cies, and all of them are worthy 


upgrades. A few things to note: your Archers can move up to two-handed Great 
Bows, which have a longer range, but make sure to compensate for a wider blind 
Spot around them. Also, even if you never have your Clerics and Wizards swing 


their staves, an upgrade to a Mage Staff is worth it for the MP bonus. 


On defense, Circlets offer a nice bonus for your spellcasters, while Chainmail 
and Leather Sleeves keep your frontline fighters safe. Don’t forget to update 
your skills as well; you should have enough SP to begin buying additional skill 
slots, and useful skills with which to fill them. Two to watch out for are Mighty 
Impact for Warriors and Tremendous Shot for Archers. For a 40 TP cost, both 
skills allow their user to perform a guaranteed critical hit with 100% accuracy. 


Using these skills at the right time can make all the difference in a tough fight. 


nd 


eeo |) A great grassland spreading across 


central Almorica. 
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8 Characters + 3 Guests 


Suggested Level f 


4 


Terms of Victory 


Vanquish Brezen! 


Terms of Defeat 
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45 Dynast-King's Mead, Bronze Oberyth, Berserker's Mark 
55 Zena Wine, Grimoire Rocher, Copper Oberyth 


57 N/A 

34 Horn of the Savage, Grimoire Hypnose, Copper Oberyth 
38 N/A 

62 Magic Leaf +2, Blessing Stone, Coral Harp 

63 N/A 

25 N/A 

25 N/A 

58 N/A 

45 Zena Wine, Grimoire Engourdissant, Copper Oberyth 
69 N/A 


Split Your Forces and Converge on Brezen 

A thin stream runs through the center of this map, dividing the landscape in 
two. Only Rune Fencers and Valkyries can wade freely through the water, but 
don't let that stop you; any class can jump over the river with a minor move- 
ment penalty. Send most of your forces east, but dispatch Canopus and a few 
other strong fighters to pick off the Wizard and Archer that pester you from the 
west. Make sure your main force has a few Healers (Clerics and Knights), as the 
enemies to the east have a lot of Archers and Enchantresses that can do serious 
harm before you're within close enough range to retaliate. Once you've cleared 
out most of the minor foes, have both squads converge on Brezen. Berserkers 
are particularly weak against magic, so make sure your Wizard is protected as he 


pounds Brezen with Word of Pain spells. 


When positioning units on this map, keep an eye on the lower right corner of 


the screen, where the game displays the accuracy bonuses of various types of 


terrain. Gravel and earth look very similar but offer different levels of accuracy: 


boosts. 
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THE ARKHAIOPOLIS OF RHIM 


This ancient city, constructed several 
centuries in the past, was the site 

of the first battle between the Gal- 
Bastani and Walister clans. 


Deployment 


) 8 Characters + 3 Guests 


Suggested Level 


g 


TeADER 
Brezen 


Giesr 
Cistina 


Terms of Victory 
Vanquish Brezen! 


Terms of Defeat 
Allow Cistina to Fall! 


Gast 
Leonar 


Guest 
Cativa 


ENEMIES 
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@ | Human M (Bapal) Berserker 2 
@ — Human F Archer 1 
@ = HumanM Wizard 1 
@  HumanM Archer 1 
@ | Human M Warrior 1 
@ = HumanM Warrior 1 
© | Human F Warrior 1 


Protect Cistina At All Costs 


Don't be too casual about making vows in Tactics Ogre; the game may force you 


to uphold them. At the start of this battle, if you promise to protect Cistina at 
all costs, “Allow Cistina to Fall” will be added as a Term of Defeat. If you don’t 
promise to save her, then you can win even if she dies; but since Cistina might 


come in handy later, it’s a good idea to save her, anyway. 


Cistina is an aggressive attacker 
who is ever eager to jump into 
the fray, and never uses Healing 
items nor retreats to safety. The 
trick to rescuing her is to exploit 


the way the enemy chooses its 


targets: it doesn’t attack the 


character with the lowest HP, but rather the one with the lowest defensive sta 


Valkyries like Cistina have average defensive stats, so your Wizards, Clerics, 
Archers and Canopus would probably all be perceived by your foes as more 
tempting targets. Place those characters on the right side of your deployment 
(which will be the left side of the map), so they can reach Cistina more quickly. 


Ass soon as your foes have a chance at one of these e 


targets, they'll give up on 


Cistina entirely. Don't let that stop you from healing her; you don’t want her to 


die from an enemy counterattack or something. 


Once Cistina is safe, she ceases to be a liability and can become a powerful 
ally. Her Ruination finishing move should be good for at least one dead enemy 


soldier. Unfortunately, she doesn’t join your army when the battle ends, but this 


won't be the last you see of her. 


| Drops (from common to rare) 


65 Blessing Stone, Bronze Oberyth, Berserker’s Mark 
55 N/A 

28 Grimoire Aiguille 

56 N/A 

4 Zena Wine, Copper Oberyth 

45 Copper Oberyth 

20 Dynast-King's Mead, Copper Oberyth 


Holy Cow, They’ve Got a Dragon! 

Your foes are few in number, but they have several powerful units, including a 
Beast Tamer, a winged Archer, and an Earth Dragon. The dragon has over 200 
HP, very high defensive stats, and can dish out a lot of damage with its special 
attacks. Your best bet is to have your Wizard or Enchantress attempt to bring 

it down with a Sleep spell so you can move around it and finish off your other 
foes first. Bolis, your main target in this map, isn’t hard to kill. But if you covet 
the dragon’s item drops, surround it and bring it down with concentrated attacks 


from your strongest frontline fighters before you slay Bolis to end the battle. 


Continue to Your Next Objective 
You face no resistance at Phidoch Castle, allowing you to complete your mis- 
sion and return to Duke Ronwey. However, there is a chance you may trigger a 


random encounter when you p: 


s through The Golborza Plain. Make the most 


of the opportunity to earn EXP and SP by fielding your weakest units. 


you west to Balmamusa. But 


When you return to Duke Ronwey, he orders 
there’s also the matter of your unfinished business at Qadriga Fortress to the 
south, Now is a good time to finish off that side quest, since you won't be 
coming back this way anytime soon. If your best units aren’t yet level 5, try to 


provoke a random encounter at the Golborza Plain or Tynemouth Hill (b: 


walking back and forth over those areas) so you can get your units up to speed 


for the tough battle that awaits at Qadriga Fortress. 


TEADER 


van F Zombie 
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Human M Zombie 


Nybeth | 


QADRIGA FORTRESS 


Necromancer 5 


Wizard 4 
Archer 4 
Enchantress 4 
Warrior 5 
Archer 4 
Archer 4 
Valkyrie 4 
Warrior 4 


Blitz the Castle Walls in a Race Against Time 


Besides Nybeth, every enemy unit 

in this battle is an undead creature 
that returns to life three turns after 
it falls. Exorcism will only back- 

fire; removing an enemy from the 
battlefield allows Nybeth to summon 
a new one to replace it. Without the 
ability to do any lasting damage to 
his troops, your only real option is to 
rush Nybeth and take him out before 
your side suffers any permanent 


casualties. 


Asa general rule, you should spend 


the first few turns of this battle conservatively, building up TP while you protect 


Your units with careful positioning and lots of Healing. But when you start 


suffering 


8 casualties, you have to begin the blitz before anyone loses a life. (If you 


3 Ni 
can't bring Nybeth down in time, use Blessing Stones to bring your dead back to 


life; the enemy fo! 


i) 
Bleed-out counter.) 


will probably just kill them again, but at least it resets their 


cates es ee 


These ruins of an ancient stronghold 
mark the scene of the great battle 
between King Dorgalua and King 
Rodrick, who once vied for control 


of the islands. 


Guest 


Vyce Deployment (| 


8 Characters + 2 Guests 


eee ) eee Level i 
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Catiua Vanquish Nybeth! 


Terms of Defeat 


40 NWA 

30 Magic Leaf +1, Grimoire Scindeciel, Copper Oberyth 
22 N/A 

29 Zena Wine, Grimoire Malepluie, Copper Oberyth 

25 N/A 

18 N/A 

35 N/A 

81 N/A 

87 N/A 


Position Your Units to APTI Effect 
At the start of the fight, move Ca- 
nopus to the single raised patch of 
land east of your starting position. 
From there, he can fly directly into 
the castle on his second turn. Posi- 


tion your other units two squares 


away from the base of the walls to 
lure Nybeth’s two zombified human units down to the ground. You don't want 
to kill them while they're on the walls, or their bodies could end up blocking the 
path to the top. 


Snipe Nybeth Out with Long-Range Attacks 

Your key units are your Archers and Canopus, and any other unit (such as War- 
riors) that you have equipped with a Bow or Crossbow. Nybeth doesn’t have a 
lot of HP, but he can be tough to hit, especially if the weather turns. Make sure 
your Archers know the Tremendous Shot skill (which gives them 100% accuracy 
and guaranteed critical hits) and that Canopus still has access to his Axe, so 

he can bury it in Nybeth’s back when his arrows falter. Your other units mostly 
serve as distractions, engaging the enemies on the walls so your Archers can 

slip into range, or providing Healing services to the Archers themselves. Clerics 


should be left on the ground. 
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Several rivers feed into this marsh- 
bound lake in the west of Coritanae. 


| Deployment 


8 Characters + 3 Guests 


a 
d Vanquish Grion! 


| Allow Cistina to Fall! 
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Taper 
Grion 
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Drops (from common to rare) 


@® | Human M (Grion) Knight 5 Lt 92 Knight's Mark, Bronze Oberyth, Copper Oberyth 
© | HumanF Archer 4 Cc 24 N/A 

@ | Humanm Wizard 5 N 84 Grimoire Malepluie, Copper Oberyth 
@ — HumanF Archer 4 L 57 N/Ae 

@ = Human M Archer 4 N 36 N/A 

@ — Winged Human M Archer 4 c 34 Peregrine’s Mark, Copper Oberyth 
@ | Human F Berserker 5 N 49 Berserker’s Mark, Copper Oberyth 
@ — HumanM Warrior 5 c 16 NIA 

@ | HumanF Enchantress 5 is 78 Bronze Oberyth, Copper Oberyth 

© | HumanF Warrior 5 N 74 N/A 

@ | HumanM Berserker ist N 65 Berserker’s Mark, Copper Oberyth 


| 


Make a Stand on the Islands of Lake Bordu 

The marshy terrain of Lake Bordu makes it difficult to maneuver and provides little cover or high ground from which to fight. This seems a daunting obstacle, but 
clever commanders can use it against their foes to turn a difficult battle into a one-sided rout, The key is to claim and hold the islands at the center of the map. Posi- 
tion your characters at the edges of the grass and rock (which offer a bit of elevation and nice accuracy bonuses) and force your foes to come at you from the swamp 
below. The water running through the swamp severely limits the mobility of most types of units, allowing you to destroy most of the enemy Warriors and Berserkers 
before they even reach you. Of course, this strategy makes your units sitting ducks against enemy Wizards and Archers, so keep Clerics and Knights handy to repair 


whatever damage they do. After you destroy the enemy’s frontline, you can break formation to hunt down their long-range units. 


Dont Miss Droprrp Taror Carps— Expand Your Ranks with ENemy TURNCOATS 
= = = ae 
Enemies who don't carry special item drops may instead leave tarot cards behind Now that youre accumulating lots of extra skill points, it’s time to start thinkin, ig 
when they dic. Whenever characters pick up a tarot card, they receive a small but about having a few characters specialize in recruitment. The Recruit skill allows a 
Permanent stat boost in addition to adding the card to your inventory. (Tarot cards character to attempt to convince an enemy to change sides on the battlefield. If that 
can be used as sundry items that offer a temporary stat boost or status condition.) character accepts, he or she immediately transforms into a controllable unit. At the 
Most stat boosts amount to a mere fraction of a point, but over the long run they end of the battle, you can recruit the character. 


do add up. Make sure to grab tarot cards with your best characters, so they aren't 
sasted on units who may be replaced in the future. Note that tarot cards on the 
battlefield at the end of the battle won't be added to your inventory like other items, 
Allse, The Devil and Death cards may bring you temporary luck penalties instead 


The easiest characters to Recruit are those with low loyalty scores and low HP. 
While the Recruit skill can target enemies anywhere on the map, it is only likely to 


succeed against foes who are immediately adjacent to your character. 


Of stat bonuses, but will still be worth grabbing for their item effects. There are nine different skills that allow you to Recruit enemy units, each allow- 
ing the enlistment of a different enemy race or type. Early in the game, the most 
relevant skill is “Recruit,” which targets humans, It can be learned by Knights, 
Clerics, and Rune Fencers or Valkyries. It's generally a good idea to have a combat 


class learn Recruit, so they can benefit from its companion skill, Anatom: ry. 


A vast wetland in the middle of the 
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Cativa Deployment 
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| Vyce | Terms of Victory 4 iS 
Vanquish Ganpp! (Or any Gryphon) | 
Terms of Defeat S 


@® | Human M (Ganpp) Beast Tamer 6 N 54 

© _ Beast (Berda) Gryphon 6 1h 92 

© _ Beast (Obda) Gryphon 6 L 84 

@ ~~ Winged Human M Archer 5 N 54 Peregrine’s Mark, Copper Oberyth 

@ | Lizardman Berserker 5 ie 26 Berserker’s Mark, Bronze Oberyth, Copper Oberyth 
@ _ Lizardman Warrior 5 N 62 N/A 

© | Human M Wizard 5 Cc 47 N/A 

@ — Winged Human M Beast Tamer 5 N 56 Beastmaster’s Mark, Bronze Oberyth, Copper Oberyth 
@ — Human F Cleric 5 IL 75 Illumina Nectar, Blessing Stone 

@ | Human F Enchantress 5 C 26 N/A 

@ | Winged Human M Archer 5 Cc 7 Peregrine’s Mark, Copper Oberyth 

@  Lizardman Warrior 5 N 39 N/A ras 


Let Your Enemies Meet You on Solid Ground 


There’s even less usable terrain on this marshy battlefield than there was in ) Movement range depends on terrain, elevation. movement type, and move stat 
7 ©) > ELEV 
Move 
‘ 


 Bordu. Fortunately, you begin with solid scrub and grass beneath your 


| 
S 


cet, and that’s all you need. Instead of going after your foes, arrange your 
troops at the edges of the solid ground so any incoming foe has to attack from 


the marsh. 


This works fine until the Gryphons arrive, as they can fly right into your 

midst. At that point, you can end the battle by surrounding and attacking 
the Gryphons, or picking off Ganpp himself, with long-range projectiles. 
When either of the three targe 


is near death, Ganpp warps himself and the 
Gryphons away to end the battle. If there are items you wish to collect from 


other foes, ignore these critical targets until you can kill the other foes and 


collect their loot. 
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* Terms of Victory 


Vanquish the Enemy! 


|) Terms of Defeat 


Gist 
Ravness 


@ Human F Archer 5 N 82 Mercurial Phial, Copper Oberyth, Inferior Ore, Log 

@ Human F Warrior 5 N 62 Magic Leaf +1, Copper Oberyth, Inferior Ore, Log 

( Human M Archer 5 N 68 Jewel of the Avatar, Copper Oberyth, Inferior Ore, Log 
Human M Warrior & L 75 Mend Leaf, Copper Oberyth, Inferior Ore, Log 
Human M Warrior a (¢) 34 Mend Leaf +1, Copper Oberyth, Inferior Ore, Log 
Human M Archer 5 Cc 36 Feyrn Bolus, Copper Oberyth, Inferior Ore, Log 

( Human F Warrior 5 N 59 Magic Leaf, Copper Oberyth, Inferior Ore, Log 

@ Human F Archer ay f 81 Blessing Stone, Copper Oberyth, Inferior Ore, Log 


Slay Every Last Man Live with the Consequences 
This battle should be one of the 


easiest yet; not only do you have 


At the end of the battle, you have to make a difficult decision in the middle 
of an in-game event. There is no right answer, and either choice has negative 


the enemy outmanned and over- consequences. Refusing Leonar’s proposal triggers battle I-11C, after which 


powered, but your troops enjoy you'll begin the “Chaos” version of Chapter II. Accepting his proposal triggers 


the advantage of fighting from 1-111, and the “Law” version of Chapter IL. This decision cannot be reversed, 


high ground. The added height 


but after completing the game, you will have an opportunity to play through the 


allows your Archers to target any 


paths you chose not to travel. 


foe within their range without 


obstruction (and even a few squares beyond their marked range), while your foes 


have a harder time landing their shots. 


Tnstead of targeting a leader, your mission is to wipe out the entire enemy brigade. 


Since each soldier drops a bag full of loot, youd have wanted to do that, anyway. 


Select target 


6) Recruit 
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Human M 
Human M 
Human M. 
Human M 
Human F 
Human F 
Human F 


Human F 


Valkyrie 


Warrior 
Berserker 
Archer 

Rune Fencer 
Knight 
Archer 
Warrior 


Enchantress 
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sprung up naturally around the 
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Vanquish the Enemy! 


Terms of Defeat 
“ania EMI A 
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74 WA 

91 NA E 

95 N/A 

80 N/A 

72 N/A 

87 Blessing Stone, Copper Oberyth, Bronze Oberyth 

86 N/A 

88 N/A 

94 Grimoire Stagnation, Copper Oberyth, Bronze Oberyth 


Fight Your Way Back Up the Balamusa Hill 


Players who chose to defy Duke Ronwey’s orders fight in, this easier (but still 
tough) version of Chapter I's final battle. Those who agreed to cooperate with 


Leonar should skip to the next page. 


Once again, you're fighting in the streets of Balmamusa, but the terrain has 
turned against you; you begin at the lowest point, and have to fight your way 
uphill. H. 


main street, and fan out when they reach it. Send a heavily armored Knight up 


everyone take the shallow, double-wide stairs up to the town’s 


the road to attract enemy spells and arrowfire, while your own Archers make 
their way up the buildings on the left side of the street. Keep your Clerics near 
the staircase itself, where its steep walls protect them from enemy attacks but 
allow them to cast their indirect Healing spells on friendly targets. Keep your 
fighters at least two squares apart, so the enemy Valkyries and Rune Fencets 
can’t hit multiple targets, and the Enchantress can’t catch multiple targets in a 


single Poison Cloud. 
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Ravness 
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mineshafts. 


\ = 
ployment 


10 Characters + 1 Guest 


Suggested Level 
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Terms of Victory 


Vanquish the Enemy! (Galgastani Only) 


Terms of Defeat 
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Human F Archer 6 
Human F Warrior 6 
Human M Knight 6 
Human M Rune Fencer 7 
Human M 6 
Human F 6 
Human F Valkyrie 7 

D Human M Warrior 6 
Human M Wizard i 
Human F (Ravness) Valkyrie 7 


Spare Ravness for a Future Reward 


If you agreed to participate in Duke Ronwey and Leonar’s plans, Ravness stands 


against you, while the Galgastani surge in from the east. But Ravi 


ess is not your 
enemy; the victory condition here is only to wipe out the Galgastani. If you can 
spare Rayness now, there may be hope of turning her to your way of thinking in 


the future. But if you kill her here, she'll be gone for good. 


Of course, wiping out the Galgastani with Rayness stabbing you in the back 
wont be easy. One option is to have your Wizard or Enchantress target her 

with the Dark Magic spell Sleep or the Air Magic spell Balmy Breeze. Both 
spells offer poor odds of success, but you can boost your chances by using 


The Emperor tarot card to boost your unit’s magic accuracy. 


Sleep 


N 25 N/A 


N 84 N/A 

N 64 Blessing Stone, Copper Oberyth, Bronze Oberyth 

C 19 N/A 

N 48 N/A 

C 36 N/A 

L 64 N/A 

N 59 N/A 

L 72 Grimoire Immobilisant, Copper Oberyth, Bronze Oberyth 
L 80 N/A 


Of course, Sleep won't last forever. But it allows you to get your troops into 

the main part of town, and hopefully position some of the Galgastani forces so 
they're between Ravness and you. Ravness is an equal opportunity assailant who 
is just as happy to dig her spear into Galgastani flesh, and the Galgastani don’t 


mind returning the favor. 


Thanks to Ravness, this battle is even tougher than the Chaos version. The one 


break Law players get is an enemy squad that is much less loyal than the Chaos 
version. If the opportunity presents itself, try to even the odds by flipping the 
enemy Rune Fencer or the Archer that begins the battle in the northeast corner 


of the map. 
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Take the Rooftops of Balmamusa’s Residential Quarter 


Time has passed, but this chapter still opens where the last one ended: in the town of Balmamusa, where you chose to 


do the unthinkable for the sake of the greater good. 


This new section of town is jus st, but it’s full of winding alleyways with no major streets. Mobility 


is @ major issue, so fill out your roster with primarily “agile” characters. “Slow” characters like Clerics and Mages 


ave a jumping ability of 1, meaning they can move from a square with elevation 6 to a square with elevation 7, but 
not directly to one with elevation 8. That restricts them to a very few passageways on this map, such as the one that 


tuns alongside the southeast edge. (This is a good route for Cleri 


bothered.) 


Drops (from common to rare) 


A coal-mining town in the middle 
of the Bahm range, the houses here 
sprung up naturally around the 


mineshafts. 


Deployment 4 


10 Characters + 1 Guest 


Suggested Level 
6 


Terms of Victory 
Vanquish the Enemy! 


Terms of Defeat 3 


= 


©  HumanM Archer 6 Cc 45 Inferior Ore, Log 

© Human Wizard 6 L 97 N/A 

@ = Human F Archer 6 L 36 N/A 

© — Human F Warrior 6 L 53 Beasthide 

@ | Human F Enchantress 6 N 54 N/A 

@  HumanM Knight 6 Cc 86 Knight’s Mark, Bronze Oberyth, Silver Oberyth 
@ | Humanm Warrior 6 N 48 Beasthide 

© | Human F Valkyrie 6 N 26 Blessing Stone, Bundle of Herbs, Water 

@ | Human Archer 6 c 51 Inferior 


, since it’s close enough to cast spells early in the game, but far enough away that they won't be 


Have your Archers make their way to the rooftops of the buildings as quickly as possible, which will give them a relatively unobstructed view of the battlefield. If 


your characters have the Knockback skill, look for opportunities to knock enemies off ledges for extra damage. 


67 


XEOD MOORS 


ee) 


A vast wetland in the middle of the 


Coritanae Region, made rich by the 
flow of the Xeod. 
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10 Characters + 1 Guest 
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Drops (from common to rare) 


@ | Human M (Garba) Wizard 6 N Grimoire Douleur |!, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
@ Human M Archer 6 L 97 N/A 

@ = Humanm Berserker 6 Cc 86 Berserker's Mark, Bronze Oberyth, Silver Oberyth 
® | HumanM Terror Knight 6 N 26 Dreadknight s Mark, Bronze Oberyth, Silver Oberyth 
@ | HumanF Berserker 6 L 53 Berserker’s Mark, Bronze Oberyth, Silver Oberyth 
@ — HumanF Archer 6 N 54 NWA 

@- | Winged Human M Warrior 6 N 54 Inferior Ore, Log 

®-  Lizardman Berserker 6 C 45 N/A 

@- = Gryphon N/A 6 i?) 51 Beasthide 

@- | Lizardman Berserker 6 N 54 Blessing Stone, Bundle of Herbs, Water 

@- | Gryphon WA 6 L 97 _ Beasthide 

@> Winged Human M Rune Fencer 6 L 97 Inferior Ore, Log 


*Only a random selection of these units will appear. 


Enlist a Terror Knight One Way or the Other Begin Dabbling with the Crafting Tables 
At Xeod Moors, you begin at the opposite side of a familiar battleground, but In Chapter IT, the shop at Balmamusa updates with new arms and armaments, 


a patch of grassy turf to the right of your starting point will allow you to repeat as well as new spells for your mages. It will also allow you to begin crafting. 


the strategy of holding a defensible position and forcing your foes to attack from Buy the recipes available in the Sundries section of the shop, and figure out 
inferior terrain. Among these foes is a human with the new Terror Knight class, what materials you need to upgrade a favorite weapon. You should have enough 
which is aversion of the Knight that is tuned more for offense and can use Dark _ Inferior Ore and Logs to add a +1 (a much more significant upgrade than it 
Magic in place of Divine spells. The low loyalty of the enemy Terror Knight sounds) to at least one item. If you don't have enough, you can buy more at the 
makes him a fairly easy recruit, but if you kill him instead you can pick up Sundries section. 

Dreadknight’s Marks that will allow you to class change your existing characters. 


You won't see any more Terror Knights for a while, so however you choose to do rafting recipe. Allows tha crafting and strengthening of a variety of melee weay 


it, make sure to get this one before you kill Garba. am 


Cotton Thread 
bam = Melee Weapons! 
Ranged Weapons | 
@ Smithing Armor! 
@ Codex of Jewelry | 
& Codex of Ores 


& Codex of Timber 
® Codex of Textiles 


RHEA BOUM AQUEDU 


CT 


TTT=3 


Josephine , This aqueduct was constructed here 


in ancient times, though now more 


cracks run through it than water. 
Some travelers use the dry passage 
as an alternative to walking the 


highroad. 


Deployment 


10 Characters + 1 Guest 


Suggested Level 
if 
Terms of Victory 


Vanquish Josephine! 


Guest 
Cativa 


Terms of Defeat 
4 


— fl 


CC a a ee a 
Human F (Josephine) Cleric 8 (y 95 N/A 
duman F Beast Tamer 7 L 84 Waterwyrm's Mark, Wyrm Claw, Bronze Oberyth 
Human M Wizard 7 c 51 N/A 
Beast Octopus 7 ¢ 62 Beasthide, Water 
Beast Octopus i 75 Beasthide, Water 


N 
Human M Warrior ili L 26 N/A 
L 


Human M Beast Tamer Zi 39 Windwyrm’'s Mark, Wyrm Fang, Bronze Oberyth 
Human F Warrior te N 84 N/A 
Human M Knight (4 Ie 45 N/A 
€ Human F Archer 7 C 37 Silver Oberyth, Copper Oberyth, Bronze Oberyth 
ik) Beast Octopus if Cc 50 WA 
@ Human M. Archer 7 C 86 Silver Oberyth, Copper Oberyth, Bronze Oberyth 
oO Human F Knight ne L 59 NWA 


Only a random selection of these units will appear 


Subdue the Deadly Aqueduct Octopi 


The giant Octopi on this map are amazing fighters; they have powerful short- and long-range attacks, can use the Aqua Bubble spell from wet terrain, and have a 
skill that inflicts status conditions on nearby foes. So...want one? Since Octopi are beasts, the Recruit skill won't cut it; you'll need a Beast Tamer with the Subdue 
skill (the Teratology skill will help, as well). If you can reduce an Octopus to less than 10 or so HP, you should have a 30-40% chance of successfully recruiting it. 
They're well worth the trouble, dominating any map with a large amount of wet terrain. 


Projectile weapons are almost worthless against the Octopi, but melee attacks are sufficient and spells are very effective. If you haven't taught Catiua the Spiritsurge 


spell yet, make sure to do so before the fight so that she can soften up the Octopi in the early turns when there are no wounded characters to heal. 


er) 
Spiritsurge . né Re Subdue 


Phiegrai recruited! 


Poine 


HD MOMENI AVAN 


THE REISAN WAY 


al IL-A(RAVNESS.SIDE QUEST, PART 1) 


Guest 


The ancient Valerians laid the Catiua 


cobblestones for this road over 1,000 
years ago. Even today it serves to 


connect the various regions of the 


island. 


Deployment 


10 Characters + 1 Guest 


Suggested Level 


8 


Terms of Victory 


Vanquish Alfred! 


)) Terms of Defeat 
ig - 


Ravness 


ENEMIES. 


Human M (Alfred) Knight 9 
Human M Warrior 8 

c Human M Warrior 8 
) Human F Knight 8 
G Human F Warrior 8 
G Human M Archer 8 
Human F Archer 8 
Human F Archer 8 
Human M Wizard 8 

0 Human F Cleric 8 
C Human M Wizard 8 


‘Athigher levels, this will be a Ring of Evasion 


Bring Down the Resilient Sir Alfred 


Pi aR CRORE 


JA toy. 
L 78 


zla 


z2lelolal=l2)r- fre 


The enemy commander is a Knight named Alfred who seems almost impervious 


to damage from lower-level parties. Wipe out his forces first, then stick him 


with status conditions like Breached and Weakened from spells or items like 


Dynast-King’s Mead or The Chariot and Death tarot cards. That should allow 


you to surround him and finish him off. 


Ring of Vitality*, Hallowing Stone, Shiftstone, Bronze Oberyth, Silver 


Oberyth 

37 N/A 

67 N/A 

76 N/A 

80 N/A 

59 N/A 

49 N/A 

3 Grimoire Trombe, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
27 N/A 

vat Grimoire Enflammant, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
61 WA 


TAKE ANOTHER STEP TOWARD EARNING RAVNESS TRUST 
If you spared Ravness during 

the final battle of Chapter I, you 
should find a new entry in the 
Warren Report “Talk” section 
titled “Ravness Loxaerion 
Captured.” Reading it will unlock 
the road to an optional battle 


at The Reisan Way, where you 
Rane: 


Jqaerion Captured 


can help her escape her captors. 


Raynes Loxaerion, sought by the 
Resistance for her involvement In Use 
massacre at Balmamusa, has been 
captured at Port Asyion In the 

MB) Kigdom of Gatanstan. 

ROG | She led Resistance forces in a 


When prompted at the beginning 
of the fight, tell her “I cannot 
leave you here,” to open the door 
to recruiting her later. Ravness 
will also have a long chat with 


Donnatto if you bring him along. 


Ravness will strike aggressively 
at her Galgastani captors, and 


makes for a valuable ally, But 


once again, you need her alive, so 
you must immediately move in to 
protect her with healing spells and distractions. If you have trouble keeping her 
alive, remember that the long-range “Lobber” sling can turn any character into 


a healer capable of tossing Mend Leaves to your wayward ally. 


Drops (from common to rare) 


eeeoogooooose 


Guest 
Cativa 


‘Race 
Human F (Nadia) 


20lemn, 


TEAbER 
Nadia 


PORT ASYTON 


SAT 


LLL 


‘The sole port in the Brigantys 


Region, Asyton enjoys vigorous 


ESS 
Cleric 


Clay Golem 
Clay Golem 
Archer 
Berserker 
Clay Golem 
Warrior 
Warrior 
Wizard 


Enchantress 


Firestorm 


em wa alam a wo 


Vanquish Nadia! 
e200 Terms of Defeat 


{ eo |) 
trade as the gateway to the Western 


Obero Sea. 


Deployment iy 


10 Characters + 1 Guest 


vel be 


8 
. 4 
Terms of Victory A 


) 
———_ Suggeste: 


caumaunE NEMIES,) 


7 On Medicine |, Bronze Oberyth, Copper Oberyth 


52 Sandstone's Mark, Silver Oberyth, Inferior Ore, Gemstones 
69 Sandstone’s Mark Silver Oberyth, Inferior Ore, Gemstones 
48 Copper Oberyth, Grimoire Gravite, Grimoire Torpeur 

84 Copper Oberyth, Grimoire Celerite, Grimoire Soins 

84 Sandstone’s Mark, Silver Oberyth, Inferior Ore, Gemstones 
76 N/A 

7 N/A 

66 N/A 

59 N/A 


Use Magic to Destroy the Clay Golems. 

You probably won't have access to a class that can recruit golems at this point 

in the game, so there’s no reason to pull your punches against this map’s new 
Clay Golem enemies. Clay Golems are highly resistant to physical damage but 
will take normal damage from spells, so you may want multiple Wizards and 
Enchantresses in this fight. Be careful where you position them; the golems have 
access to special attacks that can hit diagonally for heavy damage. Protect your 
spellcasters by using units with the Rampart Aura skill to prevent the golems 


from getting anywhere near them. 


71 


PORT ASYTON 


<liLs5 


The sole port in the Brigantys a { ee0 ) 


Arycelle ———— —_* 


Region, Asyton enjoys vigorous 
trade as the gateway to the Western 
Obero Sea. 


Deployment 


10 Characters + 1 Guest 


} Suggested Level 


a 8 


is Vanquish Arycelle! 


‘ i | © Guest 
q Terms of Defeat Catiua 
= 


a 


| uw. | at | toy. | Drops (from common to rare) 
9 e 85 WA 


Human F (Arycelle) Archer 


Human F Cleric 8 L 90 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

Winged Human M Archer 9 L 76 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

Human F Archer 9 L 80 N/A 

Human F Knight 8 L 79 Knight's Mark, Bronze Oberyth, Silver Oberyth 

Human M Knight 8 L 74 Knight’s Mark, Bronze Oberyth, Silver Oberyth 

Human F Enchantress 8 c 15 Grimoire Bouledefeu |!, Magic Leaf +1, Bronze Oberyth, Silver Oberyth 
Winged Human M Wizard 8 ¢ 35 Grimoire Glace !!, Magic Leaf +1, Bronze Oberyth, Silver Oberyth 
Human F Warrior 8 N 49 N/A 

Human M Berserker 8 N 44 N/A 

Human F Berserker 8 Cc 20 Dreadknight’s Mark, Silver Oberyth 

Human F Warrior 8 C 34 WA 

Winged Human M Warrior 8 L 68 N/A 

Winged Human M Rune Fencer 8 N §2 N/A 


"Only a random selection of these units will appear. 


Split Up to Avoid a Port Asyton Bottleneck 

When you attempt to depart Port Asyton, you'll trigger a second battle, so make 
sure to use the shop while you can. When you position your troops, put your 
most mobile units to the left and right; if you don’t split into three groups to 
take the roads at the left and right sides of the map, your army will get stuck in 
a bottleneck at the center of the map. The many buildings on this map make it 
difficult to target foes with direct spells and attacks, so leave the Crossbows at 
home and make sure your Mages know relevant indirect spells, Archers with 
Longbows are still pretty good; sometimes their shots may be blocked by the 
corners of buildings, but the ability to snipe out the Cleric and Enchantress in 


the enemy's rear lines is worth the annoyance. 


QADRIGA FORTRESS 


IL-6 


Lace acc acbaneneanemmmaiaeeae 


These ruins of an ancient keep mark 


the scene of the great battle between 
King Dorgalua and King Rodrick, 


who once vied for control of the 


LEADER 
Darza 


islands. 


jeployment 


10 Characters + 1 Guest 


eGuEst Suggested Level 4 
Catiua 9 : 
eS] 

Terms of Victory 


Vanquish Darza! 


1a WAN 


Terms of Defeat : 


Xapan (Berserker) at tevel 1 
HRB Skills | Axes (Rank 1), B Strengthen 1, Knackback 1 

Spells | None | 
You may not need a Berserker at this point in the game, but | 


Xapan has strong stats and general-use skills that he can 
h him 


"ENEMIES 


any other combat-focused class, Keep him 
in mind next time you get your hands on a new classmark 


aT as ee 
10 L 


Drops (from common to rare) 


Oo Human M (Darza) Berserker 85 Ways of the Gerges, Ishtar's Ambrosia, Ashmedai’s Grog, Overripe Fruit 
(3) Umbra Wizard 9 L 47 Grimoire Ratale {!, Magic Leaf +1, Bronze Oberyth, Silver Oberyth 
tc} Human F Wizard g N 49 Grimoire Foudrarc !!, Magic Leaf +1, Bronze Oberyth, Silver Oberyth 
@ — Winged Human M Archer 9 Cc 51 N/A 

e Winged Human M Rune Fencer 8 C 58 Mend Leaf +3, Bronze Oberyth, Silver Oberyth, Copper Oberyth 

CF) nM Warrior 8 C 75 NWA 

(a) Cyclops 8 ib 36 Grimoire Gravite, Leather, Log. Silver Oberyth 

@- HumanM Warrior 10 l 82 N/A 

@: | Human F Warrior 9 N 68 N/A 

@- Human F Berserker g L 20 N/A 

@- Umbra Berserker 10 c 46 N/A 

@: Beast Cyclops 9 N 29 Grimoire Gravite, Leather, Log, Silver Oberyth 


ly a random selection of these units will appear. 


Sap SEEN LN ET RR EN PME MONT TRS 


ProrecT XAPAN FROM A PIRATE HORDE 


NRE MEN REND RN 


Th 


‘hip from Port Asyton docks at Qadriga Fortress, where you stumble upon a 
up of pirates attempting to kill a mercenary Berserker named Xapan. Might 


0 


as well give the poor guy a hand; if you can keep him alive, you can hire him at 

the end of the fight (and send Duke Ronwey the bill). Xapan is pretty tough, so as 
long as you quickly rush the fortress walls to draw attention away from him, be 
shouldn't have much trouble surviving. But just in case, send Canopus to guard bis 
back and provide healing (through the Field Alchemy skill) if necessary. 


If you refuse to admit Xapan into your party here, you can face him as an enemy in a Chapter IV side quest. But the only real reward to that side quest is another opportunity 


to recruit him. 


Turn a Traitorous Cyclops Against His Masters 


Xapan isn’t the only ally pick-up opportunity here. Both the Cyclops who guards the fortress’ walls and the one who 


may randomly appear on the wes’ 


stairs have low loyalty scores and can be easily turned by a Beast Tamer with the 


Subdue and Teratology skills. 
the Glare skill, which 


*yclopes make for powerful frontline fighters with both melee and ranged attacks and 
an hobble all adjacent foes. 


TYNEMOUTH HILL 


(Tite 


White limestone formations jut like (he 
<a 


teeth from the top of this gentle, ree Gatialo 
ynoa ‘ 
grassy hill. 2 


Deployment 
10 Characters + 1 Guest 


Suggested Level 


t) 


Terms of Victory 


Vanquish Wynoa! 


Terms of Defeat 


Gur 
Catiua 


een ieseraceiada atest 


ENEMIES, 


[elas 1 Lvl. All. Loy. | Drops (from common to rare) 


© — Human F (Wynoa) Cleric 9 L 37 Mend Leaf +3, Silver Oberyth, Bronze Oberyth, Copper Oberyth 

© — Human M (Gatiaio) Terror Knight 16 LU 95 Dreadknight’s Mark, Silver Oberyth, Bronze Oberyth 

@ = Human M Archer 9 N 52 N/A 

@ — HumanF Cleric 9 L 92 N/A 

@ Human M Cleric 9 L 94 N/A 

@ Human F Cleric 9 L 76 Grimoire Volubilite, Blessing Stone, ishtar's Ambrosia, Silver Oberyth 
@  HumanM Cleric 9 L 75 Grimoire Purete, Ashmedai’s Grog, Blessing Stone, Silver Oberyth 

@  HumanM Cleric g L 89 Grimoire Purete, Ashmedai’s Grog, Blessing Stone, Silver Oberyth 

@ =| Human Cleric 9 ib 76 N/A 

@ = HumanF Cleric i) L 84 Grimoire Volubilite, Blessing Stone, Ishtar’s Ambrosia, Silver Oberyth 
@ | HumanF Cleric 9 L a N/A 

@ Human Archer 9 N 68 WA 


Make Martyrs of the Galgastani Cleric’s Corps 
Your foes in this battle are a group of nearly defenseless Clerics who are providing cover so that Gatialo, a level-16 Terror Knight, can escape the battlefield. Gatialo 
will attack if it’s convenient, but his primary goal is to make his way to the southwest edge of the battlefield and disappear. When you do succeed in your primary 


objective of killing Wynoa, you'll receive a new objective of killing Gatialo, but he should only be a turn or two away from escaping at that point. 


Whether you let Gatialo flee or not is entirely up to you. If you kill him now (which would be quite a challenge), he won't be alive to torment you in a future 


Chapter II battle. But he'd be replaced by a different, equally powerful, enemy commander so it wouldn't make a big difference. 


Ifyou choose to let him go, you're left with a fish-in-a-barrel battle against two Archers and a bunch of Clerics. Wynoa has access to a lot of bomb-like throwing 
weapons, but can't do much about long-range attacks. Take advantage of the lopsided nature of the fight to train your lowest-level recruits; all you really need to win 


is a handful of Archers that can coordinate their attacks to snipe out the Clerics one at a time, before they can be healed by their comrades. 


A) I'VE MARKED WELL YOUR FACES, WALISTER, NEXT WE 
MEET, I SHALL MOUNT THEM UPON PIKES THAT ALL MAY 


THE GOLBORZA PLAIN 


a cS 


A great grassland spreading across 


central Almorica. 


Deployment 


10 Characters + 1 Guest 


Suggested Level 
10 


Terms of Victory ; eS 


Catiua Toa ; Am Vanquish Gousin! 


Terms of Defeat ly 


MIES 


cENEMIES, 


Drops (from common to rare) 


a ae 
11 78 


oO Human M (Gousin) Ninja L Ninja’s Mark, Scroll of Windshear**, Scroll of Earthshear**, Bronze Oberyth 

(3) Warrior 10 N 48 N/A - 

@ HumanmM Warrior 10 N 60 NA 

Oo H iM Knight 10 ¢ 53 N/A 

e van F Cleric 10 iby 78 N/A 

@ i F Archer 10 c 19 N/A 

©:  Reptit Warrior 10 N 46 NWA 

oO Rogue 10 N 85 Bandit’s Mark, Grimoire Torpeur, Grimoire Gravite, Copper Oberyth 

o- Rogue 10 N 94 Bandit's Mark, Grimoire Torpeur, Grimoire Gravite, Copper Oberyth 

o- Familiar 10 Cc 46 Familiar’s Mark, Grimoire Soins, Grimoire Celerite, Copper Oberyth 

o- Familiar 10 C 25 Familiar's Mark, Grimoire Soins, Grimoire Celerite, Greased Boots 

o- Knight 10 L 36 N/A 

O- Rogue 10 N 54 Bandit's Mark, Silver Oberyth, Mend Leaf +3 

oO: Rogue 10 iE 74 N/A 

"Only tion of these units will appear. 

“At bigh levels, replaced by Alluring Dress and Alluring Highhoots. 

Boost Your Levels in the Phorampa Wildwood Confront a Host of New Foes in The Golborza Plain 

After clearing Tynemouth Hill, you can unlock the Phorampa Wildwood After accepting your new mission at Almorica Castle, you face a new faction of 

area by reading about it in the Warren Report “Talk” section. The Phorampa enemies in the Golborza Plain to the north. Their ris a Ninja, a powerful 

Wildwood is covered in greater detail in the side quests chapter, but if your new class that can dual-wield Katanas and cast a variety of Ninjutsu magic. His 
t troops aren't yet level 10, now would be a good time to poke your head in and randomly selected troops include Faerie Rogues and Familiars, who can petrify 
| Play a few maps to earn EXP. with their Selfless Kiss skills, or deliver extra-damaging Sneak Attacks from 


behind. Make sure to defeat whatever new foes this battle dishes out so you can 


play with their classmarks after the fight. 


ud 


@ Massacre at Balmamusa 


Shadowbind 


Pores 
ies artes 8 Open | 


x 


ae i - TD 4 : Ww 
< ee 
Si ra ; 
a SN Oe 
ee SW 2442440 0 on 182 


by? 4 


Phiesrai Lv 


THE ARKHAIOPOLIS OF RHIME 


quite) 


This ancient city, constructed several 


centuries in the past, was the site of | Arycelle 


the first battle between Galgastani 
and Walister. 


Deployment 


10 Characters + 1 Guest 


(00 ) 
Suggested Level 
10 


Terms of Victory 


Vanquish Vyce! 


/) Terms of Defeat 


GUEST 
Catiua 


| 


GENEMIE Spunecnn 


A Cc 37 N/A 


Human M (Vyce) Ranger 14 
Human F (Arycelle) Archer 10 L 85 N/A 

G Human F Cleric 10 L 57 N/A 
Human F Archer 10 N Ta) N/A 
Human F Valkyrie 10 c 53 Hallowing Stone, Shiftstone, Silver Oberyth, Bronze Oberyth 
Human F Knight 10 N 26 N/A 
Human M Wizard 10 (¢] 39 Grimoire Aquamasse Il, Silver Oberyth, Bronze Oberyth, Magic Leaf +2 
Human M Archer 10 L 49 N/A 
Human F Cleric 10 IE 68 N/A 

I) Human M Rune Fencer 10 Cc 86 Hallowing Stone, Shiftstone, Silver Oberyth, Bronze Oberyth 
Human M Knight 10 L 54 N/A 


Vanquish Vyce but Spare Arycelle 
Usually your target hangs out in the back, protected by his troops. But the ever-impetuous Vyce comes charging right at you, providing an opportunity to end this 
battle within the first turn or two. He has plenty of Clerics and Knights for support, but it will take them at least two turns to gather their MP and get within 


healing range. A coordinated attack from your squad with a good mix of Archers and spellcasters can bring Vyce down before the enemy healers ever get online. 


Of course, this tactic will carn you fewer skill points and item drops. If you prefer to make a clean sweep of Vyce's forces, split your team into three groups to assault 
the three stairways into town, while your Archers pick off the enemy Clerics from afar. Whatever you do, don't kill Arycelle; if she dies in this battle, she dies for 


good and won't be around to aid and join you later. 


Target 
Vyce Ivl ‘i 


71773 0 oa 9720 


THE GATES OF ALMORIC 


IIL=10, 


This castle was once the seat of 


power in Old Almorica. It was 
taken by Duke Ronwey before the 


outbreak of war. 


Deployment 


10 Characters + 1 Guest 


{eee ) Suggested Level 
1 
=—s Terms of Victory 


Vanquish Modiliani! 


Terms of Defeat 


Modiliani 


OWEMDAVIM 


Gus 


Catiua | 


t nM (Modiliani) Sorcerer 12 N Grimoire Electrisant, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
sman F Witch 11 N 71 Grimoire Enflammant, Spiritstone of the Stars, Bronze Oberyth 
Human M Warlock 11 C 48 Areion Plume, Grimoire Trombe, Silver Oberyth 
Archer "i i 92 N/A 
Human F Archer an IE 85 N/A 
duman F Beast Tamer 11 Cc 58 Beastmaster’s Mark, Bronze Oberyth, Copper Oberyth 
Dragon Dark Dragon 11 c 61 Gloomwyrm’s Mark, Beasthide, Silver Oberyth 
Arc Dragon 11 L 55 Gleamwyrm’s Mark, Beasthide, Silver Oberyth 
Human M Beast Tamer 11 N 74 Beastmaster’s Mark, Bronze Oberyth, Copper Oberyth 
20lem, Stone Golem 1 N 59 Granite’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
Stone Golem 11 N 68 Granite’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 


Consider Recruitment Opportunities at the Castle Gates 


Mo 


* are two ways to approach this battle. The easiest is to send your heaviest units to distract the dragons and Stone Golems while your Archers assassinate 


ani with Longbows. Even if your troops are severely under-leveled, this strategy can result in a win, since Modiliani has no real way to protect himself or to 


heal damage. 


If you have a Beast Tamer with the Draconology and Tame skills, you may want to take the battle a little more slowly and do some recruiting. The dragons are loyal 
and not easy to flip, but if your spellcasters and frontline fighters can whittle them down to single-digit HP, you can get up to a 50% chance of success. Meanwhile, 
your human recruiters should go after the Witch and Warlock (the Warlock is by far the easier of the two to recruit). Warlocks and Witches are upgraded versions 


of the familiar Wizard and Enchantress classes, and are capable of recruiting and exploiting golems. 


Select target 


Modiliani Ly11 Vol 
4isém 191 2 » 0 ow 47200%,' 


30 


~ 


Cc 


ALMORICA PASSAGEWAY 


Le peepee 


LEADER 
Marino 


A small corridor leading to the 
Castellan’s chambers. The walls are 
unadorned, as befits the walls ofa 


stronghold on this war-torn island. 


Deployment 


10 Characters + 1 Guest 


Suggested Level 
B12 


if 
Mremsaveoy 


© Vanquish Marino! ‘Guest 


Catiua 
i Terms of Defeat (gee 


in All | Drops (from common to rare) 

@® | Human M (Marino) Terror Knight 13 Cc 74 Qn Medicine II, Dreadknight's Mark, Silver Oberyth, Bronze Oberyth 
© Human Wizard 12 c 96 N/A 

@ = HumanF Enchantress 12 N 75 Grimoire Douleur |i, Copper Oberyth, Silver Oberyth, Bronze Oberyth 
© — HumanF Archer 12 L 18 N/A 

@ = HumanM Archer 12 c 45 N/A 

@ — Human F Knight 12 L 77 WA 

@ | HumanM Knight 12 N 28 N/A 

@  HumanM Knight 12 L 49 N/A 

@ = Human F Knight 12 N 56 N/A 

@ = HumanF Kunoichi 12 (¢) 84 Scroll of Stormshear, Silver Oberyth, Bronze Oberyth 

@ | Human F Warrior 12 c 69 N/A 

@ Human Archer 12 L 35 N/A 


Survive a Bloody Brawl in the Castle Passageway 
Marino is a tough-as-nails Terror Knight who won't go down easily. You have 
to Win this one the hard way: a solid defensive position, focused attacks to Wind Der wish 
eliminate your foes one at a time, and lots of healing. Stick close to your starting 
Position; it forces the enemies from the north to come to you, giving you a few 
turns to wipe out the ones to the east. The golden statues provide excellent cover 
for your Clerics and Archers; your foes typically wield Crossbows that can’t fire 
‘over them. 


Take out your foes one at a time, picking off the deadly Kunoichi before sending 
your Archers and winged soldiers after the Wizard, Enchantress, and Archers. 
Finally, wipe out the brigade of Knights before tuming on Marino. A lot of the 


enemy soldiers here have wavering loyalties, so when they're near death, try to 


recruit them if you can. Even if you don’t intend to keep them after the battle, 


they'll be useful for soaking up an enemy shot or two. 


ALMORICA PASSAGEWAY 


iti 


Gussr 


Vyce A small corridor leading to the 


Castellan’s chambers. The walls are 


y coe unadorned, as befits the walls ofa 
Arycelle_ 


stronghold on this war-torn island. 


Deployment 


1 Character + 1 Guest 


Suggested Level 


12 


Leonar Cae ; Guest Terms of Victory 


Catiua 
pate Vanquish Leonar! 


Terms of Defeat 


ENEMIES); 


faa daaoneactaieeew 


ES a ee 
13 L 95 


Human M (Leonar) Knight 9 N/A 


Best Leonar with a Little Help from Your Friends 


In the final battle of Chapter II, you can field only Denam against the mighty Leonar, Fortunately, you won't be fighting alone; Catiua will be 


“r at your side, and 


Vyce and Arycelle (if she’s still alive) will provide some unexpected support. If your Denam is tough enough to survive (with support from Catiua, of course), then by 


all means man up and duel with Leonar. But if your Denam is in a class that doesn’t excel at that sort of thing, exploit Vyce’s distraction to attack from afar. If Vyce 


falls, both he and Arycelle will flee, so take it upon yourself to keep him alive if necessary—Catiua won't target him with healing spells. 


FORTUNATE FOR YOU THAT AN EVEN GREATER MENACE 
FACES US BOTH. 


Leonar 
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PORT ASYTON 


tir 


ee 


TRADER 


Arycelle 


The sole port in the Brigantys region, 


Asyton enjoys vigorous trade as the 


gateway to the western Obero Sea. 


Deployment 


10 Characters + 1 Guest 


Ss ste i} — 
— 


8 


Terms of Victory (eee } 


Vanquish Nadia! 


Terms of Defeat 


Gir 
Catiua 


<ENEMIES__._ 


| AML | Drops (from common to rare) 
oO Human F (Arycelle) Archer ih, N/A 
@ — Human F Cleric 6 L Blessed Stone, Water, Bundle of Herbs 
@ Human Archer 7 L 76 N/A 
© — HumanF Archer 7 L 80 Beasthide 
fe) Human F Knight 6 le 79 Knight's Mark, Bronze Oberyth, Silver Oberyth, Copper Oberyth 
oe Human M Knight 6 i 74 Knight's Mark, Bronze Oberyth, Silver Oberyth, Copper Oberyth 
© | HumanF Enchantress 6 c 15 N/A 
@> Winged Human M Wizard 6 Cc 35 N/A 
@- Human F Warrior 6 N 49 N/A 
@* Human Berserker 6 N 44 N/A 
@> | Human F Berserker 6 c 20 N/A 
@- Human M Warrior 6 c 34 VA 
@- | Winged Human M Warrior 6 L 68 Inferior Ore, Log 
@* Human F Rune Fencer 6 N 52 Inferior Ore, Log 


*Only a random selection of these units wi 


appear. 


Take the Rooftops of Balmamusa’s Residential Quarter 


For players who parted ways with the Resistance in Balmamusa, the second chapter begins in the town of Port Asyton. Vi 


isit the shop immediately to upgrade your troops with new 
weapons (a new batch should be available for most characters of level 7 or higher), and outfit your Melee fighters with Gauntlets and your spellcasters with Magus Robes. Make 
sure to check the Arcana section so you can teach Catiua an offensive spell (Spiritsurge) and get a good indirect offensive spell, like Meteor Strike, for each of your Wizards and 
Enchantresses, 


As soon as you attempt to leave the port, your troops are ambushed by an Archer named Arycelle. (She's an old acquaintance of Donnalto’s, so if he’s in your party, make sure to deploy 
him to trigger some new dialogue.) Send your fighters straight ahead to meet hers, but send smaller groups of two units down the thinner paths at the east and west edges of the map. 


Otherwise Arycelle’s Knights will be able to bottle you up in the middle, and most of your characters will be left twiddling their thumbs, unable to get close enough to participate. 


Human M (Xapan) Berserker 
Beast Octopus 
Human M Terror Knight 
Umbra Wizard 
Lizardman Warrior 
Beast Octopus 
Lizardman Warrior 

tH) Winged Human M Beast Tamer 

oO Umbra Archer 
Winged Human M Beast Tamer 
Beast Octopus 

@ Umbra Archer 

oO Human F Knight 


a random selection of these units will appear. 


Gather New Recruits in the Aqueduct 


RHEA BOUM AQUEDUCT 


JiC=2, 


This aqueduct was constructed here 
Guest 


: in ancient times, though now more 
Catiua 


cracks run through it than water. 
Some travelers use the dry passage as 
an alternative to walking the highroad. 


Deployment 


10 Characters + 1 Guest 


Suggested Level 


7 | 
Terms of Victory 


Vanquish Xapan! 
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Terms of Defeat 
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Drops (from common to rare) 
N/A 
Beasthidet’Log, M: 
Dreadknight's Mark, Silver Oberyth, Bronze Oberyth 
N/A 

N/A 

Beasthide, Log, Mend Leaf, Mend Leaf +1 

N/A 

Beastmaster’s Mark, Bronze Oberyth, Copper Oberyth 
N/A 

Beastmaster’s Mark, Bronze Oberyth, Copper Oberyth 


Leaf, Magic Leaf +1 


Beasthide, 
N/A 
N/A 


9, Areion Plume, Hair of the Unicorn 


Piercing projectile weapons are almost worthless against the giant Octopi on this map, but most melee attacks work well and spells are very effective. On offense, 


the Octopi aren't very accurate but have powerful short- and long-range attacks, can use the Aqua Bubble spell from wet terrain, and have a skill that inflicts 


status conditions on nearby foes. They absolutely dominate any map with a large amount of water, so if you're capable of it, you shouldn't leave this battle without 


recruiting one. Since Octopi are beasts, the Recruit skill won't cut it; you need a Beast Tamer with the Subdue skill (the Teratology skill will help as well). Aim for 


the one with a starting position in the south, nearest Xapan, as it has the lowest starting loyalty. 


This battle also introduces the Terror Knight, a new version of the Knight that's tuned to offense and is capable of casting Dark Magic spells. You can try to recruit 


the one on this map, or you can simply kill him, collect his Dreadknight’s Marks, and make one of your own. 
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XEOD MOORS 


eo——~ 


| Arycelle 


A yast wetland in the middle of the 


Coritanae region, made rich by the ( e00 
flow of the Xeod. - 900 
e00 
Deployment 
10 Characters + 1 Guest { @00 
Suggested Level 
if i Guest 
i Catiua 


Terms of Victory 


T Vanquish Vance! 


Terms of Defeat 


ENEMIES, 


[etass tt 


Melt the Clay Golems with Magic Spells 
‘There are a lot of new units in 
this battle, but they shouldn't 
provide too much of an obstacle 
to a diverse party. The Clay 
Golemis are very tough against 


physical damage, but will fold 


quickly when repeatedly targeted 
by spells. With so many arrows 


flying, the Faerie and Umbra shouldn't last long enough to make any impact at all. 


Begin Dabbling with the Crafting Tables 
Vance drops a book of recipes titled “On Medicine I,” which is your entry ticket 
to the world of item crafting. You can now select “Craft” from the main shop 


menu in towns like Port Asyton, and use items you find in battle or purchase 


from the shop’s Sundries section to make medicine and upgrade your weapons 
and armor, To get started, buy all of the recipes available in the Sundries section 
of the shop, and read through them to figure out which materials you'll need 

to upgrade a favorite weapon. Craft the materials first, and then your desired 
item. A +1 bonus may not sound 
impressive, but it brings a big 

$F cotion Thread 


rece teapoas 
@ kanaed Weapons 


improvement to the weapon's stats 


and usually provides a chance to 


@ switniog Armor | 
Codex of Jewelry 
@ Codex of ores 

@ Coder of Tinber 
@ coder of Textiles 


inflict foes with a nasty status 


condition. 


7 SEND CiNopus TO THE AID OF A 


Taaben 
Vance 


Skills = 
(Rank 1), Tremendous Shot, Trueflight | 


N/A 
e's stats typically make her a stronger ur 


Spells 


other “named” Archer. Tea 
Strengthen |, and she'll have everything you need out of a 
top-flight ranged attacker 


1, ie a Drops (from common to rare) 
@ | Human M (Vance) Rune Fencer 8 N 55 On Medicine |, Mend Leaf +2, Bronze Oberyth, Silver Oberyth 
@ — Human F Archer 7 L 75 NA 
@ | Human M Berserker 8 N 44 N/A 
© = Human M Archer e L 79 N/A 
@ | Human F Knight 8 N 62 NA 
@ Faerie Familiar 7 (ej 40 Familiar’s Mark, Grimoire Soins, Grimoire Celerite, Copper Oberyth 
© Golem Clay Golem 7 N 65 Sandstone’s Mark, Inferior Ore, Gemstones, Silver Oberyth 
@ Human M Warrior 8 c 27 N/A 
@ Umbra Rogue if N 53 Bandit’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
© Golem Clay Golem 7 L 90 Sandstone’s Mark, Inferior Ore, Gemstones, Silver Oberyth 


neem! iM PACE RPC, rith om, 


ORMER FOE 


Ofall the missions in which 
players must rescue an allied 
character, this is among the 
toughest. Arycelle the Archer is 
surrounded at the opposite end of a 


marshy bog, and will be cut down 


within two or three turns. Your 
only hope to reach her is Canopus; 
make sure he’s a Vartan (his other 
classes have less mobility); that 
he knows at least Field Alchemy 
I; and that you have some Mend: 


Leaves +1 in your inventory. 
At the deployment screen, place 
Canopus in the lower right corner so he'll be on the left side of the first row, as 
close to Arycelle as possible. Have him focus on healing until your other units 
arrive; most of them should make their way to the solid ground that runs along 
the west side of the map rather than trudging through the muck in the middle. 
Ifyou can keep Arycelle alive throughout the fight, shelljoin you as a guest 
character afterward. A few battles later, shell join up for keeps. 


ere yee TT, 


Gurst 


Arycelle 


Gust 
Catiua 


Class 


Human M (Genzo) 
Human F 
Human M 
Winged Human M 


inged Human M 
Human M 

Human F 

Dragon 

Dragon 

Winged Human M 
Winged Human M 
Beast 


Beast 


0 
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Winged Human M 


Ninja 
Berserker 
Berserker 
Rune Fencer 
Rune Fencer 
Beast Tamer 
Archer 

Cloud Dragon 
Flood Dragon 
Warrior 
Warrior 
Octopus 
Octopus 
Archer 


Only a random selection of these units will appear 


Vulcan Lance 


LAKE BORD 


A 


LC-4 


ee en ey 


Several rivers feed into this marsh- 


bound lake in the west of Coritanae. 


Deployment 


10 Characters + 1-2 Guests 


Suggested Level 


7 


Terms of Victory 


Vanquish Genzo! 


Terms of Defeat 


adams Ee 


> ete 
ISVLWAN 


7 "ENEMIES 


65 Ninja's Mark, Scroll of Windshear, Scroll of Earthshear, Bronze Oberyth 


32 N/A 
40 N/A 
35 N/A 


- 


94 Bronze Oberyth Copper Oberyth, Silver Oberyth 
61 Bronze Oberyth, Copper Oberyth, Silver Oberyth 
64 N/A 

28 Windwyrm’s Mark, Silver Oberyth, Wyrm Fang 
72 Waterwyrm's Mark, Silver Oberyth, Wyrm Claw 
49 NWA 

54 N/A 

10 Beasthide, Water 

55 Beasthide, Water 


50 N/A 
ae a 


Protect Arycelle as You Scout New Recruits 

Ifyou rescued Arycelle during the last battle, she'll join you as a guest character 
here. Once again, you have to keep her alive throughout the fight, but that 
shouldn't be difficult as long as you keep a few other units with her at all times. 


The swampy terrain will make it hard for most of your units to move freely, 
so your best bet is to set up a nice defensive position and Jet your foes come t0. 
you, Beast Tamers can have a field day here if they luck out and get the right 
random enemies, which include a 10-loyalty Octopus and a 28-loyalty Cloud 
Dragon, either of which would be an easy recruit with the Subdue or Tame 


skills, respectively. 


Gonzo is the game's first Ninja, a class that combines good mobility, high 
offense, and a nice selection of magic spells (which require certain sundry items 
to cast). Ninjas are not very strong on defense, so Gonzo can be quickly bested 
by Archers like Arycelle who know the Tremendous Shot skill. The prize for 
killing him include some Ninja’s Marks, which will allow you to make a Ninja or 


two of your own. 
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TYNEMOUTH HILL 


Mes — 


‘ease oe 


White limestone formations jut like 


7} Guest ] 
Arycelle 


teeth from the top of this gentle, 


grassy hill. 


Deployment 


10 Characters + 1-2 Guests 


Suggested Level 


8 


Terms of Victory 


Vanquish Vyce! 


Terms of Defeat 


Gust 
Catiua 


a 
ENEMIES 


Drops (from common to rare) 


aaa a es 
8 L 


Human M (Vyce) Assassin 75 N/A, 
Human F Dragoon 8 iL 49 Dragoon’s Mark, Bronze Oberyth, Copper Oberyth 
Beast Cyclops 8 c 35 Log, Leather, Grimoire Gravite, Silver Oberyth 
Human F Archer 8 N 61 N/A 
Human F Knight 8 L 72 N/A 
Human F Cleric 8 N 54 N/A 
Human M Terror Knight 8 B 81 Dreadknight’s Mark, Bronze Oberyth, Silver Oberyth 
Human M Archer 8 N 94 N/A 
Dragon Flame Dragon 8 N 20 Firewyrm's Mark, Beasthide, Silver Oberyth 

€ Human M Beast Tamer 8 N 60 Beastmaster’s Mark, Silver Oberyth Copper Oberyth 


Sn 
Help Arycelle Extract Her Pound of Flesh 


This battle begins with Denam, A 


le, and Catiua caught in the center of the battlefield, with your order of knights several steps behind. It’s a good idea to make 
sure Denam has some healing ability, whether it’s spells or the Field Alchemy skill, as Arycelle is in serious peril out there. (Fortunately, this is the last of the “protect 
Atycelle” missions; she joins as a regular party member at the battle’s end.) The most dangerous foe here is Vyce, who has a combination of the Sneak Attack and 
Double Attack ski 


about positioning your units so Vyce can't get a damage bonus from attacking from behind; remember, you can always select Vyce to see his movement range and 


that allow him to do serious damage to Denam or Arycelle and pretty much one-hit kill support units like Clerics and W. ds. Be very careful 


plan accordingly. 


Once your other units catch up, it won't be hard to take Vyce down with your combined attacks. But don't be in such a hurry that you miss the chance to kill the 
Dragoon and get her classmarks (or recruit her, if you prefer). Dragoons are similar to Rune Fencers and Valkyries, but have skills that provide massive bonuses 
against Beast or Dragon targets. And speaking of Beasts and Dragons, this map offers easy opportunities for a beast tamer to recruit a low-loyalty Cyclops and 
Flame Dragon. 


Subdue 


Kapys racruited! 


Ee 
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Farrel 


Gan | 


H Cativa 


Before the time of Dorgalua, this 


town in the Almorica marches was 


the center of a cult worshipping the 
Sea God Vasque. 


Deployment 


10 Characters + 1 Guest 


Suggested Level 


9 


Terms of Victory 


WANA 


an M (Farrel) Knight 9 

Human M. Warrior 9 

Berserker 9 

Warrior 9 

Archer 9 

juman F Knight 9 

Human F Archer 9 

Human M Knight 9 

Human M Wizard 8 

Human M Berserker 9 

Human F Enchantress 8 

it higher levels, this will be a Ring of Evasion 

| 
| 


Boost Your Levels in the Phorampa Wildwood 


After the Tynemouth Hill battle, Vyce cuts off the route to Port Asyton, 


seeming! 


leaving you with nowhere to gather EXP from random encounters. 


But if you check the Talk section of the Warren Report, you can read an article 
titled “Phorampa Open to Hunting.” Doing so unlocks a large side quest area to 
the north, which is an ideal place to train your lower-level units. The Phorampa 


Wildwood is covered in greater detail in the side quests chapter of this book. 


S 


Phorampa Open to Hunting 


Duke Ronwey has decreed that the 
Phorampa Wildwood, which has long 
been neglected due to the war, is to 
be opened to hunters. Though hunting 
will first be limited to the southern 
tracts bordering Tynemouth, other 
areas are to follow. 


Vanquish Farrel! 


erms of Defeat 


Drops (from common to rare) 


Mend Leaf +3, Ring of Vitality*, Silver Oberyth, Bronze Oberyth, Copper Oberyth 

61 N/A 

19 N/A 

34 N/A 

57 N/A 

69 N/A 

29 N/A 

53 N/A 

74 Grimoire Bouledefeu Il, Magic Leaf +1, Silver Oberyth, Bronze Oberyth 
38 N/A 

50 Grimoire Glace li, Magic Leaf +1, Silver Oberyth, Bronze Obi 


Free Sir Folcurt from the Krysaro Occupiers 


Since you wiped out its undead menace, Krysaro has fallen into the hands of a 


powerful Knight. Deploy at least a few Archers and hold a position at the top of 


the stairs near the starting point, where the high ground will allow your Archers 


to pick off most of his incoming troops. Take out as many units as possible 


before engaging Farrel. 


After the battle, Sir Folcurt of the Liberation Front will join as a guest 


character. Help Folcurt rescue his friends, and you'll eventually be able to recruit 


them all as full-fledged members. 


QADRIGA FORTRESS 


‘These ruins of an ancient keep mark 


the scene of the great battle between Darza 
King Dorgalua and King Rodrick, 
who once vied for control of the 
islands. 


Deployment (000 } : : {e000 


10 Characters + 2 Guests 


Bayin 


{e000 ) 
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=e ay — 7 
WeENJEMLES. 
ee 
os - ~ Fz 
Drops (from common to rare) 
0 Human M (Darza) Berserker 9 LE 85 Ways of the Gerges, Ishtar’s Ambrosia, Ashmedai’s Grog, Overripe Fruit 
(3) Umbra Wizard 9 L 29 Grimoire Rafale il, Magic Leaf +1, Bronze Oberyth, Silver Oberyth 
@ | Winged Human M Archer 9 iE 74 NWA 
© — Winged Human M Rune Fencer 9 N 53 N/A 
e Human F Enchantress 9 N Bf Grimoire Foudrare {I, Magic Leaf +1, Bronze Oberyth, Silver Oberyth 
e Beast Cockatrice 9 Cc 38 Beasthide, Log, Silver Oberyth, Areion Plume 
@  Lizardman Warrior 9 L 69 N/A 
@ — HumanF Warrior £ N 34 N/A 
@ | HumanM Warrior 9 N 61 N/A 
©: = Lizardman Berserker 9 C 19 NA 
@: | Umbra Berserker 9 C 19 N/A 
@ 9 c 19 Beasthide, Inferior Ore, Areion Plume, Silver Oberyth 


Beast Cockatrice 


*Only a random selection of these units will appear. 


Defend Bayin from the Pirate Horde 


Bayin stands atop Qadriga Fortress, surrounded by enemy mages and Archers. As a Wizard, he won't last long against their assault. Once again, your best hope is 


a Vartan-class Canopus, who should soar into the castle as quickly 


s possible to begin tossing Mend L 


aves Bayin’s way. The rest of your troops should begin an 
aggressive assault on the keep, with your Archers running right up to the base where their Longbows can fire between the crenelations to hit the enemies inside. 


Don't worry about exposing your troops to enemy attacks; you need the distraction to keep Bayin alive until you can finally kill Darza. 


After the battle, an event will occur if you rescued Cistina way back in battle 1-7. Bayin will make a request of you, and if you agree to it, Bayin will join as a guest 


character and you'll move on to the Cistina side quest. Complete that side quest and you'll get an opportunity to recruit all three Liberation Front members. 


Bayin is the top priority here, but if you can spare the resources, you may want to have a Beast ‘Tamer concentrate on recruiting a Cockatrice. If there are two on the 


battlefield, target the one that begins on the side stairs (a randomly appearing unit). It has a very low loyalty score that makes it a cinch to Subdue. 


® |. we wie nec vou. 
2. WE MUST DECLINE. 


NDAMSA FORTRESS 


IIC-A (CISTINA:SIDE QUES Ty 
| pace | The ancient ruins of a mighty 


fortress, constructed to defend the 


island of Deknigos from invasion. 


Deployment 
10 Characters + 3 Guests 


Suggested Level 
9 


006 |} ’ 
Terms of Victory ; S 
i 2060 © Vanquish Veldrei! | = 
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Drops (from common to rare) 


a Ce 


@ — Human F (Veldrei) Valkyrie 10 N 54 Hallowing Stone, Shiftstone, Bronze Oberyth, Silver Oberyth 
(3) Ninged Human M Wizard 9 (e] 12 Grimoire Aiguille I, Bronze Oberyth, Silver Oberyth, Magic Leaf +2 
[c) Human F Enchar S 9 (¢] 18 Grimoire Aquamasse II, Bre Oberyth, Silver Oberyth, Magic Leaf +2 
(0) Human M Rune Fencer 10 N 54 N/A 
e Human F Archer 9 N 48 WA 
@ Human F Archer 9 N 31 N/A 
Cc) Beast Gryphon 10 hs 80 Beasthide, Fruit, Silver Oberyth, Enchanted Feather 
oO Winged Human M Beast Tamer 9 C 50 N/A 
0 Human M Terror Knight 9 N 35 Dreadknight's Mark, Silver Oberyth 
0 Umbra Familiar 9 Cc 64 Familiar's Mark, Bronze Oberyth, Silver Oberyth 
Beast Gryphon 10 o 91 Beasthide, Log, Silver Oberyth, Enchanted Feather 
Faerie Rogue 9 ie 82 Bandit’s Mark, Bronze Oberyth, r Oberyth 
Inly a random selection of these vill appear. 


‘ " comremierees SU I em tear em SYNE at aie OES EORTC PR EO RO RD, 
Save CISTINA FROM DARZa’S VENGEFUL BRIDE ) 
In order to trigger this side quest, you need to have protected Cistina when you encountered her in Chapter I-7, rescued Bayin from Qadriga Fortress, and agreed to help him 
afterward. 


Cistina isn't on the battlefield, but you will need to protect Bayin and Folcurt throughout the fight. Healers help, but the easiest way is to have the low-level units youre 
training escort Bayin everywhere he goes, providing a more tempting target for enemy attacks. Hang back in the early turns of the battle until you can kill the enemy's 
Gryphons, then begin making your way up the fortress and snipe out the foe’s weaker units. Veldrei will not be shy about coming to greet you with her spear, so don't leave her 


any easy openings by positioning two characters next to each other because her attacks will pierce both units. 


DP Attack with equipped Weapon of cast spells Useable once per attack turn 
7 ~ Guay 


Tantalos v.10 
sn 0 


GOLYAT 


IL-8 


Nae 
A port town on Galdochae, known ® 
as Oberon’s Pearl in better days. Its ( o06 } oO hearer) 
once-beautiful walls now bear the j Dagon | 
scars of war. (eee | © @ oe Gi) 


(0006 — ® —— 
a 0 a 


10 Characters + 2-4 Guests 


Guest ‘Guest 
Suggested Level Cistina @ & Folcurt 


9 


Terms of Victory 


fF 1 GUE 
Vanquish Dagon! aiisE = 


Catiua Bayin 


Terms of Defeat 


“> Bayin (Wizard) at level 10 
Earth Magic, Augment Earth (Rank 1). Anatomy 


Spears (Rank 2), Anatomy (Rank 2), Air Magic, 
Augment Air (Rank |), Counterattack | 
| 
{ 


Swords 1H (Rank 2), Anatomy (Rank 1), Counter- j 
attack 1, Rampart Aura 1, Phalanx 


Skills 


(Rank 1), Meditate (Rank |), Channeling |, Resist | 
Silence (Rank 2) | 
Vulcan Lance, Vulcan Lance Il, G 
Ward, Duststorm 

Bayin’s stats a 


Spells | Deadshot 

Valkyries aren't very good at casting spells, and Cistina is 
certainly no exception. Your best bet is to give up on magic 
altogether and convert her to a Dragoon, which is a stronger 
class and one that can put her Rank-2 Spears and Anatomy 
skills to good use 


fall, Blade 


As a Knight. Folcurt doesn’t have much range (no Divine 


Spells 
spells at all), but good stats and strong gear make him a 


nearly indestructible force on the battlefield. if you don’t well-tuned for spelica 


him a better cho! 


@ than your curren 


need a regular Knight, he'd make a fine Terror Knight, 


Since he doesn’t have any rank: 


consider switching him to Dark M 


is the key to keeping 


ENEMIES ete 


Race | Class Lvl. All. Loy. | Drops (from common to rare) 
0 Human M (Dagon) Wizard 10 N 48 Grimoire Douleur I!, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
(3) Golem Clay Golem 9 N 54 Faeriescale Powder, Bronze Oberyth, Sandstone’s Mark, 
e Human F Kunoichi 10 c 65 Scroll of Stormshear, Bronze Oberyth, Silver Oberyth 
(0) Umbra Terror Knight 9 L 18 Dreadknight’s Mark, Bronze Oberyth, Silver Oberyth 
fe} Golem Clay Golem 9 Le 86 Sandstone's Mark, Bronze Oberyth, Areion Plume 
(F) Human M Ninja 10 N 48 Scroll of Waveshear, Bronze Oberyth, Silver Oberyth 
(a) Golem Clay Golem 9 c 21 Bronze Oberyth, Sandstone's Mark, Spiritstone of the Stars 
@- Winged Human M Archer 9 (6) 12 Greased Boots** 
@- | Winged Human M Archer 9 N 49 N/A 
©: HumanF Witch 10 N 32 Grimoire Detournant, Bronze Oberyth, Silver Oberyth 
@- | Human M Wizard 10 Cc 94 Grimoire Bonnepluie, Bronze Oberyth, Silver Oberyth 
@> | Winged Human M Archer 9 L 55 N/A 
@> | HumanF Cleric 9 c 12 Grimoire Volubilite, Blessing Stone, Silver Oberyth, Ishtar’s Ambrosia 
@- HumanM Cleric 9 N 49 Grimoire Purete. Blessing Stone, Silver Oberyth, Ashmedai’s Grog 


1 par 


“Only a random selection of these wnits will appear. “Greased Boots are only available on second playthrough or at very high level 


Join with the Liberation Front for an Easy Win “(RECRUIT THE LIBERATION FRONTS DISCONTENTS 


Ifyou're in the thick of the Cistina quest, you have no less than four guest - 
‘ REIS pee Wk e Afier the battle, you can sail 

characters fighting by your side. With your enemies outnumbered, you can P 

- to Boed Fortress and, with 


no further battles, meet 
with the commander of the 


afford to give your weaker units some battlefield time. But remember that you're 
still on the hook for protecting Bayin and Cistina (Folcurt can take care of 


himself). Cistina is particularly reckless, so make sure a character with healing rf E i 
Liberation Front. Here you ) * 


capabilities (such as the Field Alchemy skill or a Lobber) is always nearby. a, a 
¥ s can permanently recruit your 2 ea ee 


recently acquired guests. If 


Players who are Jess confident of victory can always squeeze out a win with 


7 Cistina lives, tell her “Come with us,” and you'll get Bayin and Folcurt as 
the good ol” Archer blitz; two Tremendous Shots should do it for Dagon. na senor Be ees : 
alas 2 ‘ well. If Oistina has died, either dialogue option will allow you to recruit her 

But if you're looking for a clean-sweep victory, deploy as many Wizards and ee 
i Re e surviving comrades, 
Enchantresses as you can, as the enemy forces are heavy on magic-vulnerable 


Golems. 
88 


THE ARKHAIOPOLIS OF RHIME 


Human M (Xapan) 
Human F 

Human F 

Human M 


Human M 


Human F 
u 


rdman 


Dragon 
Dragon 
Lizardman 
Golem 


H 
Solem 


Ensure that Denam Survives Xapan’s Deadly Ambush 


Denam and Catiua wander ahead 
in Rhime, and end up beginning 
the battle surrounded on three 
ides. The rest of your troops start 
round the corner, where a thin 
bridge will cause a bottleneck for 


any non-flying unit. Make sure 


that Denam is a class that can survive a few direct attacks, then have him follow 
Catiua by fleeing to the south to meet up with his army. If Denam is a Knight, 


make good use of the Phalanx skill. 


erker 


ae 
Witch 
Rogue 
Beast Tamer 
Beast Tamer 
Hoplite 

Dark 
Arc Dragon 
Hoplite 


ragon 


Clay Golem 


eso 


<n aac eee ene 


10 


ole 


« ol 


This ancient city, constructed several 
centuries in the past, was the site of 
the first battle between Galgastani 


and Walister. 
ae 
10 Characters + 1G 


al Level 
Terms of Victory 


Vanquish Xapan! 


Terms of Defeat 


2 


Drops (from common to rare) 


N/A 
91 Bandit’s Mark, Mend Leaf +3. Silver Oberyth 
68 N/A 
39 Bandit’s Mark, Mend Leaf +3, Silver Oberyth 
26 WA 
53 N/A 
54 Footsoldier's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
71 Gloomwyrm’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 


49 Gleamwyrm’'s Mark, Copper Oberyth. Bronze Oberyth, Silver Oberyth 
86 Footsoldier’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
23 Sandstone’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

57 Granite's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 


While your flying units perch on a rooftop, have your spellcasters and Archers 
tush to the house south of Denam’s starting position, which will be close 
enough to fire arrows or indirect spells. Target the Rogues first; they're weak on 
defense, and their ranged attacks and Finishing Moves can be a serious threat. 
Have your flying units perch on the rooftops while your frontline fighters move 
in from the right and left of the house. Focus your attacks on Xapan, but don't 
surround him with close-range fighters, or he may retaliate with the Berserk 
skill, which allows him to hit every adjacent target. Arrows and spells are the 


safest way to bring him down 


Make Preparations for a Tough Fight Ahead 

After this battle, save your game and don’t overwrite the file; you can't leave 
Almorica Castle once you enter, and if the final battle proves unbeatable, you 
have little choice but to reload and grind for EXP in the Phorampa Wildwood. 
Denam should be at least level 10, in a frontline-fighter class with good 
Defense, and have the best gear available. It’s a good idea to teach Denam Field 
Alchemy I (or better yet, Field Alchemy I), and stock up on Mend Leaves +2 


(+3 ifyou have Field Alchemy Il) before you progress any further. 


THE GATES OF ALMORICA 


1c] Oneaenanena 


This castle was once the seat of 


power in Old Almorica. It was | Ramidos 
taken by Duke Ronwey before the 
outbreak of war. 


Deployment 


10 Characters 


Suggested Level 


10 


}) Terms of Victory 


i Vanquish Ramidos and Xapan! 


|) Terms of Defeat 


) Xapan 


EX, f 
|__ as 
ENEMIES oo 


tA Human F (Ramidos) Sorceress a 
Human M (Xapan) Berserker 11 
Human M Cleric 10 

D Human F Cleric 10 
Human M Wizard 10 
Human F Enchantress 10 
Human F Archer 10 
Human M Archer 10 

( Human F Knight 10 

( Human M Knight 10 

@: | HumanF Terror Knight 10 

@- Human M Ninja 10 

@- | HumanF Rogue 10 

@- | Umbra Rune Fencer 10 

@- | HumanM Terror Knight 10 

@- Winged Human M Warrior 10 

O- | Umbra Wizard 10 

@* Winged Human M Warrior 10 


* Only a random selection of these units will appear. They also randomly appear as mid-battle reinforcements. 


Race the Reinforcements to Slay Ramidos 

Your mission objective is to take out both Ramidos and Xapan, but Ramidos 
is the only one who matters. When she falls, Xapan will flee and the battle will 
end. If you focus your attacks on Xapan instead, he'll teleport away when he 
drops below 20% HP, the battle will continue, and you won't earn so much as a 
Bronze Oberyth for your trouble. 


Methodically clearing out the enemy troops isn’t an option here, as any units 
you kill will quickly be replaced by reinforcements that appear in the north and 
southwest comers of the map. Only kill the units who are blocking your way 
or are capable of healing Ramidos, and hit her with everything you have. Don’t 
even bother with Clerics; fill your army with Archers, high-mobility units and 
resilient fighters who can wade through the frontlines. You'll take plenty of 
casualties, but it only takes a few survivors to kill Ramidos and end the battle 


before your fallen troops bleed out. 


ae 


Loy. Drops (from common to rare) 


On Medicine II, Grimoire Electrisant, Bre 
WA 

wa” 

N/A 


Oberyth, Silver Oberyth 


Grimoire Enflammant, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Grimoire Trombe, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
N/A 

N/A 

NA 

WA 

NA 

N/A 

WA 


N/A 


ALMORICA PASSAGEWAY 


Tics 


A small corridor leading to the 
Castellan’s chambers. The walls are 


unadorned, as befits the walls ofa 


stronghold on this war-torn island, 


Deployment 


1 Character 


Suggested Level 


Terms of Victory 
Vanquish Vyce! 


Terms of Defeat 2) 


Assassin 


Duel Vyce in a Deadly Grudge Match 

The finale of Chapter II pits Denam against Vyce in a one-on-one battle. You 

have to knock Vyce down to 20% or less of his HP to win. You have no friends 
to help you, and Vyce will likely be the stronger fighter by far. There are a few 


ays to give yourself the edge: If Denam is a Knight, use the Phalanx skill to 


protect yourself when you see that Vyce is near the 100 TP he requires to use 
his finishing move (he will still use it every time). Whatever your class, make 
sure you have at least Field Alchemy I (ideally Field Alchemy II) and a bunch 
of Mend Leaves +2 or +3; no other form of healing can restore more HP than 
you lose in a turn. The Counterattack skill will allow you to deal a little extra 


damage, and Knockback will help prevent Vyce’s own Counterattacks. Make 


sure to move as far away as you can after each attack, and then turn to face Vyce, 


so he’s never able to get behind you for a Sneak Attack. 


Choose the Next Path You Wish to Travel 
Your reward for survival is another difficult decision. Tell Leonar “You're right, 
this is no time to fight,” to move on to the Neutral version of Chapter IIT. Say 


“You know I can’t do that” to continue down the path of Chaos. 


Target 
Vyca Ivl} 
21361999 0 
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THE GATES OF ALMORICA 


HWINZi 


This castle was once the seat of 


power in Old Almorica. It was 
taken by Duke Ronwey before the 


outbreak of war. 


Deployment Guest 


4 Characters + 6 Guests Leonar 
Suggested Level 
10 
[Terms of Victory f Vi Tipe 
an Hektor 
Vanquish Hektor! 


Terms of Defeat 


Mirdyn (White Knight) at level 3 
Swords 1H (Rank 2), Spears (Rank 2), Anatomy (Rank 2), Divine Magic, Augment Light (Rank 2), Rampart 
Aura, Counterattack |, Truestrike | 
Spells | innervate, Heal 
White Knights are a superior version of normal Knights, offering better stats, better skills, and a wider selection of 


Skills 


Divine Magic spells. Mirdyn joins at a low level, but with a great class and lots of strong, pre-loaded skills, he’s well 
worth leveling up, 


“ENEMIES. 


SS 


@ | Human M (Hektor) Knight 12 L N/A 

@ | Human Berserker 1 L N/A 

@ =| Human F Warrior a L 45 N/A 

@ Human Terror Knight 4 ft 28 N/A 

@ | HumanM Cleric "1 N 97 N/A 

@ — HumanF Witch if] N 64 N/A 

© | HumanF Archer "1 Cc 62 N/A 

@ = Human F Warrior i) N 84 

Grant Hektor the Public Execution He Desires '\ JOIN FORCES WITH SIR MIIRDYN ; 


The Neutral path of Chapter II begins with an unusual battle against a group : z ‘ Bibs yeast tne 
As soon as you leave Almorica, you trigger an event in which Sir Mirdyn joins 


the party. He also hands over a bunch of White Knight's Marks, but they won't 
do you much good; there are only a handful of characters who can become a White 


of Galgastani stragglers who are poorly equipped and much less of a threat 
than their level suggests. You only get to field four units, but with six strong 


guest characters on the battlefield, Pee vie have (including D er pieen 
Z E night, and no one you have (including Denam) makes the cut. 
this is a hard fight to lose. Use the . 2 Ss is 


Opportunity to train some recent 
recruits, or field your best and focus 


0. 


sdaseoussseenseesa 


more on gathering dropped tarot 


cards than sound strategy. 


BOED FORTRESS 


HIN=2, 


The ruins of an ancient fortress built 


to serve as a watchtower on Phaesta 


Minor. 


Deployment 


10 Characters 


Suggested Level 
ab 


= 
Terms of Victory = 
Vanquish Oz! | = 
2) 
Terms of Defeat iS 


Drops (from common to rare) 


a a 
He 


Human M (Oz) Knight Commander 13 100 Hagiaknight’s Mark”, Platinum Oberyth*, Alluring Boots”, Alluring Corset*, 

Glamrock* 
Human M Templar/Archer 12 is 94 Silver Oberyth, Copper Oberyth, Bronze Oberyth 
Human M Templar/Archer 12 N 84 Silver OberYth, Copper Oberyth, Bronze Oberyth 
duman M Templar/Terror Knight 12 N 90. N/A 
Human M Templar/Cleric 12 L 74 Grimoire Resurrection, Silver Oberyth, Copper Oberyth, Bronze Oberyth 
Human M Templar/Warrior 12 N 76 Beasthide, Bloodied Ventricle 
Human M Templar/Wizard 12 IS 59 Grimoire Scindeciel Il, Silver Oberyth, Herbal Extract, Copper Oberyth 
Human M Templar/Wizard 12 te 72 Grimoire Congelation Il, Silver Oberyth, Nightshade Extract, Copper Oberyth 
Human M Templar/Rune Fencer 12 Cc 86 Silver Oberyth, Grimoire Radiance II, Bronze Oberyth, Grimoire Gelant 
tuman M. Templar/Knight 12 c 88 Gold Oberyth, Golden ingot, Velvet, Silver Oberyth 
Human M Templar/Knight 12 iE 75 N/A 

————————— — 


“Items only available at very high levels 


Send First Aid to Keep Cerya Kicking 
Cerya begins this battle in enemy captivity, Leadened and unarmed, and a favorite target of the sadistic Dark Knight Oz. She probably won't live for even two full 


turns without help—and she'll need lots of it. Deploy all the flying units you can; even if they can't use items or equip Lobbers, you can position them around her to 


provide a valuable distraction. Send Clerics and Knights with healing spells; they may not make it to her side quickly, but their spells don't care about the height of 
the tower she’s trapped upon, which make them more reliable than Lobber-thrown healing items. Keep Cerya at full health at all times to ensure you don't lose her 


to a consecutive series of enemy attacks. There’s no immediate reward for saving her, but if she survives this battle, you can recruit her in Chapter IV. 


Oz leads a group of Templars, who are basically normal foes that disguise their identity by dressing alike. You can still figure out who the Clerics, Knights, and 
Mages are by looking through their skill lists, so target them accordingly. But since looking after Cerya ties up so many of your resources, don’t pass up the 


Opportunity to simply pound on Oz when you get the chance. 


Aquablast 


a) 
eT) 


1 
a 2164164 0 


TYNEMOUTH HILL 


“TUNES — 


White limestone formations jut like 
teeth from the top of this gentle, 
grassy hill. 


Zanga 


Deployment 
10 Characters 


Suggested Level 


14 


Terms of Victory 


© Vanquish Ganpp! 


Terms of Defeat 


Banga 


Obda 


“ENEMIES, 


Human M (Ganpp) Beast Tamer 


Beast (Zanga) Cockatrice 12 
Beast (Berda) Gryphon 12 
Beast (Banga) Cockatrice 12 
Beast (Obda) Gryphon 12 
Winged Human M Wizard 12 
G Winged Human M Cleric 12 
Lizardman Juggernaut 12 
Lizardman Hoplite 12 
Lizardman Juggernaut 12 
Winged Human M Wizard 12 


Target Ganpp but Leave His Beasts Alone 

Ganpp is back, along with his familiar pair of Gryphons and a new pair of pet 
Cockatrices. Unlike your last battle, in which Ganpp would end the fight to 
save his pets, you can now kill his beasts. But you really don’t want to: should 
any one of his four pets dic, Ganpp will either recover 100 HP or gain a burst 


of strength, and he'll stick a nasty debuff on your entire ; 


my. Instead of killing 
them, have your mages stick the critters with Sleep or Petrify effects, while the 
brunt of your army cuts down the Lizardmen soldiers before focusing their 
strength on Ganpp himself. If you move quickly, you can beat him before his 


trio of winged spellcasters arrive from the distant reaches of the map. 


N 


1 [a] — 


A a Dons (rom conmon oar) 


54 Beastmaster's Mark, Silver Oberyth, Bronze Oberyth, Braised Skewer 
74 N/A 

92 Log, Beasthide 

72 N/A 

84 Log, Beasthide 

40 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Grimoire Offrande 

44 Grimoire Bravoure, Hallowing Stone, Blessing Stone, Mend Leaf +3 

29 Juggernaut's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
48 Grimoire Resurrection, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
36 Juggernauts Mark, Bronze Oberyth, Silver Oberyth 

47 Grimoire Tourbition Il, Mend Leaf +2, Herbal Extract, Grimoire Offrande 


Trigger a Side Quest by Heading Southwest to Krysaro 
The map suggests that Port Asyton is your next destination, but it doesn’t need 
to be. Instead, you can head southwest to Krysaro to check in with Leonar and 


his troops. Your conversation unlocks Qadriga Fortress, where you can recruit 


four new heroes with a single martial victory. 


WE LOST NEAR TWENTY MEN UPROOTING THOSE WHO HAD 
GONE TO GROUND IN THE CITY. 


QADRIGA FORTRESS 


IIIN-A (HOBYRIM SIDE, QUESI-VERSION. A) 


= These ruins of an ancient keep mark 


Botis 


the scene of the great battle between 


Gast 
Chamos 


 Chamos (Wizard) 

aS Cudgels (Rank 1), Fire Magic, Dark Magic, Meditate (Rank 1), Augment Fire (Rank 1) 
Sparksphere, Sparksphere ll, Firestorm, Pyroclastic Flow, Misery, Word of Pain, Word of 
ain 1, Meteor Strike, Drain Heart, Drain Mind, Torpor, Petriburst, Charm 
comes with a nice selection of spells in two different schools of magic, including the useful 


Drain spells. With a few additional skills, he could make for a powerful back-up mage. 


Tamuz (Knight) at level 12 


Swords (1H) (Rank 1), Crossbows (Rank 1), Divine Magic, Phalanx, Augment Light (Rank 1 
Spells | Heal, Heal | 
Your army probably has plenty of Knights already, too. But keep Tamuz in mind the next time you 


need a convert for a new frontline combat class. 


i 
© — Human M (Botis) Wizard 14 
is) st Cockatrice 13 
@ Umbra Familiar 13 
to} amiliar Rogue 13 
@ | Winged Human M Beast Tamer 13 
(F) Winged Human M Beast Tamer 13 
© Beast Cockatrice 13 
© 8B Cockatrice 13 
@ Human Terror Knight 13 
@ — HumanF Terror Knight 13 
@ Human Terror Knight 13 
® Beast Cockatrice 13 


« —— sorfnmrsagceae 

| Recruit SiR HOBYRIM €F THE QupRicd FORTRESS SURVIVORS; 
After slayin, ig Botis, the fallen soldiers who survived the battle will pledge their 

swords to your cause. Their mundane classes and Rank-1 skills aren't worth much 

at this point in the game, but they have the strong stats typical of named characters, 


and make fine raw material for future classmarks. They also have some pretty sweet 
gear 


prize is Sir Hobyrim, who introduces himself in an event after the fight. 
whatever you like when prompted the first time, and then accept his request to 
/01" you, Sir Hobyrim is the first Swordmaster available to you (unless you recruited 
one tn the Phorampa Wildwood) and has an exceptional assortment of skills. 


King Dorgalua and King Rodrick, 
who once vied for control of the 


) islands. 


Gissn 
8 Characters + 3 Guests 
00) 
Gust 12 
Phaesta 


Terms of Victory 


Vanquish Batos! 


Terms of Defeat 


Skilis | Spears (Rank 1), Lightning Magic, HP Infusion, Wade I, Augment Lightning (Rank 1) 
Spells | Lightning Bow. Lightning Bow II 

You should have all the Valkyries you need already, and the others surely have better skills than 
Phaesta, She may be useful in other ways, though; with her stats, she'd make a pretty decent Ninja 
or Dragoon. 


* 


Hobyrim (Swordmaste: 


Hobyrim is a heck of a fighter. He has fantastic skills and equipment, and the Swordmaster War 
Dance ability gives him a great deal of range on the battlefield. (War Dances are spell-like abilities that 
require a fan to use.) Level him up and he'll pay dividends soon 


ENEMIES, 


— 


Drops (from common to rare) 


c 73 N/A 

N 68 Beasthide, Herbal Extract, Nightshade Extract 

C 31 Inferior Ore, Log, Leather, Familiar's Mark 

L 28 Inferior Ore, Log, Leather, Bandit’s Mark 

Cc 79 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

N 55 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

Cc 24 Beasthide, Herbal Extract. Nightshade Extract 

D 44 WA 

N 74 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
L 54 N/A 

c 69 Copper Oberyth, Bronze Oberyth, Ashmedai's Grog, Dreadknight’s Mark 
N 54 N/A 


<-Get Medical Care to Leonar’s Fallen Troops 


This battle features a new twist on the many rescue missions you've played 


before: the three characters you're out to save have already fallen, and your 


mission is to end the battle before they expire after three turns. You're free to 
revive them with Blessing Stones and such, but beware: if you revive fallen 
soldiers and they die again, they'll disappear forever. In a battle against so many 


flying foes, that’s way too risky. 


Your best bet is merely to hone in on Botis and kill him within three turns. 
Deploy your air force and high-mobility units like Ninjas and Archers. Leave 
the Knights and Clerics at home. Your goal is to win within three turns, so 


casualties don’t matter. 


HAS) MOMENI MYM 


95 


96 


PORT 


(UiN=4 


ASYTON 


‘Gace 


The sole port in the Brigantys 
region, Asyton enjoys vigorous trade 
as the gateway to the western Obero 
Sea. 


Deployment 


10 Characters 
q 


P) Suggested Level 


i 12 


i Terms of Victory 
Vanquish the enemy! 


) Terms of Defeat 


Dievold (Terror Knight) at level 12 
Skills 


Spells | Drain Heart, Paralytic Wave, Sleep, Gravity Flux 


make the switch. 


(ENEMIES, 


\Sasienaieenbctacseesicicis noel 


© | Winged Human M Zombie Warrior 

© | Skeleton Enchantress 
© Phantom Wizard 

© | Human F Zombie Cleric 

@ | Dragon Zombie Cloud Dragon 
@ — Human M Zombie Archer 

© | Lizardman Zombie Juggernaut 
@ — Human F Zombie Knight 

@ | Human M Zombie Warrior 

© | Skeleton Warrior 

cK) Warrior 


Human F Zombie 


Still the Undead to Protect Two Innocents 
The undead menace has come to 
Port Asyton. Half the foes on this 
battlefield begin in a stilled state, 
Waiting to rise in three short turns. 
To clear the battlefield, you need to 
make sure that every enemy is down 
at the same time, which means either 
slowly but surely Exorcising them 

all, or blitzing the standing foes to 
Kill them all within three turns. Both 
Strategies are viable, but Exorcising 
your way through this battlefield 

is the only way to get the enemies’ 


generous item drops. 


Dievold 


Swords (2H) (Rank 2), Dark Magic, Fearful Impact, Counterattack, Augment Darkness (Rank 2 


Dievold is the game's only named Terror Knight, and he knows all the key skills to make the class 
work, If you've been using a Terror Knight based on a random character, it might be a good idea to 


§ | Skills 


Spells 


Cudgels (Rank 2), Divine Magic, Sanctuary |, Anatomy (Rank 1), Augment Light (Rank 2) 
Exorcism, Silent Light, Boon of Swiftness, Awaken, innervate, Singing Light, Awaken Stone 
Cleanse, Heal, Heal I!, Major Heal 


Oelias has one ability that Donnalto probably doesn’t have: she has somehow managed to hit Rank 2 


with the Cudgel skill. TI llows her to use the Wrathful Snake finishing move and do some actual 


damage on the battlefield. 


+ 
We Loy 
12 L 68 N/A 

12 Cc 34 Grimoire Bouledefeu !!, Grimoire Enflammant, Silver Oberyth, Herbal Extract 
12 c 20 Silver Oberyth, Grimoire Aiguille I, Grimoire Rempart, Nightshade Extract 

12 he 80 Hallowing Stone, Grimoire Mobilite, Blessing Stone, Mend Leaf +3 

12 Cc 15 Windwyrm's Mark, Inferior Ore, Gemstones, Krystallos Ore 

12 L 76 Bronze Oberyth 

12 c 35 Juggernaut’s Mark 

12 L 90 Silver Oberyt 

12 L 74 Beasthide, Bloodied Ventricle, Copper Oberyth 

12 N 52 N/A 

12 L 79 Beasthide, Bloodied Ventricle, Copper Oberyth 


on ——————— 
GROW YOUR RANKS Witt NYBETHS KIN 


You lose this battle if you allow 
anything to happen to Dievold 
or Oelias, but the two are 

quite capable of taking care of 
themselves. After the fight, they 


will point the way to your next 1 veer wet. vou mar sow vs 
2 fu soery 


T MUST REFUSE. 


destination and offer to join you 


as fully controllable recruits. 


santa 


Dis 
Cassandra 


Le a a eT 


Human F (Cassandra) Necromancer 
Jmbra Rogue 
Umbra Familiar 
Umbra Juggernaut 
Phantom Wizard 
Lizardman Hoplite 

@* | Dragon Flame Dragon 

©- Skeleton Warrior 

@- Dragon Flame Dragon 

) leton Terror Knight 
Phantom Wizard 
Phantom Enchantress 
Skeleton Warrior 
Skeleton Knight 
Skeleton Archer 
Skeleton Terror Knight 


Chese are neutral units that will not attack unless provoked. 


Unit randomly appears as a “Summon Darkness" target 


Corner Cassandra for an Easy Victory 


You only get eight units in this battle, but that’s more than enough to surround and kill a Necromancer with weak 


number of enemies in the chart above, there are really only five other enemies | 


vl. 
14 
13 
13 
13 
13 
13 
13 


13 


Oslolel/zlejolelzliclo 


2 


zlzlrl= 


don’t bother them, And Cassandra can’t summon additional units until you remove 


Use high mobility units and send them leaping over the lava to the left and right of your st 


she runs. Archers can move to the top of the starting island 


Pa | toy | 
78 


MOUNT HED 


Bandit’s Mark 
N/A 
duggernaut's Mark 


Drops (from common to rare) 
Grimoire Offrande, Bronze Oberyth, Silver Oberyth 


TS 


LIIN-5 


A a a! 


An active volcano towering over 
the center of Banhamuba. Even 
now, molten lava flows daily from 


its crater. 


Deployment 


8 Characters 


Suggested Level 
12 
Terms of Victory . 


Vanquish Cassandra! 


Grimoire Foudrarc II, Beasthide, Ink, Parchment 
Footsoldier’s Mark, Bronze Oberyth, Silver Oberyth 


Ore 


Firewyrm’s Mark, Inferior Ore, Gemstones, Krystal 
N/A 
Firewyrm’s Mark, Inferior Ore, Gemstones, Krystallos Ore 


N/A 


Bronze Oberyth, Silver Oberyth, Copper Oberyth, Grimoire Tourbillon II 
Bronze Oberyth, Silver Oberyth, Copper Oberyth, Grimoire Rocher II 


N/A 
N/A 
N/A 
Skyiron 


some of the existing ones. 


and have a clear shot at almost any foe on the map. 


defenses and no healing ability, Despite the large 


here; the four sleeping units (two Dragons and two Skeletons) won't bother you if you 


arting island, so you'll have someone to meet Cassandra whichever way 


a 68200m 0 


HAGIA BANHAMUBA 


HINO 


An ancient temple built to worship 
Ishtar, Goddess of Light and 
Warfare. 


jeployment 


8 Characters 


Suggested Level 


12 


Terms of Victory 


Vanquish Cressida! 


Terms of Defeat 


[are 
5 


ENEMIES, 


eae 


Re Sr 
14 iE 85 


Human F (Cressida) Necromancer Grimoire Offrande, Bronze Oberyth, Silver Oberyth 
Beast 13 G 46 Inferior Ore, Tin Ore, Copper Ore, Grimoire Revirement 
Beast Cyclops 13 c 20 Inferior Ore, Tin Ore, Copper Ore, Grimoire Revirement 
( Faerie Familiar 13 N 81 Fantiliar’s Mark, Grimoire Malepluie 1) 
Faerie Familiar 13 N 64 Familiar's Mark, Grimoire Briseciel |! 
Faerie Rogue 13 N 87 N/A 
@* | Phantom Wizard 13 N 31 N/A 
o- Enchantress 13 L 53 N/A 
o Warrior 13 c 95 N/A 
o- Warrior 13 L 66 N/A 
“| Umbra Hoplite 13 C 29 Silver Oberyth 
Umbra Juggernaut 13 N 88 Bronze Oberyth, Copper Oberyth 
Umbr Familiar 13 C 51 N/A 
“* | Umbra Rogue 13 iL 40 N/A 
Lamia Warrior 13 N 28 N/A 
Z Lamia Archer 13 N 64 N/A ‘ 


“These are nextral units that will not attack unless provoked. 


“Unit randomly appears as a “Summon Darkness” target. 


Send the Necromancer Cressida to Join Her Mother 


On¢e again, you have only eight slots for characters. Bring at least two Archers, and a Dragoon or two if you have them. You begin this battle at the top of a steep 


Stairease, which makes it easy to hit even out-of-r ange targets as you descend toward Cressida. She'll throw a pair of Cyclopes (easy pickings for a Dragoon with the 


Beastslayer skill) and a trio of Faeries in your path. Killing foes allows Cressida to summon replacements, but kill them all anyway; the Cyclopes are in your way and 
the Paeries have healing abilities that could potentially cause problems. The newly summoned replacements will surround Cressida, but they can’t stop your Archers 


from punching a few Tremendous Shot arrows through their master’s willowy Necromancer frame. 


Sparksphere 


3013501022 


NDAMSA FORTRESS 


000 


|} Leaner 
Nybeth 
=a © 
peer as j (0) 
{ e0e } = 
000 


0 Human M (Nybeth) Necromancer 14 
(a) Umbra Zombie (Gildas) Death Knight 14 
© | Lamia Zombie Witch 13 
@ — Umbra Zombie Archer 13 
@ | Human F Zombie Archer 13 
(F) Winged Human M Zombie Rune Fencer 13 
@ _ Lizardman Zombie Berserker 13 
tH) Human M Zombie Terror Knight 13 
@: Skeleton Terror Knight 13 
© = Phantom Wizard 13 
@> | Skeleton Knight 13 
Umbra Zombie Rogue 13 
Golem Zombie Stone Golem 13 
Dragon Zombie Dark Dragon 13 
Dragon Zombie Hydra 13 
Lamia Zombie Matriarch 13 

These are neutral units that will not attack unless provoked. 

Unit randomly appears as a “Summon Darkness” target. 


Slip Through Nybeth’s Undead Horde 
The final battle (for now) of the Necromancer subplot unfolds like the two 
before it, Removing a unit from the board will allow Nybeth to replace it with 


something much stronger, so you generally want to avoid clearing out weal 


foes and concentrate on removing their leader. But since all of Nybeth’s minions 
are undead, you can feel free to knock them out, just so long as you don’t 


Exorcise their remains. 


Ndamsa Fortres 


is a terrible battlefield for slow characters, and even agile ones 
will have trouble reaching Nybeth when the paths are so easily blocked by his 
henchmen, Field all the flying units you can, as well as high-jumping Ninjas. 
Archers with bows will have trouble firing up such a steep hill, but long-range 
crossbows might be able to do the trick, 


O12 |e) fo 


a TTA 
err (INE 
The ancient ruins of a mighty 

fortress, constructed to defend the 


island of Deknigos from invasion. 


Deployment 
8 Characters a 
q 


} Suggested Level 


12 


acute 


Terms of Victory 4 
Vanquish Nybeth! | 


Terms of Defeat 


800 


Ox 


ae NEMIES,: 


Drops (from common to rare) 


N/A 
35 N/A 
62 Log, Salted Lobe, Grimoire Flammes II 
47 N/A 

re 

56 N/A 
6 Log, Beasthide, Peregrine’s Mark, inferior Ore 
24 Krystallos Ore, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
45 N/A 
41 N/A 
75 N/A 
19 NWA 
45 N/A 
68 Footsoldier's Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 


35 N/A 
62 NA 
Silver Oberyth, Bronze Oberyth, Copper Oberyth, Grimoire Congelation I! 


Head East to Your Next Destination 

After besting Nybeth, return to Almorica Castle to report and receive your next 
assignment. Players who skipped the first version of the Hobyrim side quests 
(the battle at Qadriga Fortress) should pay a visit to Golyat, where they can 
challenge a new side quest that ends in another opportunity to recruit Hobyrim. 


Players who have already met the man should move on to Coritanae Keep; they 


will find nothing of interest in Golyat. 
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GOLYAT 


TUINZB.CH 


A port town on Galdochae, known 


as Oberon’s Pearl in better days. Its Nn . : 
‘ Orgeau 


once-beautiful walls now bear the 


Sears of war. 


Deployment 


6 Characters 


13 
Terms of Victory 


Vanquish Or 


Skill 2-H Katana (Rank 2), War Dances, Anatomy 
ills 
(Rank 2), Parry (Rank 2), Counterattack |, Truestrike il, Preempt 


Spells | — 


Hobyrim is @ heck of a fighter. He has fantastic skils and equipment, and the Swordmaster War Dance ability gives him 
f range on the battlefield. (War Dances are spell-like abilities that require a fan to use.) Level him up and 


he'll pay dividends soon. 


ENEMIES _ 
SS 
CA Winged Human M (Orgeau) Beast Tamer 15 L 56 N/A 
€ Winged Human M Cleric 14 (¢; 71 Copper Oberyth, Grimoire Mobilite 
G Umbra Berserker 14 N 66 N/A 
Umbra Wizard 14 Cc 82 N/A 
Beast Cyclops 14 N 44 Beasthide, Herbal Extract, Nightshade Extract 
Lizardman Hoplite 14 N 33 Inferior Ore, Bronze Oberyth, Silver Oberyth, Footsoldier’s Mark 
G Winged Human M Archer 14 Cc 59 Bronze Oberyth, Silver Oberyth 
© Umbra Berserker 14 (6; 45 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker's Mark 
Lizardman Juggernaut 14 N 63 Inferior Ore, Log, Leather, Juggernaut's Mark 
Beast Octopus 14 ¢ 29 Beasthide, Herbal Extract, Nightshade Extract 


Battle Orgeau for a Second Chance to Recruit Hobyrim 


Players who haven't completed this chapter's Qadriga Fortress side quest will now find it closed off to them. However, they have access to an exclusive new side 
y F F 8 1 A 
quest battle, which takes place in the city of Golyat, south of Almorica Castle. Victors will have the same opportunity to recruit Hobyrim that they did at the end of 


the Qadriga Fortress battle. 


Xourmay only field six characters in this battle, and your foes are pretty tough, Use a mobile party of Archers, Ninjas, Rune Fencers and the like to quickly snipe 
eu Orgeau and the Cleric who keeps him alive, while ignoring his other henchmen. A good Dark Magic user is worth a slot for its ability to Petrify or, better yet, 


Charm, the Cyclops and Octopus that will attempt to block the bridge between your starting position and Orgeau’s troops. 
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THE GATES OF CORITANAE 


nm LUNES, 
[itexpen | 
Gildora_ | A fitting fortress to guard one of 
the richest regions on the islands. 


Coritanae Keep was built on a rocky 
outcropping in the middle of the 
Xeod, giving it natural protection 


from invaders. | 
Lea 


Deployment bi 


42 Characters 


| 
Suggested Level ¥ 


13 


Terms of Victory 


HDNOMEMNAYMA 


Vanquish Gildora! 


Terms of Defeat 


4 


ENEMIES 


me Human F (Gildora) Witch 15 L 80 Magus's Mafk, Grimoire Rocher II, Grimoire Oeildaigle, Wyrm Gem 
(3) Winged Human M Archer 14 L 38 Peregrine’s Mark, Inferior Ore, Beasthide, Log 
@ Archer 14 N 12 N/A 
(o} Wizard 14 L 93 Silver Oberyth, Grimoire Revirement 
e Cleric 14 c 16 Hallowing Stone, Grimoire Bravoure, Grimoire Resurrection, Blessing Stone 
@ = HumanM Berserker 14 N 34 N/A 
@ = HumanF Terror Knight 14 Cc 46 {ron Sand, Shoulder Shard 
(4) Human M. Knight 14 Cc 26 Inferior Ore, Dried Eyestem 
@ = Dragon Thunder Dragon 14 c 53 N/A 
o Human M Ninja 14 Cc 62 Scroll of the Reins, Scroll of Waveshear, Ninja's Mark, Silver Oberyth 
@ — Human F Valkyrie 14 L 46 Grimoire Aiguille I, Bronze Oberyth, Silver Oberyth 
@ — HumanF Enchantress 14 is 44 N/A 
@ = Human Terror Knight 14 N 48 WA J 
@°* Human Rune Fencer 14 L 59) N/A 
@°* Human M Terror Knight 14 N 60 WA 
@* Human F Warrior 14 L 55 N/A 
@* = Human F Kunoichi 14 N 62 N/A 
@* Human F Rogue 14 c 74 


‘Unit randomly appears as a mid-battle reinforcement. 


Distract the Guards While You Close In on Gildora 


There are two approaches to this map: you can wade and hop your way through the moat, or travel east and then 
northwest across the bridge. The best strategy is to send a handful of Knights and Warriors over the moat to distract 
the majority of Gildora’s troops while your mobile forces take the bridge route to strike at Gildora. Most of the enemies 
near the moat cannot wade, so your distraction team can keep them at bay indefinitely by occupying the far edge of the 


islands in the water. 


As you kill enemy units, they're quickly replaced by new reinforcements who enter the battlefield from the west, east, 
and north corners of the map. The reinforcements will wear you down eventually, so aim to wound most of the enemies 
without killing them until you're in position near Gildora, when the reinforcements will be too late to help. Finish off 


the enemies with the best drops, then converge upon Gildora to finish the fight. 


Don’t confuse the Magus’s Mark Gildora drops with the garden-variety Mage’s Mark. It's the key to unlocking the 


Witch and Warlock classes, which will make a nice upgrade for your Wizards and Enchantresses. 
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CORITANAE WARD 


HIN-9 


The remnants of an indoor garden. 
Water was once sluiced to the sides 
of the central corridor to feed the 
trees that grew here. 


Deployment 


12 Characters 


Suggested Level 


13 


Terms of Victory 
Vanquish Xaebos! 


|) Terms of Defeat 


ES 
ENEMIES __ 


= 


15 L 99 N/A 


Human M (Xaebos) Knight 

Human F Cleric 14 C 19 Blessing Stone, Hallowing Stone, Grimoire Resurrection, Grimoire Bravoure 
Human M Cleric 14 L 76 Blessing Stone, Hallowing Stone, Grimoire Resurrection, Grimoire Bravoure 
Human F Enchantress 14 L 29 Scindeciel !!, Grimoire Offrande. Magic Leaf +2, Bundle of Herbs 
Human M Wizard 14 N 35 Grimoire Congelation 11, Grimoire Gelant Bronze Oberyth, Silver Oberyth 
Winged Human M Warrior 14 N 56 Copper Oberyth 

Human F Archer 14 Cc 48 N/A 

Human M Archer 14 L 59 N/A 

Winge Human M Warrior 14 N 84 N/A 

Human F Dragoon 1 N 68 Dragoon's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

Human M Dragoon 14 c 74 Dragoon’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

Human M Terror Knight 14 Ih 87 Bronze Oberyth, Silver Oberyth 

Human F Terror Knight 14 N 45 Copper Oberyth, Grimoire Briseciel II 


Don’t Get Trapped on the Coritanae Passage 


The main factor in this battle is the terrain, A thin bridge-like pas 


ge connects your starting position to the enemy’s starting position, and any agile character who 
jumps off of it will be stuck in a pit below, able to return only at the single point on either side of the passage that has a low enough elevation for agile characters to 


Jump back up. (Slow characters cannot jump back up at all, and the pit is too deep for them to voluntarily jump down.) 


The enemy will attempt to block the passage with the Rampart Aura ability of its Terror Knights. You can’t lure them into coming after you, but you can advance 


just enough to pick off the Knights with your Archers before rushing down the passage. Once the battle begins in earnest, send your more mobile Ninjas and 


flying characters through the pit to strike at the spellcasters behind their frontlines. After cutting off Xacbos's support, use spells like Pyroclastic Flow to soften his 


defenses as you go in for the kill 


Petriburst 


Raynard Lv1 
181440 
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MOUNT WEOBRY 


An active volcano in the Burnham 
Massif, a mountain range rising in the 
island’s central region. After 120 years 
of slumber, the volcano reawakened 
upon the death of King Dorgalua. 


Deployment ; 
12 


racters 


Ba 
Suggested Level 
13 g 


Vanquish the enemy! 


Terms of Defeat 


A 


fA 


cmeaENEMIES, 


ez Class 


fa} Earth Dragon N 15 Cragwyrm’s Mark, Inferior Ore, Krystallos Ore, Gemstones 

(3) Skeleton Knight 14 N 40 Jaam’s Poufice Blessing Stone, Hallowing Stone, Silver Oberyth 
tc] Flame Dragon 14 N 35 Firewyrm's Mark, Inferior Ore, Krystallos Ore, Gemstones 

{0} Enchantress 14 c 12 Silver Oberyth, Bronze Oberyth, Copper Oberyth 

e Lizardman Patriarch 14 c 84 N/A 

(F) Golem Stone Golem 14 L 75 Granite’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
ic] dman Juggernaut 14 c 62 Juggernaut's Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
o Lizardman Hoplite 14 c 45 Footsoldier’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
oO Dragon Dark Dragon 14 c 21 Gloomwyrm’s Mark, Inferior Ore, Krystallos Ore, Gemstones 

(3) Golem Clay Golem 14 L 74 N/A 

cK) Knight 14 L 36 Silver Oberyth, Bronze Oberyth 

e Cockatrice 14 N 30 N/A 

oO Wizard 14 N 39 Silver Oberyth, Bronze Oberyth, Copper Oberyth 

@- Dragon Hydra 14 te 25 N/A 

@- | Skeleton Warrior 4 N 36 NWA 

@> Skeleton Archer 14 c 25 N/A 

@> | Beast Gryphon 14 L 27 Winged Boots 

@> Beast Cyclops 14 c 15 N/A 

is} Phantom Warlock 14 L 10 Grimoire Vifesprit 


‘Only a random selection of these units appear. Unit may appear as a mid-battle reinforcement. 


Recruit Wild Dragons in a War Against the Undead 


Beast Tamers and Dragoons are the key units in the early turns of this battle. Dragoons can cut through the large army 


of dragons and Beasts here, but a Beast Tamer can be even more effective, as some of the critters on this map tend to 
have very low loyalty scores and can be turned long before they reach the brink of death. A few high-level Dragon 
partners will come in mighty handy in the later turns, when the fallen undead begin to rise and are joined by more 


undead reinforcements. (The reinforcements max out at six units, mercifully.) 


Be very careful about positioning your units at the edge of landmasses; most of the enemy beasts know the knockback 
skill, and being knocked into the void is a one-hit kill that doesn’t leave behind a body to revive. Of course, if your own heroes have the knockback skill, they ean use 


the same trick against their foes. 


Unless you can knock them off the map, you will have to bring down every undead unit at the same time to complete this battle. Have your Clerics put the Exorcism 
skill to good use early in the game; this battle is a long and hard one, and the less time you waste killing Skeletons the better. (Note that unlike previous maps, the 


undead units that begin this map in a stilled state are not neutral units and will attack you immediately upon waking.) 
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THE ARKHAIOPOLIS OF RHIME 


SALINE nen 
‘This ancient city, constructed several 
centuries in the past, was the site of 
the first battle between Galgastani 
and Walister. 


Deployment 


10 Characters 


Suggested Level 


B13 


}) Terms of Victory 


= 
Vanquish the enemy! 


Terms of Defeat 


aS 
ENEMIES. 


[te | a | oy. | Drops (fram common to rare) 
15 84 


© | HumanM Cleric N Grimoire Bravoure 

@® = Human F Beast Tamer 15 L 65 N/A 

@ Dragon Frost Dragon 15 Cc 24 N/A 

@ — HumanM Archer 15 L 36 N/A 

@ = Human M Terror Knight 15 N 75 Copier Oberyth 

@  HumanM Wizard 15 Cc 45 Grimoire Scindeciel II, Grimoire Eclair, Magic Leaf +2, Silver Oberyth 

@® | HumanM Knight 15 [E 34 Silver Oberyth 

@ Dragon Arc Dragon 15 N 25 N/A 

@ = Human F Archer 15 HL 67 Bronze Oberyth 

© HumanF Beast Tamer 15 Cc 97 N/A 

@ | HumanF Cleric 15 N 68 Blessing Stone, Hallowing Stone, Grimoire Resurrection, Grimoire Bravoure 
@ Human Valkyrie 45 CF 16 N/A 

Hunt Down the Raiders in Every Corner of Rhime Return to Almorica Castle for Your Final Assignment 
You face high-level foes in this battle, but their lack of organization and After reuniting at Almorica Castle, Leonar and Denam will march north to 
leadership makes them easy prey for a well-prepared team, If you have a Beast Phidoch Castle. There you can choose to launch an attack against either the 
‘Tamer, try to rush the Dragons with your whole army to knock them down south or west wall. (It isn’t possible to do both.) Once you enter the castle, there’s 
into Tame range; both enemy Dragons have very low loyalty scores. Otherwise, no going back out, so do any urgent shopping, crafting, and grinding first. 


ignore the dragons as you hunt down the Wizards and Archers hiding behind 
the nearby buildings; engaging the Dragons early will only build their TP and 
all warelere Saber aithrattacks betorear iE 
allow them to do serious damage with their breath attacks before you have a WE HAVE THE RIGHT IN THIS CONELICT—JUSTICE 1S. ON OUR 
chance to spread out your troops. SIDE—AND SO ARE WE COMPELLED TO ACTION! 


Rhadina 1v15, 
352740 0 


PHIDOCH WEST CURTAIN WALL 


mLLINZIZA 


aE The area before the gates of The 
Mercure F Swan. A second wall was added 


beyond the first during the war, 


Deployment 
12 Characters 


Suggested Level 
14 * 


Terms of Victory | 


Vanquish Mercure! ~ 


ms of Defeat 


ISCAS 


HSM 


“5 
Lac 


Ta wENEMIES 


ae, 


Drops (from common to rare) 


Ke oe 
16 


@ | Human M (Mercure) Swordmaster le 78 Codex of Gems 

(3) Stone Golem 15 iL 67 Tin Ore, Graphite, Gold Ore, Granite’s Mark 

cc) Iron Golem 15 c 38 Iron Sand, Inferior Ore, Platinum Ore, Black Iron’s Mark 

to} Archer 15 N 59 N/A 

te) Berserker 15 N 92 N/A 

(Fr) Warlock 15 Cc 55 Copper Oberyth, Bronze Oberyth, Magus’s Mark, Wyrm Gem 

(c) Berserker 15 N 42 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker's Mark 

i) tron Golem 15 N 46 Skyiron 

o Archer 15 Cc 61 N/A 

) Cleric 15 iE 37 N/A 

i) Stone Golem 15 id 80 N/A 

@ nged Human M Archer 15 ¢ 61 N/A 

@* Winged Human M Wizard 15 Cc 28 N/A , 

0 Winged Human M Rune Fencer 15 L 45 Copper Oberyth, Bronze Oberyth, Silver Oberyth, MageN/AKnight’s Mark 
@O* Human Warrior 15 N 69 N/A 

() Human F Terror Knight 15 N 74 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
© | HumanM Warlock 15 N er Oberyth 


“Unit randomly appears as a mid-battle reinforcement. 


Sneak past the Guardian Golems to Reach Mercure 
Once again, players have a choice of two approaches into Phidoch Castle. The 
two battles are quite similar, with players striving to kill the enemy leader before 


they're overwhelmed by reinforcements. 


Tn the west wall map, split your force into two units. Leave one on the bridge 
near the starting point, with Knights to slow down incoming units and 
spellcasters who are capable of causing Breach, Petrify, or Sleep effects. You don't 
want to kill anyone because they will just be replaced with reinforcements, so 
Spells like Petriburst are a great way to slow down the enemy without building a 


body count. 


While that team provides a distraction on the bridge, send another team of your 


Most mobile units down the southeast edge of the map, and then northeast up 
the grassy path to the higher tiers of the castle. They can intercept Mercure as 


he comes down to join the fun, and should be able to overwhelm him and his Cleric before the Golems can come to their defense. 
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PHIDOCH SOUTH CURTAIN WALL 


“INA 


The chalk used in the construction 
THADER 


of this castle’s walls give Phidoch Vestiarri 


its nickname: “The Swan.” It is 
nonetheless a powerful fortress 
situated in the middle of the island. 


jeployment 
12 Character: 


Suggested Level 
14 


Terms of Victory 


i Vanquish Vestiarri! 


Terms of Defeat 


| Drops (fram common to rare) 


0 Human F (Vestiarri) Enchantress 16 c 34 Codex of Gems 

@ | Human Cleric 15 L 45 a” 

(c) Human M Warlock 15 N 68 Magus’s Mark, Wyrm Gem, Grimoire Rocher I, Biblion Anatomiae 

© — Winged Human M Beast Tamer 15 L 72 Fruit of the Adept, Javelin, Peregrine’s Mark, Silver Oberyth 

e Human M Archer 15 c 65 N/A 

@ Human M Cleric 15 N 95 Bronze Oberyth, Silver Oberyth, Grimoire Resurrection 

@ | Human F Archer 15 L 60 N/A 

@ = Human F Knight 15 N 63 N/A 

oe Dragon Flood Dragon 15 L 28 N/A 

© = Human Knight 15 c 51 N/A 

@ Dragon Thunder Dragon 15 c 71 N/A 

@- Winged Human Archer 15 N 85 WA 

@- | Winged Human M Cleric 15 L 70 Copper Oberyth, Grimoire Mobilite 7 

@> = Winged Human M Wizard 1 N 54 Grimoire Malepluie {!, Grimoire Petrifiant. Magic Leaf +2, Nightshade 

@- Human Dragoon 15 c 39 Dragoon’s Mark, Bronze Oberyth, Silver Oberyth Dragon Steak 

@- | HumanM Ninja 15 Cc 59 Scroll of Flameshear, Scroll of the Toad Ninja’s Mark, Silver Oberyth key 

@- Human F Warrior 15 N 43 N/A 

“Only a random selection of these wnits will appear. Unit randomly appears as a mid-battle reinforcement. 

Sneak Past the Castle Guardians to Reach Vestiarri 

Vestiarti is smart enough to stay in the safety of the castle’s upper floor, forcing P Movement range depends on terrain, elevation, movement type. and move stat 
i amt 


You to go to her. Unless you have enough winged units to rush her directly, ay ee 7 S SS k ake 
youlll have to field a party that’s heavy with both defensive units like Knights , 

and agile, highly mobile units like Ninjas. Line up your team along the 
Southeast side of the river, and lure as many foes into a battle there as you can. 
Try not to kill anyone so they can't be replaced with fresh reinforcements; status 
effects like Petrify, Sleep, and Breach are your best bets. 


While your heavy units keep the enemy Knights and Dragons occupied, your 
agile units should be able to slip into the castle through the main stairs and cut 


down Vestiarri before her reinforcements get out of hand, 
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PHIDOCH GREAT HALL 


ITIN= 13, 13 


p ‘The great hall of the castle, where King 
zma ee s 


Dorgalua rallied his troops to strike at 


Rodrick’s army during the war. 


Deployment 


12 Characters 


Suggested Level 
14 
Terms of Victory = 


Vanquish Ozma! 


Terms of Defeat 


4 


en ene ENTE 


Drops (from common to rare) 


@ ~~ Human F (Ozma) Knight Commander 16 L 100 Hagiaknight’s Mark”, Rose Whip* 
© | HumanM Knight 16 L 28 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
| @ Human Cleric 15 c a1 | NA 4 
| 10) Dragon Hydra 15 c 71 Inferior Ore, Krystallos Ore, Gemstones 
G Human M Terror Knight 15 ie 35 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Grimoire Aspirenergie 
G Human F Archer 15 N 69 N/A 
Human F Witch 15 Cc 74 Wyrm Gem, Copper Oberyth, Bronze Oberyth, Magus’s Mark 
Huin Beast Tamer 15 L 50 N/A 
t Human M Archer 15 N 55 NWA 
0 luman M Templar/Warrior 15 N 83 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's Mark 
Human F Templar/Enchantress 15 L 85 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage’s Mark 
man F Templar/Knight 15 L 91 N/A 
@ = Human M Templar/Cleric 15 L 74 N/A 
0 man M Templar/Dragoon 15 {i 88 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 
"Hagiak 


knight's Mark and Rose Whip only available at very high t 


Cut Off the Templars and Fight Ozma’s Minions 

The enemies in this map are grouped into two batches. Five Templars are waiting in the nor theast, while Ozma and her army of mostly light support units descend 
from the stairs to the east. If you have Knights with the Rampart Aura skill, use them to tie up the Templars while your Archers and mobile units focus on the stairs, 
picking off the spellcasters and Archers before they can do much damage. Unless you want to make a clean sweep of the room by killing the Templars (who don’t have 
any particularly interesting drops), you might as well have your forces continue on to Ozma, surround her, and bring the battle to an early end. To make things easier, 


you may want to isolate the Cleric among the Templars (you can see which Templar is which by exe amining their skills lists) and pick her off before she can interfere. 
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(MW1) € YaLdVHO 


JULI 


ADURA DRIFT 


| 


The massive sheets of ice covering 
this land endure the four seasons 


Without melting. 


Deployment 


10 Characters 


Suggested Level 


1 


Terms of Victory 


Vanquish Hektor! 


Terms of Defeat 


ENEMIES, 
“Sala - 


asisterinaracemet i 


© | Human M (Hektor) Knight 12 L 90 WA 

@ HumanM Knight 11 N 54 Bronze Oberyth, Silver Oberyth 

@ — Human Warrior LG ¢ 38 N/A 

© HumanF Warrior ii N 29 N/A 

@ Human F Archer 11 CG 16 N/A ‘ 

@ | Human Archer 11 N 34 N/A 

@ = HumanM Wizard 11 c 44 Grimoire Scindeciel Il, Herbal Extract. Copper Oberyth, Silver Oberyth 

@ HumanF Enchantress. 1 L 39 Grimoire Congelation Ii, Nightshade Extract Copper Oberyth, Silver Oberyth 
@ = Human Cleric 1 N 35 Grimoire Vitalite 1!, Copper Oberyth, Bronze Oberyth, Silver Oberyth 


Ease into Chapter Ill with a Snowy Skirmish 


The dawn of Chapter III doesn’t seem to have brought a ton of exciting new 
items to the shop. But if you check the end of the Sundries section, you'll 
find new recipe books that will finally allow you to start sticking +1’s onto 
your highest-level Baldur gear. 


0 ou 0. 


When you're done with your upgrades, set a course to Madura Drift, via ROSASFSR ITF eehseas 


Qadriga Fortress. You can attempt some random encounters along the way, 


but the first battle of this chapter is quite a bit easier than the final battles of 
Chapter II, and it presents a good opportunity to train your weaker units. Try to slip through the wall of Knights to strike at the weaker enemy mages and Clerics, 


and then turn your fully charged finishing moves on Hektor for the win. 


RIGANTYS WEST CURTAIN WALL 


i ILe2Ay ; 


The western side of the castle, facing 


the Holboss. Part of the wall was 


damaged during the war, 


Deployment 
10 Characters 


Suggeste: el 
12 
Terms of Victory 


Vanquish Bingham! 


é 


bY eee oe 


Terms of Defeat 


Oy. 
oO Human M (Bingham) Archer 13 C 39 N/A 
© Beast Cyclops 12 N 47 Inferior Ore, Tin Ore, Copper Ore, Grimoire Revirement 
@ Umbra Hoplite U3 C 36 Footsoldier's Mark, Silver Oberyth, Bronze Oberyth 
@ — Winged Human M Archer 12 Cc 33 Peregrine’s Mark, Beasthide, Log, Copper Ore 
@ Winged Human M Archer 12 L 45 Peregrine’s Mark, Beasthide, Log, Copper Ore 
@ Umbra Juggernaut 12 C 20 Juggernaut’s Mark, Silver Oberyth, Bronze Oberyth 
© Beast Cyclops 12 [FE 58 inferior Ore, Tin Ore, Copper Ore, Grimoire Revirement 
@ — HumanF Enchantress 12 C 50 Grimoire Rempart, Grimoire Aiguille l!, Nightshade Extract, Silver Oberyth 
@ | Human F Cleric 12 N 33 N/A 
@ Umbra Hoplite 12 N 28 Footsoldier’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
@ = HumanM Wizard 12 N 47 Grimoire Rempart, Grimoire Aiguille II, Nightshade Extract, Silver Oberyth 
@ Winged Human M Archer 12 L 61 WA 


Choose Your Route Through the Castle Walls 
Selecting Brigantys Castle takes you to a secondary map where you can choose to attack either its west or south walls, Both routes lead to the same area, but you can 
only choose one of the two; the other route will be closed off for the rest of the game, The west route is the more interesting of the two, since it features two new 


classes of foes (the Hoplite and Juggernaut, both available only to Umbra units). But the south route may be easier, as its leader is more accessible and easily slain. 


If you choose the west route, field whatever units you have who can fly or wade through water, and send them straight through the moat. Divide your remaining 
forces into two groups: one headed around the moat to the east, and one to the west. The group to the east should contain your Archers, as that side of the map has 
most of the high-priority targets, including the Cleric, the mages, and the enemy leader, Bingham. It takes several turns before the groups traveling by land are able 


to make real contact with your foes, but they should have plenty of MP and TP to play with when they do. 


Su @ Select target a 
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BRIGANTYS SOUTH CURTAIN WALL 


— LLG: 
Seated on the high tundra of the SS] 
Brigania Flats, Brigantys Castle is Kakrinoros j < (00) 


snowbound throughout the year. 


Deployment 


10 Characters 


Suggested Level 
my 12 
: 
b 


\ Vanquish Kakrinoros! 


Terms of Defeat 
_ 7 
A 


ENEMIES 


© | Human M (Kakrinoros) Wizard 13 c 67 Grimoire Bouledefeu !I, Grimoire Enflammant, Herbal Extract, Silver Oberyth 
@ — Winged Human M Rune Fencer 12 N 75 Grimoire Aiguille, Silver Oberyth, Bronze Oberyth, Grimoire Gelant 

@ | Winged Human M Archer 12 C 36 N/A 

© — Winged Human M Archer 42 N 48 N/A 

@ | Human Cleric 12 iE ot Grimoire Resurrection, Bronze Oberyth Copper Oberyth, Silver Oberyth 
@ = HumanF Valkyrie 12 N 20 Grimoire Radiance I!, Bronze Oberyth, Silver Oberyth 

@ Human Warrior 12 Cc 49 N/A 

@ = Human M Archer 12 L 53 V/A 

@ | Human Knight 12 Cc 47 Copper Oberyth, Silver Oberyth 

@ = HumanM Knight 12 C 64 Inferior Ore, Dried Eyestem, Bronze Oberyth 

@ = HumanM Archer 12 N 59 N/A 

@ = HumanF Warrior 12 N 76 N/A 


Take the Back Path Up the Southern Wall : 


Players who choose to assault the castle through the Brigantys South Curtain Wall find their starting position at the base of a ledge so steep that even Longbow 
Archers won't be able to fire over it, Tf you have lots of good flying units, no problem; you can soar over the wall and assault Kakrinoros directly. Otherwise, you have 


to divide your troops into two groups, one of which covertly travels up the snowy staircase west of your starting position, while the other causes a small distraction 


On the stairs to the east. The team that heads east will face a barrage of arrows, so they should be as hearty a group as you can muster. Classes that can cast offensive 


spells—like Terror Knights and Cyclopes—are ideal, as they'll be able to fight effectively from the rear when an enemy Knight blocks the path. 


Ultimately, the west team will be the one to finish the job. Have a few agile units clear a path at the top of the stairs to the left, so your Archers can set up their 
Longbows and pick off the frail Kakrinoros. 


BRIGANTYS GREAT HAL 


Hektor 


None 
e focused spea 


Dracono 


e especially po 


deunan 


also holds his own in 


a a 
13 L 90 


Human M (Hektor) Knight 


Human M Cleric 
Human F Witch 
duman M Wizard 
Human F Archer 12 
Human M Archer 12 
Human M Archer 12 
Human F Archer 12 
Human M Berserker 12 
Human F Berserker 12 
Human F Terror Knight 12 
Human M Terror Knight 12 
Win JEUNAN’S LOYALTY 


When Briam the Elder asks if i 

wis gpa ete SEED 
in the event after the battle, ae rn. 

respond, “How could they be?” 
(the second choice), to launch 
into an elegant speech about 
your intentions. That’s enough to 


win the loyalty of a Dragoon named Jeunan, who will sign up to join you on the 


spot. Note that recruiting him is a prerequisite to recruiting Ravness, as well. 


ilarly handy when battling Draco 


ore mundane battles against human soldiers 


56 


iit-3, 


A spacious audience hall, as starkly 
furnished as any of the great castles 


of Valeria. 


10 Characters 


Suggested Level 
12 


rms of Victory s 


Vanquish Hektor! 


Tetms of Defeat 


| against non-human targets, With the Dragon- j 


Drops (from common to rare) 
WA 
NA 


Grimoire Tourbillon {!, Grimoire Offrande, Mei 


+2, Bundie of Herbs 
Grimoire Foudrare 1, Beasthide, Ink, Parchment 

WA 

N/A 

N/A 

N/A 

Krystallos Ore, Bronze Oberyth, Silver Oberyth, Copper Oberyth 
Krystallos Ore, Bronze Oberyth, Silver Oberyth. Copper Oberyth 


Bronze Oberyth, Silver Oberyth, Copper Oberyth, Grimoire Petrifiant 


Bronze Oberyth, Silver Oberyth, Copper Oberyth, Grimoire Aspiremagie 


Forge a Wall of Armor in the Great Hall 


There is no cover within the Great Hall, so you have to make your own, Line 


up your strongest units beside the pot-like statues to form an impenetrable wall, 


and have your Archers and mages fire from behind those statues (they won't 


block missile attacks) at the incoming foes. Once the initial wave of Terror 


Knights and Berserkers breaks, you can fan out to pick off the longer-range 


units, and then bring Hektor to his knees. 


Melusine 
Sion 


BAHANNA HIGHLANDS 


“ql LEL=4. 
ameter 
Jineh trees grow on the gentle slopes x == oe 
of these snow-covered plains. e00 
000) 
Deployment 000 a] 
10 Characters 
Suggested Level 
12 TEADER 
F Roberval 


/) Terms of Victory 
a Vi h Roberval! 


Terms of Defeat 


| eas aoe = 
ENEMIES. 


an 


ee Ee ay 


rops (from common to rare) 


© — Human M (Roberval) Ninja 13 Cc 43 Ninja's Mark, Scroll of the Reins, Scroll of Waveshear, Bronze Oberyth 
@ Human Warrior 12 Cc 45 Bronze Oberyth 

@ | HumanF Berserker 12 Cc 30 Silver Oberyth 

© Humanm Berserker 12 N 56 N/A 

@ | HumanF Warrior 12 Ik 70 Silver Oberyth 

@  HumanF Enchantress 12 N 56 Log. "Salted Lobe, Grimoire Offrande 

@ | Human Archer 12 N 66 Copper Oberyth 

@ | Human Cleric 12 L 68 Grimoire Bravoure, Hallowing Stone Blessing Stone, Mend Leaf +3 
@ — HumanF Archer 13 c 24 N/A 

@ — HumanF Enchantress 12 L 70 Grimoire Petrifiant, Grimoire Malepluie 11, Magic Leaf +2 Nightshade 


Take Important Steps to Recruit Ravness 

If you're determined to recruit Rayness, there are several things you must do before and during this battle. First, before the battle begins, open up the Warren Report 
and read the “Lord of Coritanae Missing” article in the Talk section. Next, trigger the battle at Bahanna Highlands and make sure that Jeunan is one of the units 
you deploy. You need to keep him alive throughout the fight, so if he’s still level 1, send him west across the river, with another unit for protection in case one of 

the énemy Warriors crosses over to attack him. (Archers make the best scorts, since they can fire at targets on both sides of the river.) An easy tactic for winning 
this battle is to set a Knight with the Rampart Force skill on the natural stairs east of the waterfall. That should keep anyone from reaching the mages and Archers 
behind him. 


Early in the battle, knock off at least 30% of Roberval’s health, then leave him alone and focus on his underlings, If 
Roberval has less than 70% of his HP, he'll share a few important pieces of information during each of his next two turns. 
After Roberval finishes talking, Jeunan will start a conversation with Denam on each of his own next two turns. When 
Jeunan finally says the line, “I am sure that by now his father joins him,” the event is over, and you're free to kill Roberval. 
At the end of the fight, Denam should say, “Balbatos must fall, or they died for nothing.” If you hear that, you're still on . ay 


z Ge ‘ho strangers were sighted in the 
track to recruit Ravness. H. ope she’s worth all of this trouble! % 


of PAD 


SIR HEKTOR AND SIR BRIAM MADE CERTAIN WORD OF YouR 
APPROACH WOULD NOT REACH COR} TANAE, 


Alianore rs “ 
wi98icsm 0 jou 
—_—{ ; 


2220) 
Pe ’ 


Doe 


Pace 


oO Human M (Vance) Rune Fencer 14 
(3) Human M Berserker 13 
0 Human F Berserker 13 
@ | Humanm Warrior 13 
@ | HumanF Warrior 13 
@ | Human Warlock 13 
@ | HumanM Ninja 13 
@ Human Cleric 13 
@ = Humanm Cleric 13 
@ = HumanF Kunoichi 13 
o EarthDragon 15 
@> Dragon Zombie Hydra 15 


These neutral units will not attack unless provoked. 


Let Stilled Dragons Lie 

‘Two turns into this battle, the level-15 Earth Dragon zombie and Hydra zombie 
will arise from their stilled states and begin roaming the battlefield. But the 
Dragons won't hurt anyone who doesn't hurt them first, so make sure they don't get 
caught in the crossfire. If you can somehow trick your foes into hurting them with, 
say, a careless use of the Berserk command, all the better. However, if you really 
want the Dragons gone (perhaps because you covet the mediocre item drops held 
by the Earth Dragon), you can send Clerics to Exorcise them before they rise at all. 


Exorcism 


Persephone Lv.15 


olelolealezle|-lelr-lezle 


THE REISAN WAY 


0 ornare ee 


TLL 


a aa 


The ancient Valerians laid the 
cobblestones for this road here over 


1,000 years ago. Even today it serves 


to connect the various regions of the 


island together. 


yo SET ee Rk 


10 Characte 
Suggested Level 
12 

Terms of Victory 


Vanquish Vance! 


Terms of Defeat 7 


| Drops (from common to rare) 


55 Grimoire Bouldefeu !!, Bronze Oberyth, Silver Oberyth 

62 WA ir 

48 N/A 

48 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

64 N/A 

62 Magus’s Mark, Grimoire Rocher Il, Grimoire Oeildaigle, Wyrm Gem 

12 Scroll of Flameshear, Scroll of the Toad, Ninja’s Mark, Bronze Oberyth 
59 Grimoire Resurrection, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
60 Grimoire Resurrection, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
44 Scroll of Iceshear, Scroll of Shadow, Ninja’s Mark, Bronze Oberyth 

45 Cragwyrm’s Mark, Inferior Ore, Gemstones, Krystallos Ore 

65 WA 


Force Vance’s Troops to Come to You 
Thi 


approach it is to use the walls near your starting point to form a strong defense 


in be a tough fight for characters who aren't yet level 13. The best way to 


position, with your frontline fighters protecting your mages and Archers as they 
fire from the raised wall areas. It takes several turns for Vance’s army to finally 
reach you, and you should have plenty of TP and MP in reserve by the time they 
do. Concentrate your attacks to pick off units one at a time (start with the frail 


and deadly Ninjas) before the Clerics can heal them. 
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THE GATES OF CORITANAE 


LEADER 
Orgeau 


A fitting fortress to guard one of 


the richest regions on the islands. 


Coritanae Keep was built ona rocky 
Qutcropping in the middle of the 
Xeod, giving it natural protection 


from invaders. 


‘i Deployment 


© 10 Characters 


13 
Terms of Victory 
iy Vanquish Orgeau! 


= Terms of Defeat 
' 


ps iia 


“ENNIS 


Bn a aE 
14 C 55 N/A 


© | Winged Human (Orgeau) Rune Fencer 5 

(3) Human M Wizard 13 N §3 Grymoire Eclair, Grimoire Scindeciel II, Silver Oberyth, Magic Leaf +2 
@ | HumanF Cleric 13 L 69 N/A 

o Human F Cleric 13 (9) 31 Grimoire Resurrection, Grimoire Bravoure, Blessing Stone Hallowing Stone 
@ — Human F Archer ta c 52 NVA 

@ | Human Archer 13 c 44 N/A 

© | Human F Archer 13 N 52 N/A 

tH) Human F Archer 13 L 90 Peregrine's Mark, Beasthide, Log, Inferior Ore 

o Human F Knight 13 N 68 Velvet, Golden Ingot, Gold Oberyth, Silver Oberyth 

o Human M Knight 13 L 45 Jaarn's Poultice, Blessing Stone. Hallowing Stone, Silver Oberyth 
tK) Human M Dragoon 13 N 48 Dragoon’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
@ Human M Dragoon 13 C 67 Dragoon’s Mark, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
@* | Human Warrior 13 1 70 WA 

@* Humanm Terror Knight 13 L 62 N/A ¥ 

@* | Human Berserker 13 N li N/A 

@* Human Ninja 13 N 29 N/A 

@* | HumanF Archer 13 N 74 N/A 

@*  HumanF Valkyrie 13 c 82 N/A 


"Unit randomly appears as a mid-battle rei 


Kill Orgeau 

Characters who are capable of flying or wading can strike directly at the 
enemy's softer group of Wizards and Archers by crossing the moat near the 
Starting point, while your other units will have to cross over the bridge to the 
east. If you have any Dragons on your team, make sure to send them with 
the moat team, as there is a pair of Dragoons with the Dragonslayer skill on 
the bridge. 


As you kill enemy units, they are quickly replaced by new reinforcements 
who enter the battlefield from the west, east, and north corners of the map. The reinforcements will wear you down eventually, so quickly target the enemies with 


the best drops, then converge upon Orgeau to finish the fight. (Orgeau will fy down from the walls to join the battle wherever he sees an opportunity.) 
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Juman M (Gatialo) 


Human M 
Human F 
Human F 


an M 
inM 
u F 
Human M 
Human F 
Human F 
Human M. 
Human F 


Human M 


Human M (Apollinaire) 
Human F 
Human M 
Human F 
Human F 
Human M 
Human M 
Human F 
Human M 
Human F 
Human F 
Human M 
Human F 
Human M 


exoeR 
Gatialo or 
Apollinaire 


Terror Knight 
Cleric 
Wizard 
Enchantress 
Archer 
Archer 
Archer 
Warrior 
Warrior 
Archer 
Kunoichi 
Knight 
Knight 

Ninja 


Knight 
Witch 
Cleric 
Cleric 
Archer 
Archer 
Archer 
Berserker 
Berserker 
Arc 


i 
Valkyrie 
Terror Knight 
Terror Knight 
Rune Fencer 


13 
13 
13 
13 
13 
13 
13 
13 
13 
13 
13 
13 
13 


13 
13 
13 
13 
13 
13 
13 
13 
13 
13 
13 
13 
13 


CORITANAE WARD 


58 
78 
61 
93 
86 
51 
38 
83 
14 
59 
46 
77 
60 


vor HN 


The remnants of an indoor garden. 
Water was once sluiced to the sides 
of the central corridor to feed the 


trees that grew here. 


4 
Deployment fs 
12 Characters ; 


; 
Suggested Level bY 2 
13 = 

| a 
Terms of Victory 


Vanquish Gatialo or Apollinaire! 


Terms of Defeat | 


‘ops (from common to rare) 
N/A 

Blessing Stone, Hallowing Stone, Grimoire Resurrection, Grimoire Bravoure 
Grimoire Scindeciel !!, Grimoire Offrande, Magic Leaf +2, Bundle of Herbs 
Grimoire Congelation ll, Grimoire Gelant, Bronze Oberyth, Silver Oberyth 
Copper Oberyth 

Copper Oberyth 

Copper Oberyth 

Bronze Oberyth 

Bronze Oberyth 

Copper Oberyth 

Ninja's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

Silver Oberyth 

Silver Oberyth 

Ninja's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 


ENEMIES (APOLLINAIRE.VERSION), | 


Drops (from common to rare) 
WA 
WA 
Copper Oberyth, Grimoire Bravoure 


Blessing Stone, Hallowing Stone, Grimoire Resurrection, Grimoire Bravoure 
N/A 

N/A 

N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker's Mark 

N/A 

N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, MageN/AKnight’s Mark 
Skyiron 

Bronze Oberyth, Grimoire Revirement 

Silver Oberyth, Grimoire Monolithe 


Don’t Get Trapped on the Coritanae Passage 
There are two versions of this battle: One that occurs if you allowed Gatialo to escape back in battle IIL-7, and one in which he’s dead and replaced by Apollinaire. 


The identity of the commander shouldn't significantly change how you approach this fight. 


The main factor is the terrain. A thin bridge-like passage connects your starting position to the enemy’s starting position, and any character who jumps off of it will 


be stuck in a pit below, able to return only at the single point on either side of the passage that has a low enough elevation for agile characters to jump back up. (Slow 


characters cannot jump back up at all, and the pit is too deep for them to voluntarily jump down.) 


The enemy can easily throw a roadblock in your way by having Knights with the Rampart Aura ability block the passage while repeatedly using the Phalanx skill. 
For that reason, killing the Knights before they reach 50 TP should be your absolute top priority in the Gatialo version of the battle. Killing Ninjas and Kunoichi 
is another high priority, as their Bind spells can leave your troops stuck in ineffectual positions. Don’t be afraid to send units with ranged attacks down into the pit, 


but'make sure your enemy isn't able to block the lower squares that are the only way back up. As a Terror Knight, Gatialo isn’t very resilient, and when he wades into 


"Combat, players should be able to take him down quickly. Bringing down Apollinaire is quite a bit tougher, and players should try to kill the rest of her troops first. 
: 


Word of Pain || 


Stone Floor 


BAHANNA HIGHLANDS 


Ravness (Valkyrie) at fevel 12 


Skills Spears (Ri 


a Spells | Lightning Bow, Lightning Bow 1! 


Ravness is a Valkyrie like any c 


2), Lightning Magic, Wade |. Defect (Rank 3), Augment Lightning (Rank 2) 


with no special skills or properties. But her stats should be far higher than 
your current Rune Fencer or Valkyrie, and while her skill selection is limited, they're especially high in rank 


EE 
13 Cc 42 


® = HumanF Cleric 

@ Human Archer 13 N 60 
@ Human Valkyrie 13 c 35 
to} Archer 13 L 90 
@ Enchantress 13 L 73 
CF) Warrior 13 L 84 
ic} Knight 13 L 82 
@ Human Knight 14 L 68 
@ Human Archer 13 N 51 
@  HumanF Knight 14 L 74 
@ Human Wizard 13 c 39 
@ ~~ Human F Archer 13 N 55 
@ — HumanF Cleric 18 N 48 
RESCUE 


This battle will only trigger for players who have done everything necessary 
to recruit Ravness: sparing her at Balmamusa in Chapter I, saying, “I 
cannot leave you here” and saving her at The Reisan Way in Chapter II, 
and recruiting Jeunan and listening to all of his dialogue in the previous 
Bahanna Highlands fight of Chapter II. If you've done all of that, you 

can now return to the Bahanna Highlands to find Ravness surrounded by 
Galgastani loyalists. 


IIIL-A (RAVNESS SID 


Jineh trees grow on the gentle slopes 


IVnESS . 
Ravhes of these snow-covered plains. 


Deployment 


12 Characters 


Suggested Level 
13 } 


| 
Terms of Victory | 


Vanquish the enemy! 


Terms of Defeat 


A oe 
ENEMIE 


red tered neem, 


Drops (from common to rare) 
Copper Oberyth, Bronze Oberyth 
N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight's Mark 
N/A 

N/A 

N/A 

N/A 

Silver Oberyth 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 
Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 


Blessing Stone, Sibyl’s Mark 


Copper Oberyth 
Bronze Oberyth 


N/A 


ad 


Move in to join her to the east, providing healing with your Clerics and distractions for her foes. The enemy won't target her often, but you should still keep Ravness at or 
2) P cf iS 3 ty & y 


near full HP, lest you lose her to a finishing move. At the end of the battle, Rauness finally joins you. 
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<iIL=8A 


A great primordial forest, spanning 
the lowlands shared by Almorica and 
Coritanae. 


ployment 


10 Characters 


Suggested Level 


14 


Terms of Victory 


Vanquish Brutakos! 


Terms of Defeat 


@ Human M (Brutakos) Sorcerer 

@ Umbra Archer 

Cc Dragon Flame Dragon 

@ Human F Enchantress 

e Lizardman Juggernaut 

G Human M Warlock 
Dragon Hydra 
Umbra Archer 
Human F Witch 

€ Lizardman Juggernaut 

( Human M Wizard 

@ Umbra Archer 
Dragon Thunder Dragon 


Choose Your Route to Almorica Castle 


After taking Coritanae Keep, two routes to Almorica Castle open up: You 


¢an continue south to the Psonji Weald, or cut through the Xeod Moors to 


THE PSONJI WEALD 


Brutakos 


14 


reach Lake Bordu. Each route has an encotinter with unique recruitment 


Opportunities, and you can only do one of the two. Parties that excel at taming 
dragons should pass through the Psonji Weald, where they'll have a shot to 
recruit new Thunder and Flame Dragons and another crack at a Hydra. If 
you've instead invested your skill points in Coax and Herpetology, you can 


recruit Lamia Matriarch and Lizardman Juggernaut units at Lake Bordu. Lake 


Bordu also features a new type of Beast unit, the Cockatrice, 


All. Drops (from common to rare) 


L 75 
N 48 
L 72 
N 55 
Cc 28 
it 74 
L 79 
c 16 
Cc 36 
Cc 34 
C 42 
L 69 
N 58 


N/A 

Copper Oberyth 

Firewyrm’s Mark, Inferior Ore, Gemstones, Krystallos Ore 

Grimoire Eclair 

Juggernaut's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Magus’s Mark, Biblion Anatomiae, Wyrm Gem, Grimoire Rocher {| 
N/A 

Bronze Oberyth 

Magus's Mark, Biblion Anatomiae, Wyrm Gem, Grimoire Rocher |! 
Juggernaut's Mark, Copper Oberyth, Bronzer Oberyth, Silver Oberyth 
Grimoire Embourbant 

Silver Oberyth 


Stormwyrm’s Mark, Inferior Ore, Gemstones, Krystallos Ore 


Let Dragoons Do What They Do Best 


Whether you're out to kill the Dragons or just soften them up, Dragoons with 


the Dragonslayer command are fantastically powerful against Dragons. But if 


you don't have access to Dragoons, and aren't looking to Tame them, the better 


strategy is to rush Brutakos and take him out with ranged attacks. 


> ® attacks oh dragon units to deal increased damage and hit with 100% a 


6) Skills 


Eu 


= Dragonslaver 


9 Jeunan 
0 oa 60200. 
= 2'5}30 


is Pas 


LAKE BORDU 


Laie cnenaeemeaanararareene 


LIL 8 Be 


te acta 


Several rivers feed into this marsh- 


bound lake in the west of Coritanae. 


Deployment 


10 Characters 


Terms of Victory a 


Vanquish Muntzer! 


Terms of Defeat 


= 
> 
bm 


4. 


HOMOX 


4 
~__ENEMIES, | 


ae areata 


—ta a eh b 


| ag Drops (from common to rare) 
oO nan F (Muntzer) Necroprentice 15 L 75 N/A 
(3) yman F (Stilled Zombie) Valkyrie 14 C 10 Grimoire Briseciel I, Copper Oberyth 
(Cc) M (Stilled bie) Warrior 14 Cc 22 N/A 
(0) M (Stilled Zombie) Berserker 14 c 18 N/A + 
6 M (Stilled Zombie) Terror Knight 14 c 15 N/A 
cr) Skeleton Knight 14 C 39 N/A 
Gc) Cockatrice 14 Cc 51 N/A 
CH) ton Knight 14 Gs 34 N/A 
@ = Umbra Archer 14 N 68 N/A 
o Juggernaut 14 L 71 duggernaut’s Mark, Inferior Ore, Log, Leather 
o Archer 14 N 53 N/A 
@ amia Mattiarch 14 N 69 Bronze Oberyth, Grimoire Congelation iI 
© Lamia Matriarch 14 c 32 Silver Oberyth, Grimoire Flammes II 
oO Umbra Familiar 14 N ist Familiar's Mark, Inferior Ore, Log, Leather 
oO a Rogue 14 c 43 Rogue's Mark, Inferior Ore, Log, L 
@~ Phantom Wizard 14 N 58 N/A , 
@* Phantom Enchantress 14 Cc 
@* Skeleton Warrior 14 N 
© Skeleton Archer 1 L 


Unit randomly appears as a “Summon Darkness” target. 


Blitz Muntzer to End the Undead Loop 


In addition to her Reptile and Cockatrice allies, Muntzer has an army of 


un 


lead soldiers to strongly discourage conventional attrition tactics. Many 


of them begin the battlefield “stilled,” giving you three full turns before they 


rise again. But unless you have an army full of winged soldiers and Octopi, 


three turns won't get you far in this map’s swampy terrain. You can attempt 


to Exorcise some of the stilled units, but that will allow Muntzer to summon 


new ones. (Some of these new arrivals have drops, but nothing valuable 


enough to be worth the trouble.) 


Once again, the best strategy is to ignore the undead units and focus solely on filling Muntzer with arrows and bolts. Have your aquatic units (winged creatures, 


Octopi, Rune Fencers and Valkyries, and anyone with the Wade skill) head straight at her, while a team of Archers and mages travel along the solid ground to the 


northeast. Knights make fine escorts, since they can both intercept enemies to protect crucial units ahd attack the Undead from afar with healing spells. 
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TYNEMOUTH HILL 


oT een 


White limestone formations jut like 


teeth from the top of this gentle, 
grassy hill. 


Deployment 


10 Characters 


Suggested Levi “i — . a 
fy gested Level sy oo . g ne ‘ DRADER 
14 2 a Ganpp 


ENemy 
Obda «| 
pObuas 


) Terms of Victory 


a A Drops (rom common to rare) 


© | Human M (Ganpp) Beast Tamer N/A 

© Beast (Obda) Gryphon 15 L 92 Log, Beasthide 

© _ Beast (Berda) Gryphon 15 la 84 Log, Beasthide 

© _ Beast (Banga) Cockatrice 15 N 72 WA 

@ Beast (Zanga) Cockatrice 15) N 74 N/A 

@ | Lizardman Hoplite 14 C 51 Footsoldier’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
@ | Lizardman Hoplite 14 c 86 Footsoldier’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
® - Lizardman Juggernaut 14 c 67 Juggernaut’s Mark 

© | Lizardman Juggernaut 14 C 70 duggernaut's Mark 

@ — Winged Human M Cleric 14 C 45 Copper Oberyth, Bronze Oberyth, Silver Oberyth. Grimoire Mobitite 

@ — Winged Human M Wizard 14 c 40 N/A 


Target Ganpp but Leave His Beasts Alone Level Up in the Phorampa Wildwood 


Ganpp is back, along with his familiar pair of Gryphons and a new pair of pet Note that completing this battle will unlock the road to the Phorampa 


Cockatrices, Unlike your last battle, in which Ganpp would end the fight to save Wildwood. As alw: ays, the Wildwood offers a great opportunity to recruit new 
his pets, you can now kill any of his beasts. But you really don’t want to: should units and level up your troops before the tough battles ahead. 
any one of his four pets die, Ganpp will cither recover 100 HP or gain a burst 


of strength, and he'll stick a nasty debuff on your entire army. Instead of killing 


them, have your mages stick the critters with Sleep or Petrify effects, while your 
Archers pick off Ganpp’s two winged spellcasters. Then tans all your strength 
on Ganpp himself: When his health gets low, he and his entourage will warp 


away yet again. 


Petriburst 


Ganpp Ls 3 i 
2 68196m 0 0010820 
<)) 


120 


THE GATES OF ALMORICA 


(LENO 


This castle was once the seat of 
power in Old Almorica. It was 
taken by Duke Ronwey before the 


outbreak of war. 


Deployment 
10 Characters 


Suggeste: el 


14 


Terms of Victory 


Vanquish Gildora! 


Terms of Defeat 


|_| Race a | Class Lvl. | al, | Loy. | Drops (from common to rare) 
oO 15 ib 80 


nF (Gildora) Witch N/A 


(3) 1 F Beast Tamer 14 L 26 Copper Oberyth, Bronze Oberyth, Silver Oberyth; Beastmaster’s Mark 
tc) mar Cleric 14 N 19 Copper Oberyth 
0 Archer 14 L 55 Bronze Operyth 
@ an F Dragoon 14 c 85 N/A 
@ 1M Dragoon 14 L 62 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 
[G duman F Archer 14 C 46 Silver Oberyth 
CH) on Dark Dragon 14 L 48 N/A 
Cloud Dragon 14 Cc 59 Inferior Ore, Krystallos Ore, Gemstones, Windwyrm's Mark 
t Iron Golem 14 N 54 N/A 
tron Golem 14 N 74 Iron Sand, Inferior Ore, Platinum Ore, Black lron’s Mark 
@ Enchantress 14 Cc 54 N/A 
@ Kunoichi 14 Cc 68 NA 
oO Valkyrie 13 L 62 N/A 
@* | Human F Berserker 14 Cc 94 N/A 
@ Hu M Knight 14 IL 18 N/A 
@* Human Warrior 14 N 36 N/A 
iF) Human M Terror Knight 14 N 26 WA 
Unit randomly appears as « mid-battle reinforcement. 


Experience Deja Vu in Another Almorica Castle Siege 
This battle is almost identical to your last foray at the Gates of Almorica in Chapter II. The major difference is that after you begin killing units, reinforcements will 


begin to appear from the west and east sides of the map. They shouldn't be too much of a concern, though; if you deploy characters with good ranged attacks, you 


can simply snipe out Gildora to end this battle at any time you want. 


In the meantime, you have an opportunity to recruit Dragons with a Beast Tamer or Golems with a Witch or Warlock. Note that while you may already have all the 


Dragons you need for your party (one or two go a long way), players who hope to recruit the character Deneb in Chapter IV will need to recruit and auction off at 


least three of each type of Dragon. 


nA 
Gildora 


188 


Herkyna Ly 


a Mos9 


122 


ALMORICA PASSAGEWAY 


Thole eee 


a eee = 
s . Tape 
A small corridor leading to the vente 
Castellan’s chambers. The walls are 


unadorned, as befits the walls ofa 


stronghold on this war-torn island. 


Deployment 
10 Characters 


Suggested Level 


14 


Terms of Victory 


Vanquish Xaebos! 


Terms of Defeat 


Skills! Cudgels (Rank 1), Fire Magic, Dark Magic, Meditate (Rank 1), Augment Fire (Rank 1) 
Spells | — Spelis | — 
your first Ranger, Vyce is stuck at level 1, and it wil take alot of work to get him into fighting shape. is 


Skills Bows (Rank 2), Trueflight |, Tremendous Shot 


named’ 


Worth the trouble of training him in random encounters or in the Phorampa Wildwood, a: bination than the fully 


of is strong stats and the class’ awesome Double Attack sil can miake fora potent frontine fighter 


Swords (1H) (Rank 2), Spears (Rank 2), Anatomy (Rank 2), Divine Magic, Augment Light 2H) (Rank 2), Axes (Rank 2), Anatomy (Rank 2), Divine Magic, Augment Light 


Skilis 


(Rank 2), Rampart Aura, Counterattack |, Truestrike | (Rank 2), Rampart Aura, Counterattack |, Truestrike 1 


Spells | Innervate, Heat Spells _| innervate, Heal 


Knights are a superior class to normal Knig 


offering better stats. better skills, and a wider Gildas and Mirdyn are nearly identical units, although their stats may differ slightly. it's hard to make 


selection of Divine Magic spells. it’s a shame that so few characters can use the White Knight room for both in your active party 
Gildas. White Knight: 


for a stronger tw 


{especially when your hero is also a Knight), but some players 


classmark. 


rarely targeted in combat, so they can afford t 


swap their shields 
inded blade. 


ENEMIES. 


All, Loy. | Drops (from common to rare) 


® | Human M (Xaebos) Knight 15 L 84 N/A 

@ | Humanm Cleric 14 L 79 N/A 

@ | HumanF Enchantress 14 N 62 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage’s Mark 

© Human Cleric 14 L 89 N/A 

@ = Human Dragoon 14 N 51 Copper Oberyth 

@ — Human F Dragoon 14 c 38 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 

© Human Necromancer 14 N 54 Bronze Oberyth 

oO Human M Warlock 14 L 81 Grimoire Vifesprit 

@ = Human F Terror Knight 14 {: 76 N/A 

© Human Terror Knight 14 c 32 Silver Oberyth 

@ | HumanM Terror Knight 14 L 71 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
@ Human F Terror Knight 14 N 55 Copper Oberyth, Bronze Oberyth, Ashmedai's Grog, Dreadknight's Mark 


Lure Xaebos’ Troops into Your Trap CREONITE WITH FRIENDS OF VEST EE 


AVithian uany heavy on Terror Knights and light CHET REE ES ec After the battle, Denam reunites with Vice and Arycelle (assuming she still 
troops have little choice but to come to you. As before, make a strong defensive Prom a tihicr ecto, remaining Nenobian knights, Sirs Min ca 
Gildas. You will also receive the Brave and White Knight classmarks, which 
will allow you to upgrade certain other named characters ta the power ful 


Ranger and White Knight classes. | 


line between the statues and pelt the incoming Terror Knights and Dragoons 
with artows and spells. When that initial onslaught breaks, you should be able 


to hunt down and finish off the remaining spellcasters with ease. 


Note that this map is home to the game's first non-leader Necromancer. He ~ 


doesn’t drop a classmark, but skilled recruiters may be able to win him over to 


their cause. 


MOUNT WEOBR 


An active volcano in the Burnham 
Massif, a mountain range rising in 

the island’s central region. After 

120 years of slumber, the volcano 
reawakened upon the death of 

King Dorgalua. a 


Deployment 


10 Characters } 


Suggested Level 


14 


Terms of Victory 
Vanquish the enemy! 


Terms of Defeat 


oe 
S 
= 


Drops (from common to rare) 


o Phantom Wizard 14 Cc 54 N/A 

(a) izardman Warrior 14 5 66 Silver Oberyth 

oO Skeleton Warrior 14 C 47 N/A 

Co) Archer 14 c 68 N/A 

fe} Lizardman Berserker 1 N 34 Bronze Oberyth 

tr) Phantom Enchantress 14 C 81 N/A 

ic} Umbra Familiar 14 N 95 Inferior Ore, Log, Leather, Familiar’s Mark 

oO Jmbra Rogue 14 N 86 Inferior Ore, Log, Leather, Bandit’s Mark 

o Dragon Hydra 17 Cc 33 N/A 

o- Dragon Dark Dragon 17 C 28 Inferior Ore, Krystallos Ore, Gemstones, Gloomwyrm’s Mark 
o Dragon Flame Dragon 17 N 35 WA 

@ Dragon Arc Dragon ts L 65 Inferior Ore, Krystallos Ore, Gemstones, Gleamwyrm’s Mark 
oO Dragon Earth Dragon 17 N 50 N/A : 

(i) Umbra Rogue 14 c 64 N/A 

0 Phantom Witch 14 Cc 58 N/A 

te) Skeleton Knight 14 Cc Al N/A 

fa) Lizardman Juggernaut 14 N 59 N/A 

@**  Lizardman Patriarch 14 N 44 : 


These neutral units will not attack unless provoked. 


Unit randomly appears as a mid-battle reinforcement, 


Join Wild Dragons in a War Against the Undead 
There is a lot going on in this map. You have to wipe the battlefield of 
enemies, but half of them are undead creatures, which means slowly 
Exorcising their bodies or scattering your troops so you can put them all 
into the stilled state within a few turns of each other. But when you start 
killing units and Exorcising the undead, a series of reinforcements will join 


the battlefield. And in a map already full of difficult terrain, there are five 


Dragons clogging up the middle of the battlefield. They'te neutral parties 


here, but will be happy to join in the fun if someone targets them by mistake. 


Create a team of highly mobile units and ones with long-range capabilities, and fan out to cover both sides of the battlefield. You don’t need to Exorcise everyone, 


but a Cleric will help get the undead numbers under control, and remove hard-to-reach units like the one atop the mountain peak. A Dark Magic-using spellcaster 
afe way to 


can have some fun with the Charm spell, temporarily turning the neutral Dragons into allies. They'll mostly just attack each other, but at least that's 2 


get their drops or Tame them. 


THE ARKHAIOPOLIS OF RHIME 


“VN —— 


(eee } 


This ancient city, constructed several 
centuries in the past, was the site of 
the first battle between Galgastani 
and Walister. 


Deployment 


12 Characters 
Gist 


>) Suggested Level Hobyrim. 


O44 


|) Terms of Victory 
Vanquish Ozma! 


Terms of Defeat 


Skills eempt, Anatomy (Rank 1) 


Spelis | Harve 
Swordmasters are and they dor i rim. He's extremely skilled 


lu can purchase at the sho 


him some 


rae 
ENEMIES 


Loy. Drops (from common to rare) 


© = Human F Knight 16 ik 100 N/A 

(Ozma) Commander 
© | Human M Wizard 15 L 7 N/A 
@ | Human F Archer 15 N 65 N/A 
@® = Humanm Archer 15 N 59 Copper Oberyth 
@ = Human F Cleric 15 Cc 28 Copper Oberyth, Bronze Oberyth, Blessing Stone, Sibyl’s Mark 
@ Human Knight 15 L 74 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
@ = Human Rune Fencer 15 L 70 N/A 
@ = HumanF Knight 15 G 33 Bronze Oberyth 
o Human M Warlock 15 ft 76 Grimoire Oeildaigle 
@  Humanm Knight 15 L 85 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
@ | HumanF Warrior 15 N 51 Silver Oberyth ;, 
@ | HumanF Archer 15 N 60 Copper Oberyth, Bronze Oberyth, Silver Oberyth. Archer's Mark 
Rescue Hobyrim from Ozma’s Host (CRED THE REWARDS OF YOUR KINDNESS 


Dark Knight Ozma doesn’t want to see any harm come to the mysterious blind Ke m -- —— 
3 : y : ate Ifyou can keep Hobyrim alive throughout the fight, be offers his sword and his 

man who wanders into this battle, but her troops feel quite differently. Move BS * 5 ¥ Ere 
= A F 3 : 2 i y loyalty at the end of the fight. Select the first dialogue option to accept him into 
quickly to provide a distraction and get healing to Hobyrim as soon as possible; f is 
e x z oe tae your ranks. 
winged humans are a great way to close the distance quickly, while Knights can E 


halt an enemy advance in the thin streets and target Hobyrim with Heal and 
Heal II spells. Try to get Hobyrim’s HP up near its max before your foes begin 
breaking out their deadly Finishing Moves. 


Hobyrim Ls 


» 232 


PHIDOCH WEST CURTAIN WALL 


cam gia Ay) 


THADER 


iereliee The area before the gates of The 


Swan. A second wall was added 
beyond the first during the war. 


Deployment 
12 Characters 


=| 
Suggested Level ; 


14 


Terms of Victory 


Vanquish Mercure! 


. 
4 


Terms of Defeat 


a 
ENEMIES, 


Drops (from common to rare) 


a 
16 iB 78 


o Human M (Mercure) Swordmaster Codex of Gems 

(3) Golem Stone Golem 15 L 67 Granite’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
cc} Golem Iron Golem 15 c 38 Skyiron 

(0) Human M Archer 15 N 59 N/A 

e Human F Berserker Hf) N 92 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ = HumanM Warlock 15 C 55. Grimoire Fumerolle 

ic) Human M Berserker 15 N 42 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ = Golem tron Golem 15 N 46 N/A 

@ — Human F Archer 15 Cc 61 N/A 

@ — Human F Cleric 15 L 37 NA 

© = Golem Stone Golem heh L 80 Granite’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
@-+ Winged Human M Archer 15 @ 61 N/A 

@* | Winged Human M Wizard 15 6 28 N/A 

(v) Winged Human M Rune Fencer 15 L 45 N/A H 

@- Human M Warrior 15 N 69 N/A 

@* Human F Terror Knight 15 N 74 N/A 

o Human M Warlock 15 N 85 Grimoire Aspirenergie 


Unit randomly appears as mid-battle reinforcement. 


Sneak Past the Guardian Golems to Reach Mercure 


| Once again, players have a choice of two approaches into Phidoch Castle. The 


two battles are quite similar, with players striving to kill the enemy leader before ASIN TE CMD 


theyre overwhelmed by reinforcements. — 
In the west wall map, split your force into two units. Leave one on the bridge 
near the starting point, with Knights to slow down incoming units and units 
who are capable of causing Breach, Petrify, or Sleep effects. You don’t want to 
kill anyone because they will just be replaced with reinforcements, so spells like 
Petriburst (which almost never misses against Golems) are a great way to slow 
down the enemy without building a body count . 


Mercure Lv 16 


While that team provides a distraction on the bridge, send a team of your most 


mobile units down the southeast edge of the map, and then northeast up the 
grassy path to the higher tiers of the castle. They'll meet Mercure as he comes 


down to join the fun, and should be able to overwhelm him and his Cleric before the Golems can come to their defense. 


PHIDOCH SOUTH CURTAIN WALL 


The chalk used in the construction = 


Vestiarri 
of this castle’s walls give Phidoch hl, 


its nickname: “The Swan.” It is 
nonetheless a powerful fortress 
situated in the middle of the island. 


) Deployment 


y 12 Characters 


5 z 
Suguested Level 


14 


) Terms of Victory 


ENEMIES 


Ne ee 


| Class | Drops (from common to rare) 


0 Human F (Vestiarri) Enchantress 16 c 34 Codex of Gems 

(3) Human F Cleric 15 L 45 Silver Oberyth 

tc) Human M Warlock as N 68 Brénze Oberyth 

(0) Winged Human M Beast Tamer 15 L 72 Fruit of the Adept, Javelin, Peregrine’s Mark, Silver Oberyth 

@ | Human M Archer 15 c 65 N/A 

@ Human M Cleric 15 N 95 Copper Oberyth 

@ | Human F Archer 15 it 60 N/A 

@ | HumanF Knight 15 N 63 N/A 

@ Dragon Flood Dragon 15 L 28 N/A 

© = Human Knight 15 c §1 WA 

@ Dragon Thunder Dragon 15) C al N/A 

@> Winged Human M Archer 15 N 85 N/A 

@- | Winged Human M Cleric 15 ih 70 N/A 

@> | Winged Human M Wizard 15 N 54 N/A 

@- | Human M Dragoon 15 C 39 Dragoon's Mark, Silver Oberyth, Bronze Oberyth, Dragon Steak 
@* | HumanM Ninja 15 C 59 Scroll of the Monkey 

@: | Human F Warrior 15 N 43 N/A 

CHES | 


“Only a random selection of these units appear. Others appear as mid-battle reinforcements. 


Sneak Past the Castle Guardians to Reach Vestiarri 
Vestiarri is smart enough to stay in the safety of the castle’s upper floor, 
forcing you to go to her. Unless you have enough winged units to rush her 
directly, you'll have to field a party that’s heavy with defensive units like 
Knights and agile, highly mobile units like Ninjas. Line up your team along 
the southeast side of the river, and lure as many foes into a battle there as you 
can, Try not to kill anyone so they can't be replaced with fresh reinforcements; 
status effects like Petrifj 


leep, and Breach are your best bets. 


While your heavy units keep the enemy Knights and Dragons oc ccupied, your 
agile units should be able to slip into the castle through the main stairs and 


cut down Vestiarri before her reinforcements get out of hand. ‘ Madison Lv15 
47isia O 


126 


LEADER 


Oz 


The great hall of the castle, where King 
Dorgalua rallied his troops to strike at 
Rodrick’s army during the wall 


Deployment 


12 Characters 


Suggested Level 


14 4 


= Terms of Victory 


4 
Balxephon Vanquish Balxephon and Oz! ~ 


= 
SS 


Terms of Defeat 


me 


1 


| Race | Class Lui. Drops (from common to rare) 
16 


oO duman M (Oz) Knight Commander L 100 N/A 

(3) duman M (Balxephon) Knight Commander 1 L 100 N/A 

[c} 1M Terror Knight 15) Cc 28 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog 

(0) van M Cleric 15 (¢) 91 WA ,* 

e Iron Golem 15 L fl Iron Sand, Inferior Ore, Platinum Ore, Black Iron’s Mark 

cr) Knight 15 N 35 N/A 

(c) Valkyrie 15 (7 69 WA 

@ = Human F Witch 15 L 74 N/A 

o ul M Warlock 15 N 50 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

(3) uman F Archer 15 N 55 N/A 

@ HumanM Templar/Berserker 15 iE 83 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker’s Mark 
@ Templar/Enchantress 15 It 85 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage's Mark 
oO Templar/Cleric 15 iS 74 N/A 

@ HumanM Templar/ Knight 15 L 91 N/A 


Divide the Dark Knights to Wipe Out Their Retinue 


Denam begins the final battle of Chapter IT] alone in the center of a room, with 


his troops 


veral squares away. He’ll take a good hit or two from Dark Knight 


Oz, so make sure he’s in a class that can survive it. 


Your enemies include two Dark Knights, with Oz engaging you in battle while 
Balxephon leads a group of reinforcements down the stairs behind him. Oz 

is backed up by four Templars, which are basically normal units disguised in 

a much crunchier shell. If you lose track of which one’s which, check their 

skill list, and it should be ¢ 


toom with the Templars as quickly as they can, which will convince most of 


what roles they play. Have your army enter the 


Balxephon’s men to stay on the stairs and provide what little support they can 


from there. Take out the Templars first (starting with the Cleric and Mage), and 


whatever of Balxephon’s units squeezed through. That should leave everyone 
with enough TP to converge on Oz and quickly destroy him with Finishing 
Moves. Heal up, regroup, and go after Balxephon. Without the support of Oz 


and the Templars, he isn’t so tough. 


PORT ASYTON 


TK 


The sole port in the Brigantys region, 
Asyton enjoys vigorous trade as the 
gateway to the western Obero Sea. 


Deployment 


10 Characters 


Suggested Level 
11 
Terms of Victory 


Vanquish Gannon! 


Terms of Defeat 


ENEMIES 


Rn er 


Lvl All. 


Hunt Gannon Through the Streets of Port Asyton 


The opening event scenes of Chapter II] transition directly into the first 


battle. Catiua is away, so conservative players should make sure they have 


another unit capable of filling her healer role. But one needn't bother with 


healing at all; with a few Archers and a few flying units, it’s easy to blitz 


Gannon and end this battle quickly, Send a good frontline fighter and at 


least one of your Archers south along the east rim of the map to avoid a 


bottleneck, while your spellcasters head down the main road to confront that 


Clay Golem. Converge on Gannon after wiping out his most threatening henchmen. 


After the battle, you can hit the shops to gear up for the challenges ahead. There aren't a lot of new items available, but most of your troops should be at a high 


enough level to upgrade to Baldur gear, with a few perhaps able to use custom-crafted +1 versions, Don't miss the new batch of crafting recipes in the Sundries 


section. 


oO Human M (Gannon) Berserker 

ta) Umbra Terror Knight 11 

@ | Golem Clay Golem 11 

(0) Umbra Terror Knight 11 L 
@* | Human F Archer 11 N 
@: — WingedHuman M Rune Fencer 1 € 
@* | Winged Human M Archer 11 N 
@: Human Archer of C 
@-> | Human Wizard "1 N 
© — HumanF Enchantress 1 L 


e00 (| 


Leaver. 
Gannon 


| Drops (from common to rare) 
Krystatlos Ore, Silver Oberyth, Bronze Oberyth. Copper Oberyth 
WA 
64 Sandstone’s Mark, Inferior Ore, Silver Oberyth, Bronze Oberyth 
75 N/A 
47 Silver Oberyth, Bronze Oberyth, Copper Oberyth 
68 Grimoire Petrifiant i 
35 Silver Oberyth, Bronze Oberyth, Copper Oberyth 
96. Silver Oberyth, Bronze Oberyth, Copper Oberyth 
61 Grimoire Congelation Ii, Nightshade Extract, Silver Oberyth, Copper Oberyth 
75 Grimoire Scindeciel II, Herbal Extract, Silver Oberyth, Copper Oberyth 


XEOD MOORS 


nn AOD 
A vast wetland in the middle of the 
Coritanae region, made rich by the 
flow of the Xeod. 


Deployment 
10 Characters 


Suggested Level 


11 


gS 


Vanquish Felnatorre! 


Terms of Defeat ' 


| a Race | Class Lvl. 


Drops (from common to rare) 


@ = Human M (Felnatorre) Knight 13 L 15 Bronze Oberyth, Silver Oberyth 

©  HumanM Ninja 12 Cc 68 Scroll of the Reins, Scroll of Waveshear, Ninja's Mark, Bronze Oberyth 

@ HumanM Rune Fencer 12 C 15 Grimoire Aiguille I], Bronze Oberyth, Silver Oberyth 

© | Human Warrior 12 N 26 Silver OWBryth 

@ HumanM Wizard 12 L 50 Grimoire Enflammant, Grimoire Bouledefeu I!, Herbal Extract, Silver Oberyth 
@  HumanF Valkyrie 12 N 25 Bronze Oberyth, Silver Oberyth, Grimoire Radiance |! 

tc} 1F Warrior 12 L 37 Bronze Oberyth, Copper Oberyth 

© HumanF Enchantress 12 L 18 Grimoire Rempart, Grimoire Aiguille lI, Nightshade Extract, Silver Oberyth 
@ HumanM Rune Fencer 12 C 64 Grimoire Bouledefeu ||, Silver Oberyth, Bronze Oberyth 

@  HumanF Kunoichi 12 c 49 Scroll of the Toad, Scroll of Flameshear, Ninja's Mark, Bronze Oberyth 


a 


Force the Enemy into a Swampy Slog 


Your starting position in this marsh-filled map isn’t ideal, but it won't be easy to reach a better position before your foes are upon you. Arrange your troops against 
the edge of the scrubland, so the enemy will have to fight from the swampy terrain. If they won't fall for the trap, have a Knight wade out a short distance to lure 
them within bow and spell range. This is an almost perfect battle in which to fight defensively; the enemy has no Archers, so they have little choice but to come to 
you. Field at least two Archers of your own so you can pick off the spellcasters that are their only long-range units as soon as they wander into range. By the time 
Felnatorre makes it to the front lines, he won't have much left in the way of support. 


THE GATES OF CORITANAE 


LIC-3 

ne 
A fitting fortress to guard one of 
the richest regions on the islands. 
Coritanae Keep was built on a rocky 


Teaper 


outcropping in the middle of the Gildora 


Xeod, giving it natural protection 
from invaders. 


f Deployment 
4 10 Characters 


i 
KI Suggested Level 


i i3 


Terms of Victory 
I) Vanquish Gildora! 


= Terms of Defeat 


All. | Drops (fram common to rare) 
o Human F (Gildora) Witch 13 L Magus's Mark, Grimoire Flammes || Grimoire Prestesse, Wyrm Gem 
(2) Winged Human M Cleric 12 L Grimoire Resurrection , Beasthide. Parchment, Ink 
@ Human Archer 12 iE 55 WA 
© Human F Enchantress 12 Li 26 Grimoire Foudrarc, Beasthide, Parchment, Ink 
@ = Human F Berserker 12 Cc 46 N/A 
@ Human Berserker 12 c 85 N/A 
(c] Golem Stone Golem 12 N 19 Granite’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
@ Human Wizard 12 N 54 Grimoire Rafale I, Beasthide, Parchment, Ink 
@ = Human F Archer 12 N 74 N/A 
© Human Archer 12 L 48 N/A 
tk) Human M Knight 12 Cc 59 Copper Oberyth, Bronze Oberyth, Silver Oberyth 
@- Human Berserker 12 N 38 N/A 
@- | Human Rune Fencer 12 L 18 WA 
@- Human Knight 12 N 26 WA 
@- Human F Knight 12 c 54 N/A 
@- | Human F Warrior 12 ie 62 WA | 
@° | Human F Kunoichi 12 C 94 N/A 
oQ- an F Cleric 12 C 68 N/A 
Whit randomly appears as a mid-battle reinforcement, 


Kill Gildora Before You're Overwhelmed by Reinforcements 


‘There are two approaches to this map: You can wade and hop your way through the moat, or travel east and then 


northwest across the bridge. The best Strategy is to send a few Knights and Warriors over the moat to distract that half 


of Gildora’s troops, while a larger force of Archers and more mobile units take the bridge route to strike at Gildora. She 
has a lot of support from Clerics and can use healing items herself, so save up your TP as you approach her in order to 
take her out quickly with one or two finishing moves. 


As you kill enemy units, they're quickly replaced by new reinforcements who enter the battlefield from the west, 
east, and north corners of the map. The reinforcements will wear you down eventually, so aim to wound most of the 
enemies without killing them until you're in position near Gildora, when the reinforcements will be too late to help. Finish off the enemies with the best drops, then 
converge upon Gildora to end the fight. Don't confuse the Magus’s Mark Gildora drops with the garden-variety Mage’s Mark. It’s the key to unlocking the Witch 
and Warlock classes, which will make a nice upgrade for your Wizards and Enchantresses, 


ORITANAE WAR 


pee TOs 


The remnants of an indoor garden. 
Water was once sluiced to the sides 
of the central corridor to feed the 


trees that grew here. 


Deployment 


10 Characters 


Suggested Level 


13 


Terms of Victory 


Vanquish Xaebos! 


Xaebos 


Terms of Defeat 


© | Human M (Xaebos) Knight 13 1: 84 N/A 
€ duman F Cleric 12 C 19 Grimoire Resurrection, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
(c Human M Cleric 12 LE 76 Grimoire Resurrection, Silver Oberyth, Bronze Oberyth, Copper Oberyth 
€ jluman M Warlock 12 C 25 Magus’s Mark Wyrm Gem, Grimoire Rocher 11, Grimoire Oeildaigle 
Human F Archer 12 L 29 N/A 
Human M Archer 12 N 35 N/A 
Winged Human M Rune Fencer 12 N 56 N/A 
duman F Dragoon 12 Cc 48 Dragoon’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Human M Dragoon 12 L 59 Dragoon's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Winged Human M Rune Fencer 12 N 84 N/A 
Human M Terror Knight 12 L 87 Silver Oberyth, Bronze Oberyth 
Human F Terror Knight 12 N 45 Copper Oberyth, Grimoire Offrande 


Don’t Get Trapped on the Coritanae Passage 


The main factor in this battle is the terrain, A thin bridge-like passage 


connects your starting position to the enemy’s starting position, and any agile 


character who jumps off of it will be stuck in a pit below, able to return only at 


the single point on either side of the passage that has a low enough elevation 


for agile characters to jump back up. (Slow characters cannot jump back up at 


all, and the pit is too deep for them to voluntarily jump down.) 


The enemy will attempt to block the passage with the Rampart Aura ability 


of its Terror Knights. You can’t lure them into coming after you, but you can 


advance just enough to pick off the Knights with your Archers before rushing 


down the passage. Once the battle begins in earnest, send your more mobile 


Ninjas and ying characters behind the enemy’s front lines to pick off their 


GEenee Once you cut PROT: support, use spells like Pyroclastic Flow ‘ Gapanvonterieceomeratemones 
to soften his defenses as you go in for the kill. 2. YOU'RE BEING SELFISH, SISTER. 


After the battle there will be a scene with Catiua. When prompted, choose 


whatever response you want; the result will be exactly the same. 


‘The ancient Valerians laid the 
cobblestones for this road over 1,000 
years ago. Even today it serves to 


Connect the various regions of the 


island together. 


Deployment 


8 Characters 


Suggested Level 
12 
Terms of Victory 


Vanquish Cassandra! 


N 
=a 


baa SF 4 
wed AS 


ENEMIES. 


CTE CE 

@ | Human F (Cassandra) Necromancer 14 c 78 Grimoire Offrande, Bronze Oberyth, Silver Oberyth 

€ Skeleton Archer 13 N tke Bronze Oberyth 
Lizardman Hoplite 13 L 65 Footsoldier's Mark, Bronze Oberyth, Silver Oberyth 

p Umbra Familiar 13 N 48 Familiar’s Mark, Grimoire Tourbillon Il 

G Umbra Juggernaut 13 Cc 42 Juggernaut's Mark, Bronze Oberyth, Silver Oberyth 
Phantom Wizard 13 C 35 Grimoire Rocher 1! 

G Umbra Rogue 13 N 75 Bandit’s Mark, Copper Oberyth, Silver Oberyth 

@> | Skeleton Knight 13 L 45 Inferior Ore, Dried Eyestem 

@> | Skeleton Terror Knight 13 Cc 28 Iron Sand, Shoulder Shard 

© Phantom Enchantress 13 N 66 Log, Salted Lobe 

@> = Skeleton Warrior 1 N 14 Beasthide, Bloodied Ventricle 

: Umbra Berserker 13 L 24 N/A 

** | Umbra Familiar 13 N 49 Familiar’s Mark 

** | Umbra Rogue 13 Cc 85 Bandit’s Mark - 
Phantom Enchantress 13 N 67 N/A 

z Skeleton Knight 13 N 55 N/A 


Vhsese ave neutral units that will not attack unless provoked. 


Unit randomly appears as a "Summon Darkness” target, 


Save Your Fury for Cassandra 

There are several interesting things going on in this battle, Cassandra may be a Necromancer, but she has no influence over the four stilled Undead on the map; 
when they rise, they won't attempt to harm you unless you throw the first blow. (If you can’t remember which faction a unit belongs to, highlight it and check the 
Coat of arms. The neutral units have a“?”,) In fact, there isn't much point in killing anyone; removing enemy units simply allows Cassandra to replace them with 


ssandra won't be able to 


new ones. The easiest way to win this battle is to slowly advance as a group toward Cassandra, attacking only to wound your foes. Since Ca 


summon anything, she'll instead advance to within spell range to attack you. At that point, send your most mobile units (particularly flyers) to quickly finish her off. 


BAHANNA HIGHLANDS 


Jineh trees grow on the gentle slopes 


of these snow-covered plains. 


LEADER 


Hektor aC ’ {3 eeu. as Deployment 
+ ne 


10 Characters 


“a 


Suggested Level | 


12 i 
Terms of Victory | 


Vanquish Hektor! | 


2) 


Race | Class 


@ = Human M (Hektor) Knight Jaarn’s Poultice, Blessing Stone, Hallowing Stone, Silver Oberyth 
© HumanM Wizard 13 c 77 Copper Oberyth, Grimoire Scindeciel I! 

@ HumanM Cleric 13 N 36 Bronze Oberyth, Grimoire Resurrection 

© Winged Human M Archer 13 L 49 N/A 

@ | Humanu Beast Tamer 13 N 26 Beastmaster’s Mark, Silver Oberyth, Bronze Oberyth, Braised Skewer 
@ = Winged Human M Archer 13 L 91 N/A vf 

@ HumanM Dragoon 13 N 7 Dragoon’s Mark, Silver Oberyth, Bronze Oberyth, Dragon Steak 
@ = HumanF Cleric 13 L 56 Silver Oberyth, Grimoire Bravoure 

© = Dragon Frost Dragon 13 Cc 85 Icewyrm’s Mark, Inferior Ore, Gemstones, Krystallos Ore 

© = HumanF Terror Knight 13 N 64 Skyiron 

© Dragon Frost Dragon 13 te 84 Icewyrm’s Mark, Inferior Ore, Gemstones, Krystallos Ore 

@ Beast Gryphon 13 C 35 Log, Beasthide 


Keep Hektor’s Clerics at Bay 
The Bahanna Highlands offer both bad terrain (you start downhill from your foes) and bad weather (falling snow takes a serious toll on projectile weapon accuracy). 
On top of that, you face a Knight leader with incredibly high Defense and a fondness for the Phalanx skill, a pair of Frost Dragons who are much too loyal to turn, 


and two Clerics who are eager to erase any damage you manage to dish out. 


It's hard to snipe out the Clerics when firing uphill in snowy weather, so you have to send some aerial units and melee fighters to attack them directly, You don't need 
to kill them—just keep them under constant attack so they're too busy healing themselves to help anyone else, With them occupied, ignore Hektor and surround 

his Dragons to take them out one at a time. A good Dragoon with the Dragonslayer skill can shave several turns off the dragon's lifespan. Finally, pick off Hektor’s 
remaining troops, revive your own dead (Hektor can stall for a really long time), and then turn your full attention to the leader. Blunt weapons and skills like Mighty 


Impact will help hasten his demise. 


ma 


Jollina Lw1 Aa : a ' Leuke Lv 13 
; ’ 62580 O ou 402 


lh 


‘The western side of the castle, facing 
the Holboss. Part of the wall was 
damaged during the war. 


Deployment 


) 12 Characters 
)) Suggested Level 
| 
mise 
Terms of Victory 
) Vanquish Orgeau! 
> Terms of Defeat 


7 
ENEMIES 


"ieee 


BRIGANTYS WEST CURTAIN WALL 


(ee ) 


TeapER 
Orgeau 


Drops (from common to rare) 


© | Winged Human M (Orgeau) Beast Tamer 14 Li 56 Peregrine’s Mark, Javelin, Fruit of the Adept, Silver Oberyth 

© Beast Octopus 13 C 36 NVA 

© | Lizardman Hoplite 13 N 51 Footspldier's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@® = HumanM Archer 13 N 15 Silver Oberyth 

@ | Lizardman Juggernaut 13 L 29 Juggernaut’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ | HumanF Archer 13 L 80 Bronze Oberyth 

© Beast Octopus 13 c 28 N/A 

@ Human M Wizard 13 c 57 Grimoire Offrande, Grimoire Tourbillon II, Mend Leaf +2, Bundle of Herbs 
@ | Human F Cleric 13 Cc 88 Blessing Stone, Hallowing Stone, Grimoire Bravoure, Grimoire Resurrection 
@ | Lizardman Hoplite 13 iE 34 Footsoldier’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ | Human F Enchantress 13 L 29 Grimoire Malepluie |!, Grimoire Petrifiant, Magic Leaf +2, Nightshade Extract 
@ = HumanM Cleric 13 N 65 Blessing Stone, Hallowing Stone, Grimoire Bravoure, Grimoire Resurrection 
@ | HumanM Archer 13 c 64 Copper Oberyth 


Choose Your Route Through the Castle Walls 


Selecting Brigantys Castle takes you to a sub-map where you can launch an attack on either the west or south walls. Both routes lead to the same area, but you can 


only choose one of the two. 


Tf you choose the west route, field whatever units you have that can fly or wade through water. At the beginning of the map, spread out a bit, back away from the 


water and bring down the Octopi with spells. Neither Octopus is particularly loyal, so if you don’t have one yet (or you want another), this is a good recruitment 


Opportunity. 


Once the seas are clear, send your flyers and swimmers into the water and have everyone else split up to start hopping down the two paths along the edge of the 


map. It's difficult to predict where Orgeau will go, but he’s usually reckless about flying down from his perch to meet invaders. If you're quick, you can bring him 


down before his Clerics can get close enough to bail him out. 


RIGANTYS SOUTH CURTAIN WALL 


eT, 


WIC=7B, 


oe a ae a 


LEADER 


Kakrinoros Seated on the high tundra of the 


Brigania Flats, Brigantys Castle is 


snowbound throughout the year. 


Deployment 


icters 


Suggested Level 


12 


Terms of Victory 


Vanquish Kakrinoros! 


Terms of Defeat 


aN 


hited 


EMIE 


Drops (from common to rare) 


@ = Human M (Kakrinoros) Wizard 14 c 67 Grimoire Congelation Ii, Grimoire Gelant, Bronze Oberyth, Silver Oberyth 
(3) ed Human M Cleric 13 N 64 Grimoire Bravoure, Grimoire Resurrection, Hallowing Stone, Blessing Stone 
(c} ged Human M Archer 13 N 44 Peregrine’s Mark, Beasthide, Log, Inferior Ore 

oO ed Human M Archer 13 L §8 Peregrine’s Mark, Beasthide, Log, Inferior Ore 

e Witch 13 Cc 57 Grimoire Fldmmes 11, Grimoire Antimagie, Wyrm Gem, Magus’s Mark 
CF) Enchantress 13 9 Grimoire Offrande, Grimoire Briseciel !!, Magic Leaf +2, Bundle of Herbs 
® 13 N 50 N/A 

CH) 13 N 45 WA 

o 13 5 58 N/A 

0 Terror Knight 13 c 38 Bronze Oberyth 

eo Knight 13 6 63 Silver Oberyth 

e Berserker 13 Cc 69 Copper Oberyth 

© = Human F Archer 13 E 97 N/A 


Take the Back Path Up the Southern Wall : 


Players who choose to assault the castle through the Brigantys South Curtain Wall find their starting position at the base of a ledge so steep that even longbow 


Archers cantt fire over it. If you have lots of good flying units, no problem; you can soar over the wall and assault Kakrinoros directly. Otherwise, you have to divide 
your troops into two groups, one of which covertly travels up the snowy staircase west of your starting position, while the other causes a small distraction on the 
stairs to the east. The team that heads east will face a barrage of arrows, so they should be as hearty a group as you can muster. Classes that can cast offensive 


spells—like Terror Knights and Cyclopes—are ideal, as they'll be able to fight effectively from the rear when an enemy Knight blocks the path. 


Itimately, the west team will probably be the one to finish the job, Have a few agile units clear a path at the top of the stairs to the left, so your Archers can set up 


their longbows and pick off the frail Kakrinoros. 
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BRIGANTYS GREAT HALL 


INC 


A spacious audience hall, as starkly 
furnished as any of the great castles 
of Valeria. 


ployment 


12 Characters 


Suggested Level 
12 


Terms of Victory 


Vanquish Xaebos! 


| Terms of Defeat 


pri 
ENEMIES 


et ee ee 


14 L 84 


Human M (Xaebos) Knight 
Human M Cleric 
Human F Cleric 
Human F Witch 

@ = Human M Wizard 
Human F Archer 
Human M Terror Knight 
Human M Terror Knight 

1 Human F Archer 

J Beast Cyclops 
Beast Cyclops 
Golem Stone Golem 
Golem Stone Golem 


Xaebos 


Steer Clear of the Golems and Their Raven’s Eye 


In Great Hall battles, the best strategy is usually to line up between th 


Drops (from common to rare) 


ingot, Gold Oberyth, Silver Oberyth 


ite, Hallowing Stone, Blessing Stone, Mend Leaf +3 
M 


Grimoire Mobi 


end Leaf +3 


Grimoire Bravoure, Hallowing Stone, Blessing 


Magus’s Mark, Grimoire Rocher II, Wyrm Gem, Bi 


imoire Scindeciel (1, Grimoire Eclair, Silver 0 


N/A 


he statues to form a strong defensive wall. But Xaebos’ front line contains a pair of Stone 


Golems who can hit every target in a large area with their Raven Eye ability. To avoid being wiped out by it, spread your troops as widely as possible. Have your 


Archers focus on picking off the spelleasters in the back, while your own spellcasters target the Golems one 


at a time in an attempt to quickly defeat them before 


they can use their powerful special attack. Clear the battlefield completely before you move in to finish off the resilient Xaebos. 


After the battle, visit the shop at Brigantys to browse an assortment of new weapons and arm 


but you'll stumble into trouble as soon as you pass through the Bahanna Highlands. 


Raven Eye 
te) 


aments for level 13-ish characters. Your next task is to retake Coritanae, 


Numbing Hook 


eooc'eoo0ooo0sd 


EE Saas e 


A (Modiliani) 


Hur 


Human M 
Human F 
Human M. 
F 
an F 
M 


Hi 


Hi 
Humar 
Human F 
Human F 
Human M 


Human M 


Win HIOBYRIMS ETERNAL LOYALTY 


If you can keep Hobyrim alive, he pledges his sword to your cause at the end of 
the fight. Select the first dialogue option to accept him into your ranks. 


AHANNA HIGHLANDS 


emcee TCO 


Jineh trees grow on the gentle slopes 


of these snow-covered plains. 


ployment 


12 Characters 


Suggested Level 
13 


Terms of Victory 


4 


LEADER 


acct doe 


Vanquish Moditiani! 


t 


Modiliani . 
Terms of Defeat 


ances, Anatomy (Rank 2), Parry (Rank 2), 


are awesome, and they don’t 


olrio|Zz ziclairjz 


0 0u»56200 


| Drops (from common to rare) 


47 N/A 
68 Ninja’s Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
24 A 
5 N/A 


66 Ninja's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
29 Bandit's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
43 Bandit's Mark, Copper Oberyth, Bronze Oberyth, Silver Oberyth 
71 Copper Oberyth, Bronze Oberyth, Sitver Oberyth 


48 Grimoire Flammes II 
55 Grimorie Malepluie 1! 
69 Grimoire Mobilite 


This 


so make sure to bring the 


s another rescue mission, 


usual emergency response 
team: Canopus, other flyers, 
and agile characters with an 


equipped Lobber. Position 


them in the front left corner of 
your starting lineup so they can 
reach Hobyrim as quickly as possible. Archers also prove very useful here: 

Your uphill position allows you to hit targets threatening Hobyrim from way 


beyond the displayed range. 


Swordmaster Hobyrim is a skilled but reckless warrior who will never stop 
his one-man assault and hold still for healing, So in addition to keeping 
him healed, you need to give his opponents more tempting targets, such as 


wounded flyers and low- Defense Ninjas. 


13 


8 


THE GATES OF CORITANAE 


LLC 


TRADER 


A fitting fortress to guard one of Marino 


the richest regions on the islands. 


Cotitanae Keep was built on a rocky 
outcropping in the middle of the 
Xeod, giving it natural protection 


from inyaders. 


Deployment 


—_ 


ee 
ENEMIES. 


[at] boy. | Drops (from common to rare) 


| @ Human M (Marino) Terror Knight 5 c 75 N/A 
| © — Winged Human M Archer 14 N 80 NA 
| © | Human F Cleric 14 L 56 N/A 
fo} Human F Witch 14 fe 70 Grimoire Oeildaigle 
e Human F Beast Tamer 14 N 50 N/A 
tr) Dragon Arc Dragon 14 (ej 63 Inferior Ore, Krystallos Ore, Gemstones. Gleamwyrm's Mark 
tc) Dragon Flood Dragon 14 lu 77 N/A 
tH) Beast Octopus 14 C 56 Beasthide, Bundle of Herbs, Nightshade 
@ = Winged Human M Archer 14 L 80 N/A 
© Human Beast Tamer 14 c B7 N/A 
e Dragon Flame Dragon 14 N 39 Inferior Ore, Krystallos Ore, vytm’s Mark 
@ Dragon Cloud Dragon 14 5 47 Inferior Ore, Krystallos Ore, Gemstones, Stormwyrm's Mark 
@* Human Terror Knight 14 c 94 N/A A 
@* Humanm Rune Fencer 14 N 55 N/A 
@* | Human Terror Knight 14 c 61 NA 
@* | HumanF Warrior 14 L 27 N/A 
@* | Human F Kunoichi 14 N 39 N/A 
@* | HumanF Rogue 14 N 45 N/A 


Init randomly appears as a mid-battle reinforcement. 


Rush the Moat in an Enemy-Leader Blitz 

You fought on this exact same map only a few battles ago, and the 
Starting positions of your team and your target have barely changed at 
all. Nevertheless, pursuing the same two-prong-attack strategy will prove 
difficult with so many heavy units clogging up the bridge. This time, the 
better strategy is to send all of your units over the moat in a concentrated 


blitz on Sir Marino. The wide-open area on the other side of the moat will 


Give you plenty of room to slip behind the enemy's Dragons, and while the 


enemy Archers will inflict heavy casualties, you only need to have a few units 


reach their mark and unload their finishing moves to end the battle before anyone bleeds out. As a Terror Knight, Sir Marino will rush headlong into your charge 


instead of playing the cast-spell-and-run-away games that Gildora did. 


Obviously you want as many wading and flying units as possible to avoid a major bottleneck on the thin platforms that your ground-pounders will have to hop 
across. Wizards are not known for their agility, but they're invaluable for their ability to inflict status conditions like Charm, Sleep, and Petrify which effectively 


remove enemy units without inviting reinforcements. 


CORITANAE WARD 


eeetikeine, 
The remnants of an indoor garden. 
Water was once sluiced to the sides 


of the central corridor to feed the 


trees that grew here. 


Deployment 


1 or 10 Characters 


Suggested Level 


13 


Terms of Victory 
Vanquish Leonar! 


DMO MTU 


Terms of Defeat 


Bt 


95 Copper Oberyth*, Bronze Oberyth”, Silver Oberyth* 


man M (Leonar) Knight 18 


L 
Human F Cleric 14 L 88 Grimoire Mobilite 
Human M Wizard 14 N 81 Copper Obetyth, Bronze Oberyth, Silver Oberyth, Mage’s Mark 
Human F Archer 14 N 72 N/A 
Human M Archer 14 L 47 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 
Human F Enchantress 14 C 79 Grimoire Scindeciel I! 
Human F Warrior 14 L 59 N/A 
Human F Warrior 14 ¢ 65 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's Mark 
Human M Knight 14 N 84 N/A 
Human M Knight 14 N 74 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 


‘Leonar’ drops are not available when battling one-on-one. 


Face Leonar in a Battle of Your Choosing 
In the heart of Coritanae Keep, Leonar challenges Denam to settle their differences with a duel to the death. But you don't have to accept; if you respond “this fight 
is not ours alone,” you can instead trigger a full ten-on-ten team fight. This is probably the way to go, as it allows you to earn more EXP and spread it around to 


more characters. You can also trigger new conversations by fielding Leonar’s former friends Arycelle and Donnalto. 


If you do agree to “A duel, then,” you'll find the solo battle to be fairly easy. Leonar starts at the opposite end of the map, so if you back up a bit you can spend at 


least three turns giving yourself buffs with Tarot Cards, And since Leonar never heals, you can easily outlast him with Field Alchemy II. If you're a Knight, make 


sure to use Phalanx whenever Leonar is about to hit 100 TP in order to negate his finishing move. 


In the full-scale battle, Leonar fields a large amount of Knights and Warriors that can clog up the central passage. Send your own frontline fighters and Wizards to 


meet them, while a second group of Ninjas and flying characters make their way through the pit to cut down the spellcasters and Archers that remain in the back. 


& 1. a Duel. THEN. 
2. THIS FIGHT IS NOT OURS ALONE. 
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MOUNT WEOBRY 


[MOQ 


ener enea 


An active volcano in the Burnham 


Berda 
Massif, a mountain range rising in 


the island’s central region. After 
120 years of slumber, the volcano 


{_@00 } 


reawakened upon the death of } = 
King Dorgalua. eee] 
aoe | - 
Deployment = 
10 Characters (coo ) =e 
Suggested Level 
te {( ooe } 
| Terms of Victory ie : 
| Vanquish Ganpp! 


Terms of Defeat 


LE 
N 54 


Human M (Ganpp) Beast Tamer 15 N/A 

Beast (Obda) Gryphon 15 L 92 N/A 

Beast (Berda) Gryphon 15 L 84 WA 

Beast (Zanga) Cockatrice 15 N 74 N/A 
E Beast (Banga) Cockatrice 15 N 72 N/A 

Umbra Hoplite 14 N 62 Footsoldier's Mark, Inferior Ore, Bronze Oberyth, Silver Oberyth 

Umbra Juggernaut 14 N 35 Juggernaut’s Mark, Inferior Ore, Log, Leather 
¢ Umbra Juggernaut 14 N 48 Juggernaut’s Mark, Inferior Ore, Log, Leather 
@ Winged Human M Archer 14 C 41 N/A 

Winged Human M Cleric 14 N 74 Copper Ore, Bronze Oberyth, Silver Oberyth 
@ Winged Human M Archer 14 Cc 18 WA 


Target Ganpp but Leave His Beasts Alone 


Ganpp is back, along with his familiar pair of Gryphons and a new pair of pet Cockatrices. Unlike the last battle, in which ( 
you can now kill any of his be 


sanpp woud end the fight to save his pets, 


- But you dont really want to: depending on which of his four pets die, Ganpp will ether recover 100 HP or cast Strengthen or Sidestep 
‘on himself. In addition, he'll stick a na 


debuff on your entire army. Instead of killing them, have your mages attempt to stick the critters with Sleep or Petrify effects. 


The best strategy here is simply to take out Ganpp, and the terrain of this map makes it easy. Have your Archers s 


p forward to the tip of the ledge, from which 
they can target Ganpp with seemingly out-of-range shots as soon as he takes a step or two forward. Flying units can find plenty of safe spots in the river of lava from 


which to throw boulders or fire long-range weapons of their own. With only one Cleric for backup, it won't take long before Ganpp gets low on health 


and warps 
away for a second time. 


___THE ARKHAIOPOLIS OF RHIME 


{eee } 


Knight) at level 3 
Swords (1H) (Rank 2), Spears (Rank 2), Anatomy (Rank 2), Divine Magic, Augment Light 
(Rank 2), Rampart Aura, Counterattack i, Truestrike | 
Spells __ innervate, Heal 


White Knights are a superior class to normal Knights, offering better stats, better skills, and a wider 


selection of Divine Magic spells. It's a shame that so ti 


haracters can use the White Knight 
classmark. 


| EE CERT 


© — Human M (Hiram) Terror Knight 16 
@ — HumanF Enchantress 15 
@ | Human Rune Fencer 15 
@ Human Knight 15 
@ | Human Archer 15 
@ Winged Human M Warrior 16 
@ | HumanM Knight 15 
@ — HumanM Warlock 15 
@ | HumanF Knight 15 
© Beast Octopus 15 
@ | HumanF Knight 15 
@ Winged Human M Beast Tamer 

© | HumanF Cleric 15 


er 
annie errr likemie, 
(eee ) PS 
Caer This ancient city, constructed several 
f 
| _000 )} centuries in the past, was the site of 
TeADER the first battle between Galgastani 


Hiram. 


and Walister. 


Deployment 
10 Characters 


Suggested Level 


14 


Terms of Victory 


Vanquish Hiram! 


Terms of Defeat 


Pbtca bon SEA. 


ELD MOMENT 


Gildas (White Knight) at level 3 

Swords (2H) (Rank 2), Axes (Rank 2), Anatomy (Rank 2), Divine Magic, Augment Light 
(Rank 2), Rampart Aura, Counterattack |, Truestrike | 
Spells _| Innervate, Heal 

Gildas and Mirdyn are nearly identical units, although their stats may differ slightly. It's hard to make 


Skills 


room for both in your active party (especially when your hero is also a Knight), so choose one to field 


(Sir Gildas is recommended). White Knights are rarely targeted in combat, so they can afford 
their shields for a stronger two-handed blade. 


Drops (ftom common to 


5t N/A 

50 Grimoire Congelation I 

56 Copper Oberyth, Bronze Oberyth, Silver Oberyth, MageN/AKnight's Mark 
39 N/A 

ot N/A 

77 N/A 

71 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 

74 Silver Oberyth, Grimoire Vifesprit 5 


65 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 

43 Nightshade, Bundle of Herbs, Beasthide 

80 N/A 

59 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beastmaster’s Mark 
25 Copper Oberyth, Bronze Oberyth 


TAKE THE CASTLE IND TTS CUIRDING WitOUry Fiche Break Through the Enemy Lines 


You arrive at Almorica to find that a red carpet has already been rolled out ‘for 
you. In addition to taking the castle without a fight, your old friends Sir Mirdyn 
and Sir Gildas willjoin your cause and furnish you with a supply of White 
Knight classmarks. (§ Sadly, only a very few named characters can become White 
Knights, and that doesn't include anyone who is already in your army at this 
point in the game.) 


Your foes in this battle have 
organized themselves into three 
groups—to the north, west, and 
east. Rather than allowing them to 
come at you from all sides, focus on 


the group to the west and strike at 


them directly. That will allow you 
to even the odds before the north 
group can arrive, and ensure that the battle is mostly over by the time the troops 
to the east reach the center of action, Once you've finished mopping up the first 
group, Terror Knight Hiram should arrive on the scene. With his lone Cleric 


already dead, he has little hope of surviving your concentrated assault. 
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BOED FORTRESS 


einem 


(e008 } 
‘The ruins of an ancient fortress built 


to serve as a watchtower on Phaesta 


Minor. 


Deployment 
10 Characters ( 


! Suggested Level 
14 


Terms of Victory 
' 
a Vanquish Oz! 


Terms of Defeat 


Skills 


Spells 


Valkyrie, 


Battle Oz on Your Own Terms 
The geography of Boed Fortress 
is 2 complete disaster for your 
team; it’s difficult to find paths 
up the incredibly steep fortress, 
and your enemies are able to 
block them with ease. Bows are 
next to useless, and a limited 
number of approaches make it 
difficult to concentrate attacks 
on a single foe. So why bother 
trying to clamber up when your 
impatient foes are so willing to 


come down to meet you? Line up 


your units against the map edge 
South of your starting point, and ambush the Templar Knights as they descend 
from the fort to pursue you. Oz is an impetuous man, and will likely be one of 
the first ones down. It will be a bloody fight with his having so much support 
from the magic-using Templars above, but if a handful of your troops are able to 


unload their pent-up finishing moves on him, Oz will turn tail and warp away. 


Cerya (Valkyrie) at level 9 


Cerya comes loaded for battle with 


© | Human M (02z) Knight Commander 100 

@ = HumanM Templar/Archer 15 N 84 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer’s Mark 
@ | HumanM Templar/Warrior 15 N 76 N/A 

© | HumanM Templar/Terror Knight 15 N 72 N/A 

@ | HumanM Templat/Terror Knight 15 N 90 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight's Mark 
@ Humanm Templar/Cleric io) L 74 N/A 

@ = Human M Templar/Wizard 15 L 59 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage's Mark 
@ = Human Templar/Knight 1) c 88 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
@ | HumanM Templar/Wizard 15 lv 72 Cooper Oberyth, Grimoire Aspirenergie 

@®  Humanm Templar/Rune Fencer 15 c 86 Bronze Oberyth, Silver Oberyth 

@ | HumanM Templar/Temple Knight 15 L 94 WA 

@ Human Templar/Temple Knight 15 L 86 V/A 


600 | 


Traber 


4 


Spears (Rank 2), Swords (1H) (Rank 2), Anatomy (Rank 2), Fire Magic, Augment Fire 
Rank 2), HP Infusion, Counterattack |. Fortity | 
Sparksphere 


wide variety of useful skills at Rank 2. Even if you don't need a 


she has the goods to excel at a wide variety of other classes. 


rops (from common to rare) 
WA 


val sercten ad ms “ acne, 
“A "Reckur OED ORTRESS RIGHTFUL LISTER 


After the battle, you will 
automatically recruit Cerya, the 


ou‘ RiGuT. oF course, 
ERI. YOU SHOUD COME Wim Us 


sister of Cistina and the leader 
of the Liberation Front. 


PHIDOCH WEST CURTAIN WALL 


a 


soll CTSAS 


The area before the gates of The 


Thapar 
Mercure Swan. A second wall was added 


beyond the first during the war. 


ployment 
12 Characters 


Suggested Level 


14 


Terms of Victory 
Vanquish Mercure! 


Terms of Defeat 


Es ‘Race Class I : Drops (from common to rare) 
oO Human M (Mercure) Swordmaster 16 L 78 Codex of Gems, Treatise on Resolve 
(8) Golem Stone Golem 16 L 67 Tin Ore, Graphite, Gold Ore, Granite’s Mark 
@ | Golem {ron Golem 15 c 38 Skyiron 
@  HumanM Archer 15 N 59 Copper Oberyth, Bronze Oberyth. Silver Oberyth, Archer's Mark 
fe} Human F Berserker 15 N 92 Copper Oberyth Bronze Oberyth, Silver Oberyth, Berserker's Mark 
@  HumanM Warlock 15 C 55 N/A 
@  HumanM Berserker 15 N 42 N/A 
@ Golem iron Golem 15 N 46 Iron Sand, Iron Ore, Platinum Ore, Black tron’s Mark 
@ = humanF Archer 15 c 61 N/A 
eo Human F Cleric 16 L 37 Copper Oberyth, Bronze Oberyth 
@ Golem Stone Golem 18 L 80 N/A 
@:* Winged Human M Archer 15 C 61 N/A | 
@- | Winged Human M Wizard 15 C 28 Silver Oberyth, Grimoire Revirement 
@* Winged Human M Rune Fencer 15 L 45 N/A 
© | HumanM Warrior 15 N 69 NA | 
@: HumanF Terror Knight it N 74 NWA i" 
(0) Human M Warlock 15 N 85 Wyrm Gem, Copper Oberyth, Bronze Oberyth, Magus's Mark 


Unit randomly appears as a mid-battle reinforcement. 


Sneak Past the Guardian Golems to Reach Mercure 
Once again, players have a choice of two approaches into Phidoch Castle 
‘The two battles are quite similar, with players striving to kill the enemy 


leader before they're overwhelmed by reinforcements. 


Split your force into two units. Leave one on the bridge near the starting 


point, with Knights to slow down incoming units and units who are capable 


of causing Breach, Petrify, or Sleep effects. You don't want to kill anyone, 
because they will just be replaced with reinforcements, so spells like Petriburst (which almost never misses against Golems) are a great way to slow down the enemy 


without building a body count. 


While that team provides a distraction on the bridge, send a team of your most mobile units down the southeast edge of the map, and then northeast up the grassy 
path to the higher tiers of the castle. They should meet Mercure as he comes down to join the fun, and should be able to overwhelm him and his Cleric before the 


Golems can come to the defense of their master. 
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PHIDOCH SOUTH CURTAIN WALL 


“LCA ——— 15B 


Semen 


TRADER = ) 
Vestiarri 4 oe 


The chalk used in the construction 
of this castle’s walls give Phidoch its 
nickname: “The Swan.” It is none- 
theless a powerful fortress situated in 
the middle of the island. 


Deployment 


eer xa AS 


ENEMIES 


PSE ES Drops (from common to rare) 


fa] Human F (Vestiarri) Enchantress 16 Codex of Gems 

(3) Human F Cleric 15 iE 45 Copper pOperytDy Bronze Oberyth, Blessing Stone, Sibyl’s Mark 
(c) Human M Warlock 15 N 68 Copper Oberyth Bronze Oberyth, Silver Oberyth, Grimoire Vifesprit 
(3) Winged Human Archer 15 E 72 N/A 

@ | Human Archer 15 C 65 N/A 

@ = HumanM Cleric 15 N 95 N/A 

@ = HumanF Archer 15 Li 60 N/A 

tH) Human F Knight 15 N 63 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight’s Mark 
o Dragon Flood Dragon 15 L 28 Inferior Ore, Krystallos Ore, Gemstones, Waterwyrm's Mark 
oO Human M Knight 15 C. 54 N/A 

tk) Dragon Thunder Dragon 15 Cc 71 Inferior Ore, Krystallos Ore, Gemstones. Stormwyrm’s Mark 
@- Winged Human M Archer 15 N 85 N/A 

@:> | Winged Human M Cleric 15 L 70 N/A 

@> | Winged Human mM Wizard 16 N 54 N/A 

@: | HumanM Dragoon a5, c 39 N/A 

@: Human Ninja 15 c 59 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja’s Mark 
@- | Human F Warrior 15 N 43 N/A 


"Only a random selection of these units appear. Others appear as mid-battle reinforcements 


Sneak Past the Castle Guardians to Reach Vestiarri 
Vestiarri is smart enough to stay in the safety of the castle’s upper floor, 
forcing you to go to her. Unless you have enough winged units to rush her 
directly, you'll have to field a party that’s heavy with both defensive units 

like Knights, and agile, highly mobile units like Ninjas. Line up your team 


along, the southeast side of the river, and lure as many foes into a battle 


there as you can. Try not to kill anyone so they can’t be replaced with fresh 


reinforcements; status effects like Petrify, Sleep, and Breach are your best 
bets. While your heavy units keep the enemy Knights and Dragons occupied, your agile units should be able to slip into the castle over the wall to the east and cut 
down Vestiarri before her reinforcements get out of hand. 


HIDOCH GREAT HALL 


— [=e 


The great hall of the castle, where King 
Dorgalua rallied his troops to strike at 
Rodrick’s army during the wall. 


Deployment 


12 Characters 


Suggeste: el 
14 


Terms of Victory 


Vanquish Oz and Ozma! 


rms of Defeat 


LATVIAN 


5) 


Drops (from common to rare) 


— 
0 J 6 
| 


Knight 16 ie 100 Hagiaknight's Mark”, Platinum Oberyth*, Glamrock”, Alluring Boots* 
(0 Commander Alluring Corset* 
© Human (Ozma) Knight 16 Ib 100 Hagiaknight’s Mark”, Spiked Laurel 
Commander 
f Knight 15 Cc 28 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight’s Mark 
© | Human F Cleric 15 C 91 N/A 
e Dragon Hydra 15 L 71 Inferior Ore, Krystallas Ore, Gemstones 
@  HumanM Terror Knight 15 N 35 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
Cc Archer 15 (¢] 69 N/A 
CH) Witch 15 L 74 Copper Oberyth, Bronze Oberyth, Silver Oberyth 
0 Archer 15 N 50 N/A 
€ Archer 15 N 55 N/A 
Templar/Warrior 15 ik 83 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's Mark 
uman F Tempiar/Enchantress 15 L 85 N/A 
Human M Templar/Cleric ae} iE 74 Copper Oberyth, Bronze Oberyth, Hallowing Stone, Sibyl's Mark 
duman M Templar/ Knight 15 L ot N/A 
These drops are only available at very high levels. 


Divide the Dark Knights to Wipe Out Their Retinue 
Denam begins the final battle of Chapter IT] alone in the center of a room, with his troops several squares away. He'll take a good hit or two from Dark Knight Oz, 


so make sure he’s in a class that can survive it. 


Your enemies include two Dark Knights, with Oz engaging you in battle while Ozma leads a group of reinforcements down the stairs behind him. Oz is backed up 


by four Templars, which are basically normal units disg ised in a much crunchier shell. If you lose track of which one’s which, check their skill list, and it should be 
clear what roles they play. Have your army move into the room with the Templars as quickly as they can, which will convince most of Ozma's men to stay on the 
stairs and provide what little support they can from there. Take out the Templars first (starting with the Cleric and Mage), and whatever of Ozma’s units squeezed 
through, That should leave everyone with enough TP to converge on Oz and quickly destroy him with finishing moves. Heal up, regroup, and go after Ozma. 


Without the support of Oz and the Templars, she isn't so tough. 
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Chapter IV’s Side Quest-Filled Finale 


Whatever path you choose, all roads lead to the same Chapter IV. However, the loose ends from your individual path will be addressed in route-specific side quests 
that are only available to players who have completed the relevant Law, Chaos, or Neutral version of Chapter IIL. In addition to these side quests, Chapter IV has 
several that are available to all players, many of which are lengthy adventures that span multiple battles. Some of the side quests have very specific timing restrictions, 


so we're covering them alongside the main battles, listing them at the most optimal time to challenge them. 


The first steps of these side quests can be found in the Warren Report “Talk” section, The news story titled “Port Omish, Den of Thieves” will immediately open 


up the new area of Port Omish. However, the first battle of this side quest is a tough one, so you may not want to enter it until after completing the first few story 


battles of Chapter IV. The news story “Deneb’s E 


trigger another side quest. The story “A Rift in the Dark Knights” is the first part of a Law-exclusive side quest. You can't pursue the quest until after battle IV-4, but 


you must read the story defore that point. 


P eieE REPORT 


<> @ Phorampa Open to Hunting 
@&aDeneb's Emporium 

| RBaRcturn of the Princess 

| @BaResistance Falters 

} MZ20rder of Philaha Rises 

) BAA Rift ih the Dark Knights 
Q@uPort Omish, Den of Thieves 


Track Down Deneb’s Ever-Moving Emporium 


umporium” makes Deneb’s traveling shop available to players, where you can buy exclusive goods and eventually 


are known to gather at this port on the Obero Sea. Even in Dorgalua’s time 
@c ORDER 


Southron Liberator 


iZ 
Por tOmish 


As soon as you read the news about Deneb’s Emporium, her shop opens for business. The hard part is finding it; every day, Deneb’s Emporium moves to a new 


location, where it replaces the usual shop run by that “Hello, young master” guy. Deneb’s shop sells a limited selection of goods, but there are a handful of exclusive 


items, particularly Grimoires. Like any shop, she gains small amounts of new stock as the story progresses. 


The big attraction here is a side quest that ends with an opportunity to recruit Deneb. 


It isn’t possible to officially begin the quest until after you complete other 


side quests that unlock the city of Vasque. However, Deneb will not propose the quest until after you buy five of each type of orb from her shop (they're listed at the 


bottom of the Sundries section). Don't see them on the shelve 


@ purchase 
> 
Hi I'M SURE I MUST HAVE SOMETHING 
YOU WANT. 


That's because you haven't put them there yet. 


ystetious anergy emanates from this arb of DARK krystallos. Requires FIELD 


Bvoidad 
Gale Orb 
Bust or 
Bstormor 
@B cataract ord 
@ Black ice Orb 


DRadiant ord 
B Goomon 


PEERS ERE 


tion off a Dragon unit (at any shop), it is apparently converted into orbs and a few other items at some rendering plant, and those items end up on 


jime you auc 


Bcives of both Sach Dragon generates two orbs of its element. So, for example, a Flame Dragon generates two Inferno Orbs. In order to buy five of each 
Ghelves of bot! Bon 


shops. E 
o auction off three Dragons of each of the eight elemental types, as well as three Hydras. Luckily, auctioning off elemental Dragons also makes 


silable, so as long as you have enough total Dragons, you only need to capture one of each type. Unfortunately, there is no classmark for Hydras, 


their elassmarks ava 
which are among the rarest Dragons in the game. They don’t appear as random 


foes in any game area (outside of the Palace of the Dead), so keep a lookout for 
them in sidequest battles [V-A2 (Port Omish) and IV-E1 (Madura Drift), as 
well as in a few areas within the Hanging Gardens. That's going to be a lot of 


work for your Beast Tamer, so if you want Deneb, you should get started early. 


It gets even more complicated! There are actually two versions of Deneb: If 
you acquire 30 Glass Pumpkins (which are dropped by Umbra Familiars in the 
Palace of the Dead) and sell those at Deneb’s shop, she will join you as a Wicce 


(her very powerful exclusive class) instead of as a Witch. Collecting Glass 


= 
| 


Pumpkins takes a very long time, as they're rare drops. The best way to get 


them is to continuously replay level 1F of the Palace of the Dead. 


HOU 


Emporium Location 


SJEMPORIUM 


(QPENMO/ALISPUAVERS) 


Port Omish poe 
2 Grimsby A 
: 7 Quest Progression 
3 elm 
: oem HK Read “Deneb’s Emporium” in the Warren Report. 
5 Barnicia Castle 
6 Golyat ae Complete the Palace of the Dead side quest to unlock 
Y Almorica Castle the city of Vasque. 
8 Arkhaiopolis of Rhime 

; cg Acquire and sell 30 Glass Pumpkins to 
9 Krysaro rf 
Deneb (optional). 
10 Phidoch Castle 
1 c i 
a Sanauss i Buy five of each Dragon Orb at Deneb’s shop. 
yz Gortianaa Keep When prompted by Deneb, say “No. Let’s have it.” 
13 Port Asyton Deneb joins as a guest character. 
14 Brigantys Castle 
15 Port Omish & Travel to Vasque to defeat Deneb’s Punkins. 
7B Gunny (Suggested Level: 18) 
17 Heim 3 oe A = 
Deneb officially joins party. Go to Almorica Castle to 
(See : : 

se eign view a new event scene (optional). 
19 Barnicia Castle 
20 Golyat 
21 Almorica Castle 
22 Arkhaiopolis of Rhime 
23 Krysaro 
24 Phidoch Castle 


Balmamusa 


Sh 


Thapar 
Uram 


Jineh trees grow on the gentle slopes 


of these snow-covered plains. 


Deployment 


10 Characters —-—_ 


Suggested Level 


14 


|) Terms of Victory 
© Vanquish Uram! 


| Terms of Defeat 


Cudgels (Rank 2), Divine Magic, Augment Light (Rank 2), Anatomy (Rank 2), Fortify | 
Sidestep |, Expand Mind |, Sanctuary |, Mother's Blessing 
Exorcism, Silent Light, Boon of Swiftness, Awaken, Innervate, Singing Light. Awaken Stone. 
al, Major Heal 

It's hard to tind room for Cle 
Olivya is good at her job. Her second rank in the Cudgel skill allows her to dish out a bit of battlefield 
damage with the Weathful Strike finishing move 


Cleanse, Hei 


your army fills up with an ever-wider variety of units, but at least 


© | Human M (Uram) Wizard 16 Cc 35 N/A 

@ HumanM Berserker 15 N 64 Copper Oberyth 

© | Human F Archer 15 Cc 36 Silver Oberyth 

© Dragon Frost Dragon 15 ik 77 Inferior Ore, Krystallos Ore, Gemstones Icewyrm’s Mark 

@ — Humanm Cleric 15 G 42 Bronze Oberyth 

@  HumanF Beast Tamer 15 N 61 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beastmaster’s Mark 
@ = HumanF Swordmaster 15 L 72 Copper Oberyth, Bronze Oberyth, Silver Oberyth Swordsman's Mark 
® © Dragon Frost Dragon 15 Ci 39 N/A 

@ | Human Archer 15 L 80 N/A 

@ = HumanF Valkyrie 15 L 90 N/A 

@ Human Beast Tamer 16 N 47 N/A 

@ — HumanF Cleric 15 N 55 N/A 


Brigantys Castle appears to be the chapter's first destination, but you stumble 


Run Into Trouble on the Road to Brigantys Castle <2 VO0e ESTHER IND RECRUIT HIB ATED 


Whichever route you choose 


into an ambush when you cross through the Bahanna Highlands. It’s very easy 
: y eee 8 hee (theyre covered next), youll find 

to just have Archers snipe out the leader, a Wizard named Uram, but you should ; c Df 
S important revelations within 


: ; 2 ‘ Ripeee : the walls of Brigantys Castle. 
it soon. Crossing the river near your starting position is difficult, so send half 


: samen ‘ Indeed, within waits a Cleric > —o ‘ 
of your team to the south to cross the river where it’s thinner, and half to the " i WHAT APE YOU BOWE I BRIGANTYS? WHERE ts FATnE@? 
named Olivya (another sister 
bd 


¢rossing point to the north. Bye 
oP of Cistina and Cerya), who 


Seize this opportunity to clear the map and gather some EXP—you'll need 


will pledge herself to your cause, Olivya will [point you to your next destination, 
Hagia Banhamuba. But don't head that way until after you've pursued some 


Attempt Peaceful Entry to Brigantys Castle...lf You Dare 


7 ae “ 5 > R , side quests, or you may miss the opportunity to do so. 
Your mission at Brigantys Castle is a peaceful one, although the guardians of = 


the south and west walls may not know that, Believe it or not, it is possible 

to convince the guards that your intentions are peaceful. To do so, unequip 
everything from Denam, and send him alone into battle at the Brigantys South 
Curtain Wall. The guards will welcome you in without a fight. Skipping the 


battle will cost you some EXP, of course, but it will also avoid lowering the 


loyalty score of certain clans, a hidden attribute that may affect your ability to 


Fecruit certain rare characters. 
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BRIGANTYS WEST CURTAIN WALL 


aa nanaiineaninaeemenanaaemarsaraesercest 


canasectnticmas Nei ay 


The western side of the castle, facing 
the Holboss. Part of the wall was 


damaged during the war, 


Deploym: | 
10 Characters | 
@ Suggested Level j 


14 


* 
emsclvion 


Vanquish the enemy! 


Terms of Defeat 


ENEMIES 


‘Race | Class Drops (from common to rare) 


Human F Witch 18 C 34 Wyrm Gem, Copper Oberyth, Bronze Oberyth, Magus’s Mark 
Winged Human M Archer 15 N 46 N/A 

Human M Knight 15 [E 79 N/A ir. 

Human M Cleric 15 L 85 Copper Oberyth, Bronze Oberyth, Blessing Stone, Sibyl’s Mark 
Winged Human M Archer 15 N 54 N/A 

Human M. Terror Knight 15 L 81 N/A 

Human F Knight 15 N 62 N/A 

Human F Cleric. 15 L 84 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Grimoire Mobilite 
Human M Archer 15 N 89 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 
Human M Wizard 15 N 58 N/A 


Wipe Out the Guardians of the West Wall 


Getting there is the tricky part: rather than having all of your units travel single-file across the paths on the east and west sides of the map, field as many flying or 


wading units as you can. While your marines har: 


he units near the coast, your army can hop across to cut down the support units who are hiding outside of Bow 


range, Send your heartiest men first, as enemy Archers will be waiting. 


Sy ; 
Jeorse 1x15] a | “ol Emetia, Lvl 
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BRIGANTYS SOUTH CURTAIN WALL 


Wice<-erar-asniaaeeeeee 


ON 


Seated on the high tundra of the 
Brigania Flats, Brigantys Castle is 
snowbound throughout the year. 


Deployment 


10 Characters 


ki 
|) Suggested Level 
4 


ia 


14 
|, eae 

| Terms of Victory 

" 


Vanquish the enemy! 


) Terms of Defeat 


| Drops (from common to rare) 


@ | Humanm Cleric 15 L 84 N/A 

© — Human F Witch 15 L 75 wyrit Gem, Copper Oberyth, Bronze Oberyth, Grimoire Aspirenergie 
@ — Humanm Warlock 15 N 67 Wyrm Gem, Copper Oberyth, Bronze Oberyth, Magus’s Mark 

@ — HumanM Wizard 15 tL 93 Grimoire Fumerolle 

@ | HumanM Cleric 15 L 89 N/A 

@  Humanu Archer 19) L 85 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ | Human F Archer 15 N 58 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ = HumanF Swordmaster 15 N 62 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman's Mark 
@ | Humanm Dragoon 15 iE 79 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 
@ HumanM Dragoon 15 L 81 N/A 

FE s 


Wipe Out the Guardians of the South Wall 


Virtually all of the enemies on this map are clustered on the road that leads to the castle gates; this time the quickest way to reach them is to take the stairs to the 
€ast. The path is still prone to bottlenecks, so send some winged Archers onto the castle walls to support the team by firing at whoever is in their way. Spellcasters 
Can stay on the ground floor and use Missile spells to target any foe who stands at the edge of the walls, or they can wreak havoc with the indirect targeting of spells 
that induce status conditions. 


PORT OMIS 


———— 


IV-A1 (PORT OMISH SIDE QUEST, _PART.1), 


Lrapen 


Di ermal " 
Ragnar Pirates are known to gather at this 


port on the Obero Sea. Even in 


Dorgalua’s time, it was known as a 


oee | i 1 @00 ) lawless place. 
< , ba Deployment a 
SLO . | 10 Characters 


Suggested Level 


7 


4 
Terms of Victory ipl 


Vanquish Ragnar! 


Terms of Defeat 


= 
= 
2 


eee | 


| a Race | Class J tw atm: Loy. _ | Drops (from common to rare) 
@  HumanM Berserker 2} c 38 N/A 
(3) duman F Swordmaster 20 N 50 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman’s Mark 
Treatise of Cleansing” 
(c) Dragoon 20 c 33 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 
fo} Wizard 20 N 52 NA 
e Witch 20 C 30 NWA 
@  HumanF Cleric 20 c 35 N/A 
@ = HumanM Rogue 20 N 48 Copper Oberyth. Bronze Oberyth, Silver Oberyth, Pirate's Mark 
iH) Archer 20 ¢ 42 N/A 
o Archer 20 c 39 NA 
@ — Human F Valkyrie 20 C 28 N/A 
@  HumanM Terror Knight 20 c 40 N/A 
@ = HumanM Knight 20 Cc 34 N/A 
@ — Human F Swordmaster 20 C 35 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman’s Mark 


Treatise on Technique 


items only available at very bigh levels 


Begin a Long Journey with a Timely Visit to Port Omish 
If you're interested in starting the Port Omish side quest, now is the time to 
do it. The level 20 enemies may seem to be out of your league, but if you fail 
to complete this first battle before you enter Mount Hedon, the opportunity 


to pursue this quest will be lost. 


Clearing this battle with properly equipped level 15 or 16 characters 


certainly won't be easy, but it is doable. After all, you only need to defeat one 
enemy, and as a Berserker with only one Cleric and one Knight for healing, 
Ragnar is quite vulnerable to blitz strategies. You also have to keep Diego alive throughout this fight (if you hope to continue the side quest, that is), but he’s pretty 


good at taking care of himself, and your seemingly weak party will make for a very effective distraction. 


Ragnar has positioned his troops wisely, with a pair of Archers that will have their pick of targets from your starting lineup and a Knight at the end of the dock 


where you start the battle. Field hearty, heavily armored units who won't go down with a single arrow or bolt; Beasts and Dragons are great here, as they have lots 
of HP and can quickly turn the damage into TP that fuels powerful special moves. You will need to field at least one Wizard, though, as the Petriburst spell is the 
easiest way by far to deal with the Knight. Squeeze as many units past his Rampart Aura as you can and have them immediately go to work on Ragnar, no matter 
what other tempting targets present themselves. (Although obviously if Diego needs healing, that’s your top priority.) Most of your units will fall, but it only takes a 


few survivors with good special attacks or finishing moves to take down Ragnar before the rest of his army can arrive on the scene. 
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Quest Progression 


& Read “Port Omish, Den of Thieves” in the Warren Report. 

Go to Port Omish to trigger battle T[VA-1 (Suggested Level: 17). *“Must complete before battle [V-3* 

After completing battle IV-4 and visiting Phidoch Castle, read “The Pirate’s Graveyard” in the Warren Report. 
Visit the Pirate’s Graveyard sub map. Read “The Dread Pirate” in the Warren Report. 

Visit Port Omish to witness “The Pirate Azelstan” event. “Must complete before battle IV-8* 

Visit Qadriga Fortress to witness the “Flowers of Remembrance” event. “Must complete before battle IV-8* 


After completing battle IV-10 (Barnicia Castle), go to Port Omish to trigger battle 1VA-02 (Suggested Level: 17). 


“Must complete after battle 1V-10 but before battle [V-13* 


Meet Azelstan in the Crystal Halls area of the Pirate’s Graveyard. Protect him throughout the ensuing battle. 


When prompted, tell Azelstan “More than enough.” He will join your party. 


ee CHE HH 


Continue to explore the depths of the Pirate’s Graveyard with Azelstan in your party (optional). 


A coal-mining town in the middle 
of the Bahm range, the houses here 
sprung up naturally around the 
mineshafts. 


Deployment 


10 Characters 


Suggested Level 
15 


Terms of Victory 


Vanquish the en 


Terms of eat 


ENEMIES 


es 
a = 
ee ————e Drops (om amon tre) 
© Beast Zombie Cyclops 18 L 31 Beasthide, Bundle of Herbs. Nightshade 
© Beast Zombie Gryphon 18 Cc 38 Beasthide, Bundie of Herbs. Nightshade 
@ Skeleton Warrior 17 N 26 N/A 
@ | Human F Zombie Archer 7 L 35 Copper Oberyth 
@ | Human M Zombie Warrior ui c 34 Silver Oberyth 
@ Human M Zombie Berserker 7 c 17 Bronze Oberyth 
@ — Human M Zombie Terror Knight 17 c 20 Grimoire Entrave 
© Skeleton Archer 17 N 40 N/A 
©  Lizardman Zombie Juggernaut 17 c 22 Skyiron 
C) mantom Wizard 17 c 24 WA 
@ Dragon Hydra 18 L 28 Inferior Ore, Krystallos Ore, Gemstones 
@ Umbra Rogue 7 N 16 Inferior Ore, Log. Leather, Pirate’s Mark 


AOS ROUTE 


THE CHALLENGE OF RECRUITING CRESSIDA 


The ultimate prize of this quest is a chance to recruit the Necromancer Cressida 


e (IV-2A 


ers who chose 


Brigantys at the end of the third battle. However, Cressida will not join you unless the 
pr 1¥-28), play : aa £ hidden layalty score of the Galgastant ts above a certain point. This score ts 
find a new ied i Sepang 


Shaos been the ate of «wap massacre affected by the decisions you make during the game, as well as your behavior 
fe ae Spe ea ee 3 ry J g 5) 
. stle he Balmamusa ‘of a diffe nd. Legions of wali . ~ pod eases . - po. 
article titled paunee Seana on wae He in combat. For example, a faction's loyalty will drop if you force one member to 
e .., en Report, eceteae cnce aca ph eo 
Dead” in the Warren Repor re te 3 attack another member of his faction. However, it will rise slightly whenever a 


»s-path 


eriggering member of that faction that you control falls in combat. 


Iexelusive side here are 


s on this quest, so you can pursue it whenever you like The decisions you've made up to this point are not likely to have pleased the 


ho firm time restrictic 
Bur keep in mind that w hile the quest is active, you can't avoid its battles. So, 
for example, if 
be able to tr 
Due to th 
the game 
Omish side quest before you challenge the second battle of this one. 


Galgastani. And you probably don't even have any Galgastani units in your 


you complete the first two battles of this side quest, you won't army, unless you've recruited some from shops, so don't count on having built up 


to Port Omish until after you complete the battle in Golyat. much layalty with the Galgastani that way. 


culty of recruiting Cressida, you may wish to wait until later in 


Bottom line: Cressida probably won't join your army unless you go through 2 
to attempt this quest. If that’s the cas ke begin the P B ae r : P 1 

Brartempt tis quest. Ie that's the case, smalse eure tober ne nor extreme measures to raise the opinion of the Galgastani people. An efficient way E 
to do this is to repeatedly trigger battles in the Phorampa Wildwood, have one z 


or two of your non-Galgastani units kill a bunch of your Galgastani units, and 


then retreat out of the battle. Sounds strange, but it works, i 


THE|BALMAMUSA\DEAD)(GRENTO/AULIRUAYERS)) 


Quest Progression 
@& Read “The Balmamusa Dead” in the Warren Report after entering Brigantys Castle. 
®* Go to Balmamusa to trigger battle IVB-1 (Suggested Level: 15). 
@ Go to Qadriga Fortress to trigger battle IVB-2 (Suggested Level: 15). 


%& Go to Golyat to trigger battle IVB-3 (Suggested Level: 17). 


W& If she survived the battle, tell Cressida “You will not be judged by me” to recruit her, provided you have earned enough 
factional loyalty with Galgastan. 


CHAOS ROUTE: Pacify the Undead Horde of Balmamusa 


This quest begins in Balmamusa, where you meet a Cleric named elias just as she’s cut down by an army of undead and left to bleed out on the streets. You have to 


resurrect her, but you don't need to worry about keeping her alive once you do; just drop her a Blessing Stone and she'll warp safely away. 


That leaves you free to concentrate on the zombie problem. You should field at least two Clerics, and have them chomp down on Magic Leaves on their first turns 


) they can begin Exorcising immediately. In addition to wiping the enemies off the map, diligent Exorcism will keep the dead bodies from creating bottlenecks that 
restrict the party's movement. By far the deadliest members of the undead horde are the Cyclops, Gryphon, and Hydra. They may be zombies, but they still count as 


Beasts and Dragons, so make sure to bring a Dragoon or two. 


Blessing Stone 


L loge 
Ae 


had a 
O125a 0200 


IV-B2.(CHAOS 


These ruins of an ancient keep mark 
the scene of the great battle between 
King Dorgalua and King Rodrick, 
who once vied for control of the 


islands. 


Deployment 
10 Characters 


Suggested Level 
15 


Terms of Victory 
anquish Dievold! 


a 
sy eS 
ENEMIES. 


QADRIGA FORTRESS 


Human M Zombie (Dievold) Terror Knight 18 L 52 
€ Dragon Zombie Flood Dragon 18 L 33 
¢ Beast Zombie Cockatrice 18 c 27 
@ Phantom Warlock 17 L 49 
Skeleton Archer 17 L 51 
Human M Zombie Terror Knight v7 N 60 
Phantom Enchantress 17 N 63 
Skeleton Knight 17 Cc 19 
@ Skeleton Archer 7 c 38 
Skeleton Warrior 7 Ll 35 
Human F Zombie Swordmaster 7 c 28 
L Human M Zombie Dragoon 17 N 62 
MW Dragon Zombie Thunder Dragon 18 ct 41 
© Dragon Zombie Dark Dra 18 N 45 


CHAOS ROUTE: Take Qadriga Fortress from Dievold 
After clearing out Balmamusa, you can trigger the 
the most powerful units begin in a stilled position, 
make sure you do it right. Don’t make unnecess: 


Clerics’ gear so they'll have a lower RT and will get to 


The enemies here are tougher than they were in B: 


there’s no one on his team who has the power to heal him. Speaking of Die 
Chapter III. 


Exorcism 


ary moves like using Magic Leaves; have other party members do that for you. Before the battle, take off 


act more quickly. Position them in the corne: 


next battle in this quest by traveling to Qadriga Fortr 


offering a tantalizing opportunity to wipe them out early. 


almamusa, but even low-level parties should be 


———— 


Dievoid 


200 


ts of the front row so they'll be 


[tw [ain | toy. | Drops (from common to rare) 
N 


WA 
N/A 
Beasthide, Bundle of Herbs Nightshade 


noire Radiance til 


Copper Oberyth, Bronze Oberyth, Silver Oberyth, Magus’s Mark 
Copper Oberyth, Bronze Oberyth, Silver Oberyth. Magus’s Mark 
N/A 

Silver Oberyth 

Bronze Oberyth 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, D 
N/A 


Inferior Ore, Krystallos Ore, Gemstones. Gloomwyrm's Mark 


This is another fight against the undead, and once again, 


fou have very little time to reach them, however, so 


all of your 


as close to their prey as possible 


able to punch through to Dievold and drag him down. After all, 
vold, remember that name when you use the World T: 


arot to play the Neutral route of 


‘Guesr 
Cressida 


LEADER 


|| Nybeth 


ENEMY 


Vyce 
G) 


( eee 
{ eee 


ENeny 
Didaro 


GOLYAT 


IV-B3 (CHAOS PATH SIDE “QUEST, PART.3), PART. 3), 


{eee } 


A port town on Galdochae, known 


ENEMY 


Moldova as Oberon’s Pearl in better days. Its 


once-beautiful walls now bear the 


scars of war. 


Deployment 


12 Characters 


Suggested Level 
17 
Terms of Victory 


Vanquish Nybeth! 


Terms of Defeat 


ENemy 
Cassandra 


HD MOMEALN AWM 


ry Cressida (Necromancer) at level 18 
skits | OUd9@IS (Rank 2), Dark Magic, Necromancy, Augment Darkness (Rank 2), Fortiy I, Spell- 
raft |, Spelistrike 11, Sidestep |, Resist Stun (Rank 3), Resist Silence (Rank 3) 
Word of Pain \l, Meteor Strike, Meteor Strike II, Drain Mind, Drain Power, Spelicharge. 
Paradigm Shift, Gravity Flux, Banist 
Necromancers have spec 


Spells 


n, Curse, Life Force, Putrify, Brainrot 

cially high INT and RES stats, that make them potent 
it undead units and then play all sorts of fun 
tricks with them, like reviving them at full health when stifled, 


st 
unique abiliti 


spellcasters. Th 


oe 


LL Dons (rom common oar) 


0 an M (Nybeth) Necromancer 

@® Human M Zombie Hanged Man 

@ — Human M Zombie Knight 

© — Human F Zombie Necromancer 

@ — Human F Zombie Necromancer 

@ Umbra Zombie Uruk 

© | Winged Human M Zombie Night Crow 

© Phantom Wight 

@ = HumanF Knight 

© Phantom Wraith 

© Winged Human M Zombie Night Crow 

@ Phantom Wight 

© — Umbra Zombie Uruk 

@ Human M Zombie Warrior 

@ — Human M Zombie Terror Knight 

@ Human M Zombie Berserker 
Umbra Zombie Uruk 
Human M Gladiator 
Human M Shadow Knight 
Winged Human M Zombie Night Crow 
Human M Blood Hunter 
Phantom Wraith 
Phantom Wight 


"Unit randomly appears as a “Summon Darkness” target. 


Cc 40 N/A 
19 L 75 NWA 
19 1 90 N/A 
19 C 78 N/A 
19 N 80 WA 
18 Cc 99 N/A 
18 c 94 N/A 
18 C 83 The High Priestess, Basin of Time, Salted Lobe 
18 N 48 Copper Oberyth 
18 Cc 75 The Empress, Spiritstone of the Stars, Bloodied Ventricle 
18 Cc 88 Judgement, Bloodied Ventricle, Magedrain Gland 
18 c 88 N/A 
18 C 76 The Magician, Areion Plume, Shoulder Shard 
18 N 59 Bronze Oberyth 
18 Is 36 Silver Oberyth 
18 L 33 N/A 
18 Cc 79 The Magician, Areion Plume, Shoulder Shard 
18 Cc 85 N/A 
18 c 96 NWA 
18 c 80 Judgement, Bloodied Ventricle, Magedrain Gland 
18 Cc 77 N/A 
18 Cc 92 The Empress, Spiritstone of the Stars, Bloodied Ventricle 
18 c 85 The High Priestess, Basin of Time, Salted Lobe 
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CHAOS ROUTE: Reach Cressida Before She Dies 


Cressida begins this battle collapsed on the battlefield and in the process of bleeding out. It isn't hard to have Canopus reach her and use a Hallowing Stone, but 


Cressida can't teleport away the way Oclias did, and will promptly be killed again by Nybeth or any number of other units, That means you need to reach hes with 


multiple characters, so you can better distract her enemies and provide healing as soon as Cressida is revived 


There’s only one route to Cressida that will allow multiple units to reach her in time, and it’s directly northeast of your starting point. Ignore the enemies coming 


from other directions, and pick off the enemies that are in your way as quickly as possible. Field multiple Clerics and make sure they have enough MP to Exorcise 


enemies as soon as they fall; there are only a few routes through the buildings to reach Cressida, and you can't afford to have them blocked by Zombie bodies, Make 


sure your most mobile characters (winged humans and Ninjas) have high levels of Field Alchemy equipped, and don't resurrect Cressida until you're sure another 


party member will immediately be able to provide healing. Once revived, Cressida will fight on your side, but she’s terrible at it. She tends to hang out in that same 


small area, where she'll always be vulnerable to enemy attacks. Keep an escort with her at all times, 


CHAOS ROUTE: Scare Nybeth Away and Vanquish His Army 


After rescuing Cressida, fire a spell or projectile over the river to hit Nybeth. 
The good news is, you only need to hit him once to make him flee the 
battlefield. The bad news is that it won't end the fight; it just changes the 
objective to “vanquish all enemies.” At least now there won't be anyone to 


summon replacements! 


Have your troops encircle Cressida, while your Clerics use the Sanctuary skill 
to block the few routes to your position. Kill every foe in the area and within 
projectile range, while you carefully tend to the wounded. When the immediate 


vicinity is clear, leave a guard or two with Cressida and hunt down the remaining 


ear j 


foes. Fight conservatively; this is typically a long battle, so almost every enemy ing 19.5) ¢ 
5 Sita Benes 2 > Gs 1891890 582030 522 
you encounter will have a full stock of TP to burn on a deadly finishing move, a Py St8I189a 582030 52: 
x 


FORGIVE CRESsIDA’s FOUL SINS 


Ifyou can keep Cressida alive throughout the battle, you can attempt to recruit her 
in an event scene by promising her that “You will not be judged by me,” However, 
she will only agree to join you if your army is in good standing with the Galgastan 
clan . See the sidebar in battle IV-B1 for more details. 


@ 1. wor snoun you EXPECT FORGIVENESS. ay 


2. YOU WILL NOT BE JUDGED BY ME. 


C Human M (LeRozza) Warlock L 
B Dragon Dark Dragon 16 C 

{c Dragon Flame Dragon 16 N 
duman M Terror Knight 16 c 

Se Umbra Familiar 16 C 
@  HumanF Dragoon 16 N 
© | Human Rune Fencer 16 L 
© — Lizardman Warrior 16 N 
@ | HumanM Wizard 16 C 
© Umbra Familiar 16 c 
@ = Human F Berserker 16 Cc 
@ Winged Human Archer 16 N 
© Umbra Rogue 1 N 
@ Phantom Enchantress 16 c 


item only available at very high levels, 


Leave No Safe Direction for LeRozza to Run 


MOUNT HEDON 


{  o0@ ) 


An active volcano towering over 


the center of Banhamuba. Even 


| LeRozza 


now, molten lava flows daily from 


its crater. 


Deployment 


10 Characters 


Suggested Level 


15 


Terms of Victory | 


Vanquish LeRozza! 


Terms of Defeat 


ENEMIES 


Wyrm Gem, Copper Oberyth, Bronze Oberyth, Magus’s Mark 
Inferior Ore, Krystallos Ore, Gemstones, Gloomwyrm’s Mark 


ferior Ore, Krystallos Ore, Gemstones, Firewyrm's Mark 
Copper Oberyth, Bronze Oberyth, Ashmedai's Grog, Dreadknight’s Mark 
Copper Oberyth, Cloud Shoes” 

Silver Oberyth 

Silver Oberyth 

Bronze Oberyth 

Copper Oberyth 

Copper Oberyth 

Silver Oberyth 

Bronze Oberyth 

Silver Oberyth 

Copper Oberyth 


If you're interested in doing the Port Omish side quest, make sure you do so before you set foot on Mount Hedon. If you did manage to pull off that first battle of 


Port Omish, Mount Hedon will seem like a cinch in comparison. 


There is a pair of Dragons on this map, which are strategically placed to block the two easiest routes to the landmass where LeRozza begins the battle. Send Dragoons 


after them (or Beast Tamers, if you're pursuing the Deneb’s Emporium quest), taking care to engage the Dragons at wider areas of the rocky paths where your units will 


be able to surround them. While your frontline fighters deal with the Dragons, your Archers can begin shooting down the pesky Umbras, Phantoms, and enemy Archers 


and spellcasters. It's hard to predict where LeRozza will go, so once the Dragons are out of the way, send units after him from a variety of directions. 
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HAGIA BANHAMUBA 


el V-4 


An ancient temple built to wor- 
ship Ishtar, Goddess of Light and 
Warfare. 


Deployment 


10 Characters 


Suggested Level 


15 


Terms of Victory | Sherri 


Vanquish Sherri! 


Terms of Defeat 


Sherri (Witch) at fevel 10 

Cudgels (Rank 2), Earth Dark Magic, Draconic Magic, Augment Earth (Rank 2), Aug- 
ment Darkness (Rank 2), Empower Golem (Rank 2), Expand Mind |, Spelistrike Il 
Vulean Lance, Vulcan Lance Il, Cragfall, Blade Ward, Duststorm, Word of Pain, Word of 
Pain |, Meteor Strike, Drain Heart, Sleep, Charm 


Spells 


ng, Sherri has good stats and a nice selection of spells. Players of certain routes may already have 
eM multiple named spelicasters, but she’s the first one available to Law players, and is definitely worthy 
ENEMIES of a slot in their roster. Her Ring of Vitality is a nice bonus, too 
Serena 


Fa mmr Lili. | Loy. Drops (ram common to rar) 
7 80 N/A 


Human F (Sherri) Witch c 
Human M Dragoon 16 N 58 N/A 
Human F Dragoon 16 N 85 N/A 
Human F Knight 16 iL 62 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight’s Mark 
Human M Knight Bats ii 79 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight’s Mark 
Human F Cleric 16 L 93 N/A 
Human F Kunoichi 16 C 75 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Scroll of the Monkey 
Human M Ninja 16 C 89 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja's Mark 
@ Human M Ninja 16 Cc 67 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Scroll of the Cicada 
( Human F Kunoichi 16 C 93 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja’s Mark 
@ | Human F Terror Knight 16 G 84 N/A 
@ (Humanm Terror Knight 16 Cc 75 N/A 
@ | Human Wizard 16 c 67 N/A 
@ | HumanF Enchantress 16 C 75 N/A 
Give Sherri a Light, Non-Fatal Vanquishing Consider Mreuva’s Question Carefully 


The enemy leader on this map is After the battle, Mreuva will ask you a difficult question that will affect a future 


quartet of sisters that includes 


the elusive Sherri, the last of the YOUVE Wave 4 O18 Enemy mus battle. Spoiler alert: If you say “That I cannot do,” you will have to face Catiua 
we cS in combat in battle IV-10. But if you say “I shall do what I must,” she will not 
Mines 


Cerya, Cistina, and Olivya. appear at all, making for a slightly easier battle. (You will ultimately have the 
(Needless to say, there will be option to recruit her either way.) 


plenty of additional dialogue if 


you field one of the other three.) 
Your mission is to “vanquish” 
her, but her family doesn’t want her dead, so your goal should be to reduce her 
HIP to below 10% ofits max (around 16-18 HP). When her HP falls below that 
level, she will teleport safely away. 


Sherri begins the battle only a few steps outside of bow range, so your Archers 
might be able to do the job quickly. But if you get Sherri to a point where she’s 


not quite below 10% but any normal attack will kill her, you'll need to begin a 


& 1. tHart cannor Do. 
2. 1 SHALL DO WHAT I MUST. 


careful process of throwing rocks, smacking her with shields, poisoning her, or 
having your mages bop her with their Cudgels. Ultimately, it might be easier to 


Wipe out all of her troops first, so they can't come to her rescue. 


March to Phidoch to Trigger the Next Batch of Quests 
, make your way to Phidoch Castle to trigger an in-game event that unlocks the long road to your next major destination, Barnicia Castle. It also 


“After the battle 
locks several new Warren Report news topics, the next step in a few existing side quests, and even an unlisted side quest that allows you to recruit Sherri. 

luniocks several © 

he “Mysterious Blast on Exeter” news item unlocks a road in the northwest part of the map that extends from Brigantys Castle to the Palace of the Dead. You can 
c st J 

, new character at the palace, and trigger a second side quest along the way. There are no time limits for these quests, so they'll be covered after the events of 


recruit 
(Castle Heim, at w hich point they should be a little easier to complete. 


ive side quests that begin in the city of Krysaro, both of which are covered next. Note that 


Players who have taken the Law or Neutral paths can now pursue 


The Law side quest has a strict time limit and must be completed before you enter Barnicia Castle, your next major destination. 


Return to Port Omish and Unlock the Pirate’s Graveyard 


Players who are pursuing the Port Omish side quest can now take the next step 
‘on that quest Don't worry—there are no battles involved. Read “The Pirate’s QO REPORT TALK 013} 
Graveyard” to unlock a new multi-area dungeon just beyond Port Omish. Pay } 


the area a visit to unlock a new Warren Report entry titled “The Dread Pirate.” 


The Dread Pirate 


(There’s no need to do any battles within The Pirate’s Graveyard, which is 


extremely challenging at this point in the game.) 
— : . Many pirates and treasure hunters 


have lost their lives at the Pirate's 
Graveyard. Only one man has returned 
from its depths alive. The Dread Pirate 
Azelstan is known throughout the 
Obero Sea. 

Boasting superb navigation skills 


Withdraw from the Pirate’s Graveyard, and then visit Port Omish to trigger 


a new event with your old friend Diego. Next, visit Qadriga Fortress (after 


completing your other side quest in Krysaro, if your route has one). That's it for 


now; the quest will resume after the events in Barnicia Castle. 


Warten Raport 


Hs Riagnat Graveyard) 


ey 


CANPRIGN 313 DAY: 
Day of Twins 


WAR FUNDS: 


REDEEM SHERRI TO REUNITE THE PHORAENA FAMILY 


After the event at Phidoch Castle, pay a visit to Balmamusa. If Sherri is 
still alive and Olivya is both in your party and reasonably loyal (ber default 
loyalty should be fine), you can trigger the event in which Sherri joins your 
party... but only if it’s raining. Yes, that last part is a little weird. If you 

don't get lucky with the weather, travel back and forth between Balmamusa 


and Xeod Moors until you trigger a random battle. During that battle, have 


someone with Field Alchemy I or higher use a Horn of the Savages to change 


the weather to heavy rain. Then either finish the battle or retreat fram it, and make your way straight to Balmamusa. This event must be triggered before you complete the 


battle at Barnicia Castle, so don't dawdle! 


QADRIGA FORTRESS 


ce ~ 


aN IV-C.(N EUTRAL, PATH, SIDE QUEST) 
These ruins of an ancient keep mark 
the scene of the great battle between 
King Dorgalua and King Rodrick, 
who once vied for control of the 
islands. 


Deployment 


10 Characters 


Suggested Level 


i 16 


Terms of Victory 
Vanquish Ehirig! 


| Terms of Defeat 


Hammers (Rank 3), Cudgels (Rank 2), Anatomy Thanatology (Rank 2), Divine 


Magic, Augment Light (Rank 2), Fortify 1l, Mother's Blessing 


Spells 
Cerya comes loaded for 


Exorcism, Silent Light, Boon of Swiftness, Awaken, innervate, Si 
Cleanse, Heal, Heal Il, Majo 
have no shortage of named Clerics from which to choose, but Ehirig 


ig Light, Awaken Stone, 


jeal 


late in the game, but Cerya’ 


till one worth consider: 


st 


ing, as his highgrank Hammer, Anatomy, and Fortify II skil 


make him decent at frontline combat. If 


pe his Ring of the Mind for a more worthy member 


you don’t intend to use him, make sure to s 


Ain | Drops (from common to rare) 


Human M (Ehirig) Cleric Lt 75 N/A 

¢ Human M Wizard 20 N 59 WA 

G Human M Archer 20 N 48 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 
Human F Cleric 20 C 50 Copper Oberyth, Bronze Oberyth, Blessing Stone, Siby!’s Mark 

G Human M Archer 20 L 7 N/A 

G Human F Cleric 20 N 62 Copper Oberyth, Bronze Oberyth, Blessing Stone, Sibyl’s Mark 
Human F Enchantress 20 L 72 N/A 

@ — HumanF Archer 20 c 30 N/A 

@ = Human Berserker 20 N 48 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker's Mark 

© = HumanM Rogue 20 N 49 N/A 

@ | HumanF Rogue 20 N 71 N/A 

@ Human M Rogue 20 C 34 N/A 

@ = HumanF Rogue 20 c 50 Ni; 

@ | HumanF Berserker 20 L 77 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker’s Mark 

© | dumanF Archer 20 Cc 33 VA 


NEUTRAL ROUTE: Meet the Last Vestiges of the Liberation Front 


To trigger the side quest that’s exclusive to the game’s Neutral path, simply 
visit Krysaro at any point after clearing battle IV-4 to add “Pirates of Qadriga 
Fortress” to your Warren Report. After reading it, visit Qadriga Fortress to 
trigger a battle. The enemies seem tough, but you can end this battle with your 


sword still sheathed if you say the right thing. 


1. WHAT "FREE SEAS,” PIRATE? 
2. WiLL YOU AID US? 


PIRATES OF OADRIGAIFORTRESS\(OREN|TO)NEUTRAU;ROUTEIRUAVERS)) 


Quest Progression 
3 Protect Cerya throughout battle IIIN-2 (Boed Fortress). 
@ After clearing battle IV-4, go to the city of Krysaro. Open the Warren Report and read “Pirates of Qadriga Fortress.” 


Go to Qadriga Fortress to trigger battle 1V-C (Suggested Level: 16). 


IWIN Tue HERTS OF CERVI IND Enric) Alternatively, Kill Ehirig for No Good Reason 


If getting to recruit two useful characters for free leaves your bloodlust 


byning of the fight, ask Captain Bblrig “Will you aid us?"and bell ; 
Atte beginning of he fe # sey unsatisfied, you can ask Ehlrig “What ‘free seas,’ Pirate?” to trigger a battle 


o oblige. You may instead choose to fight bim for no reward. 


neal Pea een Be, oo instead. Your reward for this battle is nothing more than the simple joy of © 
Vistina’s sister Cerya is with him too, and shes willing to join as S 


murdering a potential ally (and needless to say, there won't be a happy reunion 


well. If only al ecrnitments went so smoothly! 


with Cerya, either). You won't even get any good drops out of it. 


Blitzing Ehlrig is the obvious choice of tactics, especially against such a high- 
level army. But he’s in such a defensible position that it’s next to impossible 

to rush him without an army that consists almost entirely of winged units. 
Instead, set up a formation outside of enemy Archer and Cleric range and pick 
off whatever units are foolish enough to come attack you. After wiping out 
the Berserkers and Rogues, even the Archers will begin to descend from their 
fortress. Once you've wiped out all of his offensive units, climb the stairs to go 


after Ehlrig and his fellow Clerics. 


” CompasiteiBowst 1 


ee r 4 
(or TOOL NA 


P 15 Sara Justina Iyv20 ae 
al49isom 0 on 53200>,(" \ 792140 0 ow 542 
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ae 442070 0 ow 93200 
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KRYSARO (LAW ONLY!) 


olV_D.(TAW.PATH SIDE QUEST) 


Before the time of Dorgalua, this 


town in the Almorica marches was 


the center of a cult worshipping the 


Ozma 


Sea God Vasque. 


Deployment 


12 Characters 


Suggested Level 


16 


Terms of Victory 


Vanquish Volaq and Ozma! 


Terms of Defeat 


Sein is (1H) (Rank 4), Whips (Rank 4), Ice Magic, Augment ice (Rank 3). Parry (Ran 
Skills 

Attenuate Ice, Rampart Aura lI. Counterattack J, Fortity Il, Resist Stun (Rank 4) 
Spells | Iceblast 


The Knight Comm 


Rampart Aura, and the Ru 
hassle. but as the 


weet ee Ly. Drops (rom common to rare) 


© | Human F ( Knight Commander 22 L 80 N/A 

© | Humanm (Volaq) Knight Commander 22 L 100 N/A 

@ — Human Templar/Dragoon 21 B 93 N/A 

@ — HumanmM Templar/Terror Knight 21 € 92 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight's Mark 
@ = Human F Tempiar/Archer 21 L 80 N/A 

@ | Human Templar/Knight 2t E 80 N/A 

@ | Human M Templar/Wizard a1 N 80 N/A 

@ HumanM Templar/Cleric 2t N 81 N/A 

@ =| Human Templar/Knight 21 L 75 N/A 

© Human Templar/Archer 21 N 59 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 

@ = Human F Templar/Cleric 21 L 64 N/A 

@ | HumanF Templar/Archer 21 N 65 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 

© | Humanm Templar/Terror Knight 21 c 71 Copper Oberyth, Bronze Oberyth, Ashmedai's Grog, Dreadknight’s Mark 
@ = Humanm Templar/Warlock 24 L 75 N/A 

@ | HumanF Templar/Swordmaster 21 N 74 N/A 


LAW ROUTE: Force Ozma to Confront the Ghosts of Her Past 
To trigger this exclusive Law-route side quest, you must have recruited 
onably loyal. Read “A Rift in the Dark Knights” in 


the Warren Report at the start of Chapter IV, and then pay a visit to Krysaro 


Hobyrim and kept him re: 


at any point before you visit Barnicia Castle (Battle IV-8). Don't be too 
intimidated by the vast army of high-level Templars on this map; if all goes 


according to plan, you'll never have to cross swords with any of them. 


1, NQ. I Adt NOT. 
@ 2. ves..1 AM HOBYRIM. 
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/AVRIETVIN\THE/DARKIKNIGHTIS|(OREN)T0)UAW:ROUTE/PUAVERS) 


Quest Progression 
Read “A Rift in the Dark Knights” in the Warren Report. “Must complete before battle 1V-03 


After clearing the battle at Hagia Banhamuba and visiting Phidoch Castle, go to Krysaro with Hobyrim (at average or 


higher loyalty) in your army. 


* 


e At Krysaro, trigger battle IV-C (Suggested Level: 16). Field Hobyrim and, at the beginning of the battle, have him 
reveal his identify. Reduce Ozma to less than 10% of Max HP without killing her. 


e After the battle, tell Ozma “As I owe you for my father” to recruit her. 


Strike at the Heads of the Templar Army 


A party that’s still in the mid-teens could never hope to win a drawn-out battle 


with the Dark Knight army. But if you reduce this battle to the pair of level Sha capes 


22 leaders that are your main targets, it’s completely winnable. Field mostly 


Archers and spellcasters with strong indirect spells, as this battle takes place 


on a thin bridge and only a few frontline fighters can get close enough to 
Ozma and Volagq to land hits. Make sure Hobyrim is in your line-up, and when 
prompted at the beginning of the fight, have him confess his true identity to 


Ozma 


You should aim to defeat Volag first, but Ozma will be your only viable target 
in the first turn of the battle, so don’t waste the opportunity to knock her HP q \ : x 2 Sisyphos 
down a bit. Her Rampart Aura skill will slow your assault against Volaq, so try uoesl2s120 
to have a character with the Knockback skill push her off the bridge (she can 


wade). 


Volaq is a bit weaker and can be brought down quickly with concentrated 
attacks from Rangers, Ninjas, and Archers. He is close enough to his army to 
be targeted by Heal spells, so it may take a turn or two to finally defeat him. It’s 
h 
your TP on skills like Tremendous Shot and Mighty Impact for the short-term 


o build up enough TP for Finishing Moves in this brief fight, so spend 


damage gain 


When Volag flees, turn your attention back to Ozma. Have the forces you sent “a 
q block the bridge to keep the ‘Templars at bay while your Archers : Rolo 
and spellcasters carefully reduce Ozma to less than 109% of her Max HP. If you 35k0 


reduce her to 0, you lose the opportunity to recruit her forever. 


TONVINCE DARK KNIGHT OZM4 TO EMBRACE THE LIGHT 


Ifter the battle, you will move 


directly into an event scene in 1. AS TNs YOU FoR wr Fare * 
4 : Si 3. LEANING? FORCE YOU 10 FORSIVE ME, 
which Hobyrim explains his 


past and his motives to Ozma 


and Denam. His words will 


D I YIELD. 
) I WILL FIGHT YOU NO MORE. 


sway Oxma, and you can recruit 


ber by answering “As Lowe you 
for my father” when prompted. 
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THE VANESSAN WAY 


eaAS 


000 


The ancient Valerians laid the 
cobblestones for this road over 1,000 


Leaver 
Alessandro 


years ago. Even today it serves to 


connect the various regions of the 


island together. 


Deployment 


> 12 Characters 


© Suggested Level 


i 15 
j Terms of Victory 


Vanquish Alessandro! 


© Terms of Defeat 


mo 


Drops (from common to rare) 


@ | Human M (Alessandro) Terror Knight N/A + 

@  HumanM Rune Fencer 16 N 89 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight's Mark 
@ = Human Berserker 16 c 58 N/A 

@ Human Archer 16 N 67 N/A 

@ Dragon Thunder Dragon 16 N 79 Inferior Ore, Krystallos Ore, Gemstones. Stormwyrm’s Mark 
@ | HumanF Archer 16 N 75 N/A 

@ | Human F Valkyrie 16 N 93 Grimoire Punition 

@ Dragon Flood Dragon 16 N 62 Inferior Ore, Krystallos Ore, Gemstones, Waterwyrm's Mark 
@ = HumanM Cleric 16 E 93 Copper Oberyth, Bronze Oberyth, Silver Oberyth 

@ Human F Berserker 16 C 85 N/A 

@ = Human F Kunoichi 16 c 67 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja’s Mark 
@ Winged Human Wizard 16 C 84 Grimoire Entrave 

@ | Winged Human Archer 16 N 75 N/A 

@ = Human Ninja 16 Cc 75 N/A 


Let Alessandro’s Army Break on Your Defenses 

Don't be in too much of a hurry to go chasing after your target here. The hills to the northwest offer a high vantage point for your Archers, and if you form a 
defensive position and wait for your foes to come to you, you can spend a few turns dealing with the Dragons before the rest of Alessandro’s forces arrive. (Sadly, the 
Dragons have high loyalty scores, but you may get lucky and tame one of them.) With the Dragons out of the way, you can cut down the enemy troops one at a time 


as they make it to your position, until Alessandro arrives on the scene. 


Alassandro 
@ 572 


LAMBISS HILL 


IV=6 


LEADER 
Pajeot Waves beat tirelessly against the 
sheer cliffs of this hill on the Bay of 
Gobanda. 
000 Deployment 


12 Characters fk 


_900 ) Suggested Level 


15 | 


Terms of Victory | 


| 
| 
Vanquish Pajeot! ” 


= 


Terms of Defeat 


Drops (from common to rare) 


SS 


oO Pajeot) Dragoon 7 N 54 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 
F © Drag Arc Dragon 16 L {nferior Ore, Krystallos Ore, Gemstones, Gleamwyrm’s Mark 

cc} Winged Human M Archer 16 N Silver Oberyth 

© 0 Thunder Dragon 16 N 85 WA if 
5@ — Dragor Thunder Dragon 16 N 62 NA 

[F} F Beast Tamer 16 N 89 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beastmaster's Mark 

© Huma Beast Tamer 16 N 58 WA 

oO jman Beast Tamer 16 N 79 N/A 

@ Winged Human M Archer 16 N 84 Copper Oberyth 

() man M Archer 16 N 75 Bronze Oberyth 

o Valkyrie 16 iE 75 N/A 

@ Hur Rune Fencer 16 L 67 N/A 

@ = HumanF Cleric 16 it 67 Grimoire Exorcisme | 

@ HumanM Cleric 16 Hf 93 Copper Oberyth, Bronze Oberyth, Blessing Stone. Sibyl’s Mark 


Set Up Your Dragoon for a Skewering Spree 


Once again, there’s no particular reason to go rushing after your foes when you can let them come to you. You don’t have as much time to prepare in this battle, so 


make it count: With three Dragons leading the charge, it’s important to make sure your Dragoon is ready for business. To help him earn the 50 TP necessary to start 


using the Dragonslayer skill on turn 2, have your troops alternate between beating him to a pulp and healing his wounds 


The enemy leader, Pajeot, is also. a Dragoon, so he won't be terribly difficult for an army of humans to beat. He does have several Clerics for support, however, so if 


nstead. 


you can't find a run of units who are able to target and destroy him before they can intervene, you should focus your attacks on the healers 


Jaunany L. a 4 M 4 Alkmene Ivl6_! 
1722130 0 oo } 2522980 0 ou 61200 
4 " m 
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TZORIOUS FIELD 


soem 
This corner of the Tzorious Desert 
was once a major site of tar pits, . 5 ag 
from which flaming pitch could be Z = 4s — oe ) 
produced. Although most of the pits { 000 = ; ‘ hice 
dried up from overuse during the 2% ‘ x i - ooe ) 
great war, pitch still erupts from the 


old fissures now and then. 


loyment Tt 
12 Characters Andoras 
> Suggested Level 
ooo | 


[15 


Terms of Victory 


an toy Oops tomeammonteret) | 
17 


@ — Human F (Andoras) Knight Commander N 55 Truend’s Scales 

© Dragon Dark Dragon 16 c 58 N/A 

@ _ Dragon Earth Dragon 16 N 62 Inferior Ore, Krystallos Ore, Gemstones, Cragwyrm’s Mark 

© Dragon Flame Dragon 16 N 79 N/A 

@ = Human F Archer 16 N 75 N/A 

@ | HumanM Wizard 16 Cc 75 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Magus’s Mark 
@ = Human F Archer 16 N 84 N/A 

@ | HumanF Templar/Warrior 16 N 89 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warriors Mark 
@ = Human mM Templar/Warrior 16 N 85 Copper Oberyth. Bronze Oberyth, Silver Oberyth, Warrior’s Mark 
© — HumanM Cleric 16 L 67 Bronze Oberyth 

@ | HumanF Witch 16 N 93 Silver Oberyth 

@ | HumanF Cleric 16 L 75 Copper Oberyth 

© | HumanF Templar/Valkyrie 16 L 67 N/A 

@ HumanM Templar/Rune Fencer 16 L 93 N/A 


Lure Your Foes Toward a Tarry Demise 


The Tzorious Field is a veritable lake of tar. Like the swampy areas you've 


encountered previously, anyone can move through tar, but at a severe 
Movement penalty. This gives you plenty of time to shoot incoming attackers 
full of arrows before they arrive. Make the most of the solid terrain at your 
Starting point, positioning mages and crossbow-wielders behind the barrels, 


and bow-wielding Archers behind them. Put your Dragoon at the lip of the 


solid ground so he'll be able to leap down and fire off a Dragonslayer stab 


when the initial wave of enemy Dragons arrive. 


Andoras is smart enough to hedge his bets, and will send Archers down the solid paths at the edges of the maps, and have Clerics travel behind him through the 
tar, Once you've dealt with the Dragons, split up to hunt down the enemy Clerics and Archers, and then have everyone converge on Andoras as he and his Templars 
Struggle in the center of the tarpit. 


THE GATES OF BARN 


Class Lvl. 

© Golem ron Golem 17 N 93 
@ — HumanF Templar/Witch 17 N 67 
(c) Human F r/Enchantress 7 C 89 
9 t 62 
e 1 7 N 58 
e F 17 i 79 
(cs) h 17 N 93 
o J 17 N 75 
0 18 L 54 
oO Templar/Wa 17 Cc 85 
o cd Human M Archer V7 N 

@ d Human M 17 N 

oO inged Human M 7 N 75 
o nan M Archer 17 N 84 


Intercept Your Foes at the Bottom of the Hill 


= 009 | 


IIA 


Former seat of power in Old Barni- 
cia. Its walls still bear the scars of the 
“Water that Burns,” flaming balls of 
tar that were used to lay siege to the 


castle during the war. 


Deployment 


12 Characters 


Suggested Level 
16 4 


—aa >) 
880 | Terms of Victory 


Vanquish the enemy! 


Terms of Defeat 


Drops (from common to rare) 
iron Sand, Igon Ore, Platinum Ore, Black lron’s Mark 

N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Magus’s Mark 
Bronze Oberyth 

Copper Oberyth 

Silver Oberyth 

Copper Oberyth, Wyrm Gem, Bronze Oberyth, Magus’s Mark 
(ron Sand, Iron Ore, Platinum Ore, Black Iron’s Mark 

NA 
Grimoire Glace {It 
N/A 

N/A 

WA 

WA 


At the Gates of Barnicia, your army begins at the bottom of a tarry slope. It isn’t an ideal position, but you won't be able to reach anything better before your enemies 


are upon you, so make the best of it by moving forward to the edge of the tar. Field multiple offensive spellcasters and feed them a generous helping of Magic 


Leaves so they'll be ready to blast the golems that will be the first enemies to arrive at your position. Once the golems are gone, have your heartier units protect your 


Archers as they fire at the descending Templars. By the time the enemy’s own Archers arrive, they'll have plenty of TP and the Brimstone Hail Finishing Move 


charged and ready, so keep your units positioned far enough apart that they can’t catch more than one or two of them in the blast. 


When fielding units, look ahead to the final phase of this battle, in which you have to hunt down a bunch of late-arriving winged units that are happy to rum away 


turn after turn while your fallen units bleed out. Bring a few flyers of your own to hunt them down 
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The once-beautiful garden here is 


Barbas 


now no more than ruins, scarred in 1 


places by flaming pitch. 


Deployment 


12 Characters . @086 ) 
{ 000 

Suggested Level 000 

16 


Terms of Victory SO8 


Vanquish Barbas! 


erms of Defeat 


= 000 


is = 
C888 | Ain | Loy. | Drops(tromeammantorare) 
CA Human M (Barbas) Knight Commander 18 C 82 N/A 
CB Human M Templar/Cleric 17 N 70 Copper Oberyth, Bronze Oberyth, Silver Oberyth 
G Human M Templar/Archer 17 N 60 N/A 
Human M Templar/Terror Knight 7 N 48 Copper"Oberyth, Bronze Oberyth, Ashmedai's Grog, Dreadknight's Mark 
Human M Templar/Wizard 17 N 60 Grimoire Bouledefeu III 
G Human M Templar/Knight ne N 54 Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Human F Templar/Archer Ae N 65. Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer’s Mark 
H Human F Templar/Knight 17 ¢ 38 N/A 
Human M Templar/Archer 17 in 68 Rimfire, Bronze Oberyth, Silver Oberyth, Archer's Mark 
D Human F Templat/Archer 17 L 72 N/A 
Human F Templar/Terror Knight 17 c 35 Copper Oberyth, Bronze Oberyth, Ashmedai's Grog, Dreadknight’s Mark 
LU Human F Templat/Enchan 17 N 72 Grimoire Aquamasse II! 
Human F Templar/Cleric 17 c 34 WA 


Cut Off the Clerics and Pile On Barbas 


The only way to reach Barbas is through the path that begins at the east end of the map. You can head in that direction, but don't expect to reach it; impetuous 
Templars, and eventually Barbas himself, will come pouring over the walls to attack you. Continue to send some of your units after the Clerics on the higher points 


of the map; it’s difficult to make headway against Barbas while he’s being healed from above. 


Barbas is a powerful fighter who can drop a group of units with a single finishing move. But he can’t heal himself, and outside of those two Clerics, no one else is 
joing to do it either. With Canopus, Ninjas, and other highly mobile characters killing (or at least distracting) the Clerics, the rest of your survivors should be able 
fe BUSA ghly S g ) 


to bum rush Barbas for the win. 


2 tte 
Linveve Iv.17 Olivya nase vs 
=_68201m 41 95a 82200 : wl07157m 12145a 42200 
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BARNICIA GRAND STAIRCASE 


ENEMY 
Cativa scat INE 10, 


A story tells that the former master 


LEADER 


Lanselot of this castle, Lord Clemont, was 


assinated as he walked up these 


stairs leading to the throne room, 


Deployment 
12 Characters 


Suggested Level 


16 


Terms of Victory jal 


Vanquish Lanselot! 


a 
4) 


Terms of Defeat g 


Sidestep II, Expand Mind !, Channeling |, Field Alchemy It 


Spiritsurge, Judgement, Exorcism, Silent Light, Boon of Swiftness, Awaken, innervate 


Singing Light, Awaken Stone, Cleanse, Heal, Heal Il, Major Heal 


Priest, Catiua continues right where she left off, But you can also make her a Princess, a class 

better defensive stats and the ability to equip a wider variety weapons and armor. Her Sa: 

spellcasting ability takes a small hit, though, with a slightly more limited selection of Divine spells and r ST TITTACNIE DCTONRTY 
ENEMIES (CATIUAWERS 


rse, she would have to start over at level 1 


@ = Human M (Lanselot) Death Templar 100 N/A 

@ — Human F (Catiua) Dark Priest 7 Cc 25 N/A 

@ HumanM Templar/Archer 7 N 61 N/A 

@  HumanM Templar/Archer ize L 79 N/A 

@ = Human M Templar/Knight 7 L 70 Silver Oberyth 

@ Human F Templar/Warrior 17 N 56 Bronze Oberyth 

@ HumanM Templar/Knight 17 L 81 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 

@ Human Templar/Swordmaster 17 19) 39 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman's Mark 
@ —§ HumanM Templar/Berserker 7 N 60 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berserker's Mark 
@ = Human F Templar/Swordmaster 17 N §3 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman’s Mark 
@ = HumanM Templar/Archer 7 c 49 Copper Oberyth 

@ = Human Templar/Warlock 7 L 74 Grimoire Foudrarc I! 

@ — Human F Templar/Cleric 17 N 48 WA 

@ ~~ HumanF Templar/Archer 17 N 54 N/A 


ENEMIES (CATIUA-FREE.VERSION)) 


re 
I 


@ | Human M (Lanselot) Death Templar 18 L 400 N/A 

@® Human M Templar/Archer 7 N 61 N/A 

@ Human Templar/Archer v7 L 79 N/A 

@® = Human M Templar/Terror Knight 7 th, 70 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
@ = Human F Templar/Dragoon 17 N 56 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon’s Mark 
@ = HumanM Templar/Terror Knight 7 L 81 Silver Oberyth 

@ =| HumanM Templat/Swordmaster ale c 39 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman’s Mark 
@  HumanM Templar/Dragoon 7 N 60 Bronze Oberyth 

@ = Human F Templar/Swordmaster 7 N 53 Treatise on Seduction 

@ HumanM Templar/Cleric 17 N 58 N/A 

@ = HumanM Templar/Archer 17 Cc 49 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Dragoon's Mark 
@ = HumanM Templar/Warlock 17 L 74 Copper Oberyth, Wyrm Gem, Bronze Oberyth, Magus’s Mark 

@ = Human Templar/Cleric 7 N 48 WA 

@ = Human F Templar/Archer 17 N 51 N/A 


3 
= = 169 


Meet Lanselot’s Men at the Base of the Stairs 

There are two versions of this battle. Tf, at the end of the Hagia Banhamuba battle, Denam declares that he could not bear to 0 to war against his sister, he will 
be forced to do just that, as Catiua appears as an enemy Dark Priest wielding a variety of Dark-type spells. If Denam says “I shall do what I must,” then his resolve 
will not be tested; Catiua will be replaced by another Templar instead. Vanquishing Catiua is not an objective here, so just stay away from her as much as possible, 


Fortunately, she no longer has healing spells, so she won't be able to interfere too much in your battle with Lanselot. 


Whatever your choice, the battle unfolds the same. Travel west from your 
starting point to the base of the stairs, where you can set up a defensive position 
and brace for the incoming Templar army. If you have at least two flying units, 
send them up to the rafters to the west, where they can take out Lanselot’s 


strategically positioned Archers and claim that crucial sniping perch for 


themselves. 


With a good team of frontline fighters slowly working their way up the stairs, 
and support from Clerics, Archers, and mages, it should be easy to cut down the 
‘Templars one by one without allowing them to get behind your front line and 
attack your more vulnerable units. If you try to take out Lanselot before you've 


Cleared out his entire army, make sure to severely wound a nearby Templar so 


the other Templars will concentrate on healing him in place of their boss. 


Select target 


CHOOSE BETWEEN J LORDSHIP AND 4 LADY 


After the battle, it’ time to finally put an end to this whole Catiua situation one way or the other. If you fought Catina in the Grand Stai rease battle, you need to say “I did 
only what I had to do,” and then “Vou are m ty sister, and I love you” in order to recruit her. If Catina did not join the fight, you have to choose the opposite dialogue options: 


“I never abandoned you” and “I took no Joy In our parting.” 


Whatever your choice, your reward awaits in Phidoch Castle. Wthe whole Catiua thing did not end happily, the consolation prize is the Sovereigns Mark, which will allow 
you to change Denam into a Lord. The Lords a fantastic class that has higher mobility, the ability to wield any weapon and learn almost any spell, and Lords can use most | 
previously learned skills, as well as a few powerfull new ones. But you will have to start over asalevel-I character. If you recruit Catiua, youll be in a similar situation, 


You can continue with her as a Priest, or change her to a level-1 Princess. 


Unlock the Final Batch of Side Quests 


After checking in at Phidoch Castle, take a look at the Warren Report. The 
new stories should include “Rhamsen Wreck Raised” and “The Ancient 
Temples.” The Rhamsen Wreck story unlocks a road to new areas east of 
Barnicia Castle, where you can pursue a three-battle side quest that ends 

in an opportunity to recruit a new character and earn a new classmark. 


Completing that quest also unlocks a second follow-up quest. 


“The Ancient Temples” quest begins with fighting optional battles at four are 


Qadriga Fortress, Boed Fortress, Ndamsa Fortress, and Geyld Fortress (a new area 
north of Barnicia Castle). It turns out that those fortresses are part of a series of six 


ancient temples that conceal large optional dungeons. You can find the full 
coverage of this quest and the Ancient Temples in the “Side Quests & Extra Chapters” section of this book. Finally, the Port Omish side quest continues with a new 


battle at Port Omish. You have to complete this battle before you enter Heim Castle, so now's the time to do it 


Race I 
@ HumanM Knight 20 
(3) duman F Archer 20 
@ HumanM Warrior 20 
@ = HumanF Knight 20 
@  HumanM Archer 20 
@  HumanF Cleric 20 
@ | HumanM Swordmaster 20 
@ HumanM Terror Knight 20 
@ HumanM Ninja 20 
@ = HumanF Valkyrie 20 
@  HumanM Wizard 20 
@ Human Warlock 20 
© Dragon Hydra 20 
@ = Human F Beast Tamer 20 


Bail Azelstan Out of Trouble Again 

If you've been diligently pursuing the Port Omish quest, you can trigger a 
second battle at any point between conquering Barnicia Castle and entering 
Heim Castle. The foes you face may be at a higher level than you at this point in 
the game, but this battle can be surprisingly easy, thanks to favorable terrain and 


a powerful ally in the form of Azelstan. 


‘The hard part is surviving that very first turn. You fail the battle outright if 
Azelstan falls, and he begins surrounded by foes with your units starting quite 
far away. Before the battle, equip Denam with a Lobber, as he starts slightly 
closer to Azelstan. On his first turn, have him move to the opposite corner of 
his rooftop, which should allow him to hit Azelstan with a seemingly out-of- 
range Lobber shot. (Unfortunately, there’s no way to predict what Azelstan will 


do, and there’s always a possibility he'll run out of range to the east.) 


Have one of your Divine spellcasters hit Denam with a Boon of Swiftness to 
ensure he’s able to stay on top of Azelstan’s healing needs. In the meantime, 
have all of your long-range units climb onto the rooftop to the southwest of 
their starting position. From that rooftop they can leap across to almost any 


other rooftop, where they'll have easy shots at foes who have no way to retaliate. 


There are only a few passages that will connect your ground units to the action, 
so carefully examine the elevations of the possible alleyways to make sure you 


choose one that’s viable. 


PORT OMISH 


ee 


IV-A2 (PORT OMISH SIDE QUEST, PART.2) 


Pirates are known to gather at this 


port on the Obero Sea. Even in 
Dorgalua’s time, it was known as a 


lawless place. 


Deployment | 


12 Characters i 


| 
Suggested Level + 


We 4 


| 
Terms of Victory iad 


Vanquish the enemy! 


Terms of Defeat { 

Azelstan cannot fall! ] 
ES, 
aie 


LOMETVM: 


~_LENEMI 


Drops (from common to rare) 


64 N/A 

39 N/A 

54 WA 

68 | WA 

54 N/A 

81 Copper Oberyth, Bronze Oberyth, Blessing Stone, Sibyl's Mark 
60 N/A 

78 WA 

77 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja's Mark 
42 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight’s Mark 
70 NWA 

35 N/A 

90 N/A 

82 


Copper Oberyth, Bronze Oberyth, Silver Oberyth, Be 


Azelstan’s Quest Continues in the Pirate’s Graveyard 
Completing this battle concludes all of the time-sensitive parts of the Pirate's 


Graveyard quest. You can continue it at any time by visiting the Pirate's 


Graveyard, and making your way to the Crystal Halls area. ‘There, Azelstan 

will join you as a guest character in a random battle. Keep him alive, and he'll 
join you for good. With Azelstan in your party, you'll be able to reach the 
deepest levels of the Pirate’s Graveyard, and view special events that can only be 
triggered in his presence. See the “Side Quests & Extra Episodes” section for 


more details. 


172 


Ancient ruins lie half-buried in 
the sands of the desert that spreads 


across the middle of Barnicia. 


Deployment 


12 Characters 


Suggested Level 


7 


rms of Victory 


Vanquish Mimose! 


Terms of Defeat 


} eee 
oo 


| = oa 
ENEMIES 


a es 
ot N/A 


© | Human F (Mimose) Valkyrie 19 L 
(3) Human F Enchantress 18 € 93 Copper Oberyth, Bronze Oberyth 
« Human M Archer 18 N 75 N/A 
(0) Human M Swordmaster 18 lb 93 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Swordsman's Mark 
Lamia Archer 18 c 75 NA 
G Human M Wizard 18 c 89 Copper Oberyth. Bronze Oberyth 
Human F Swordmaster 18 N 67 Silver Oberyth, Treatise on Excess 
Winged Human M Rune Fencer 18 N 67 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight’s Mark 
a Lamia Archer 18 N 84 WA 
@ Winged Human M Rune Fencer 18 L 75 N/A 
Dragon Earth Dragon 18 c 62 N/A 
@ = Human F Beast Tamer 18 N 58 WA 
Human M Cleric 18 Le 85 Copper Oberyth, Bronze Oberyth, Blessing Stone, Sibyl’s Mark 
Dragon Earth Dragon 18 N 79 Inferior Ore, Krystallos Ore, Gemstones, Cragwyrm's Mark 


Choose From the Two Roads to Oeram 


There are two routes you can take to reach the town of Oeram, which sits on the outsk 


ts of the Royal City of Heim. One route extends east from the Vanessan 
Way through Iorumza Canyon, while the other crosses Boulder Sands south of Barnicia Castle. Once you select one map, you will lose the ability to challenge the 


other, Boulder Sands is a little farther out of your way, but the incredible terrain advantage on this map makes it the easier of the two. 


Field all the bow-wielding Archers you can here, as they'll be able to target even distant foes from the hi gher points of the ruins. It will make for a boring fight if 
S ) ) Bi HLS is HB! 
you wait for your foes to join you at the top, so travel west to meet them without losing your elevation advantage. Mimose will probably be one of the first enemies 


to rush your position, giving you an easy opportunity to end the battle with a salvo of arrows. 


tha deepest reaches of loumen Vale. Oaram's houses were built on tha ster 
©c ORDER 


Princess Savior 


Mimo 


IORUMZA CANYON 


LV 21.1.8, 


ea 


The waters of the lorum caryed this 
great canyon out of the rock over 


countless centuries. 


Deployment 


12 Characters 


Suggested Level 


eld 


Terms of Victory 
Vanquish Stanoska! 


Terms of Defeat 


ENEMIES, 


0 Human M (Stanoska) Beast Tamer 19 le N/A 

CB) Beast Octopus 18 N 93 N/A 

G Octopus 18 c 75 Beasthide, Bundle of Herbs, Nightshade 

iman Warrior 18 N 67 N/A - 
Lizardman Warrior 18 N 93 N/A 

@ Beast Octopus 18 c 67 Beasthide, Bundle of Herbs, Nightshade 
Human M Rune Fencer 18 Ib 62 Grimoire Rafale tI! 

Human F Valkyrie 18 L 58 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight's Mark 
Winged Human M Archer 18 N 85 Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Human F Enchantress. 18 c 79 Grimoire Aiguille |I! 

( Winged Human M Archer 18 N 89 Copper Oberyth, Bronze Oberyth, Silver Oberyth 
Lizardman Juggernaut 18 N 15 Inferior Ore, Log, Leather, Juggernaut’s Mark 
Lizardman Juggernaut 18 N 75 N/A 
Lizardman Berserker 18 c 84 NVA 


Fight Aquatic Enemies from Dry Land 

Field any Octopi or Wade-capable human units you have on this map, but don’t plan to charge through the river in a full-on assault of your foes. Water isn’t great 
terrain to fight from, and your foes—many of whom have the Wade II skill—may be better at moving through it than your own units. Instead, stick to the dry 
landmass near your starting point and wait for your enemies to come to you. The Octopi will arrive first, and should receive the full brunt of your offense (so attack 
your own Dragoons to build up their TP quickly). Position your units a square or two back from the water to lure them onto dry land; you can surround and Kall 
them within a single turn. It’s very dangerous to let a badly wounded Octopus get a second turn, as it will likely cast a devastating Poison Rain on your tightly 


clustered troops. 


When you tire of fighting off waves of Lizardmen, send your aquatic and flying units after Stanoska. With no healers to repair the damage, he can be taken down 


with only a few scattered arrows and crossbow bolts. 


Gildas “L16 
22012912 40 5 


A town in the deepest reaches of 


Toumen Vale. Oeram’s houses were 
built on the steeply sloped canyon 
sides to avoid the gale-force winds 


that mp down the middle. 


Deployment 


12 Characters 


Suggested Level 


7 


§) Terms of Victory 


| Vanquish Hanzo! 


4 
|, Terms of Defeat 
p Terms otetet 


awa 
ENEMIES 


Race Class vl. Ain. oy. Drops (from common to rare) 


Human M (Hanzo) Swordmaster 19 iB 85 N/A 
Beast Cockatrice 18 c 84 easthide, Bundle of Herbs, Nightshade 
Beast Cockatrice 18 c 15 Beasthide, Bundle of Herbs, Nightshade 
0 Human F Archer 18 N 75 N/A 
E Human F Knight 18 IE 62 N/A 
Human M Cleric 18 LE 75 N/A 
Human F Cleric 18 L 93 N/A 
Human M Knight 18 L 79 Silver Oberyth 
Human M Archer 18 N 67 WA 
Human F Dragoon 18 N 67 Copper Oberyth 
Human M Dragoon 18 N 93 Copper Oberyth, Bronze Oberyth, Silver Oberyth Dragoon’s Mark 
Winged Human M Warrior 18 N 89 N/A 
Winged Human M Warrior 18 N 85 Copper Oberyth, Bronze Oberyth, Silver Oheryth, Warrior's Mark 
O Winged Human M Warrior 18 N 58 Bronze Oberyth 


Use the Terrain to Your Advantage 


With a steep starting position and plenty of ranged attackers, your enemy 


is holding all the cards here. You can set up a defensive position near your 


Starting point and wait for the Warriors to shamble down, or quickly ascend 
the stairs in front of you, continuously healing the enemy's arrow and boulder 
damage. The enemy has no magic-users to punish you for keeping your units 
in tight formations, so throw caution to the wind and charge those stairs 


before an enemy can reach them to block the way. 


Once you safely reach the rooftops, cut down the enemy's Archers and Clerics. 
With them out of the way, it’s 


asy to blitz Hanzo and spare yourself the 


trouble of having to hack away at the resilient Archers and Cockatrices. 


174 


THE GATES OF HEIM 


mmf 


The walls at the front of Heim 
= Castle were built unusually strong 
Derain 


for a time when no enemies posed an 


imminent threat to the city. 


Deployment 
12 Characters 


Suggested Level 


I 


Terms of Victory q 


Vanquish Derain! 


Terms of Defeat 


Drops (from common to rare) 


Eo a 
Cc 5 


O Hurnan M (Derain) Terror Knight 21 3! N/A 

€ nM Archer 20 N 58 | N/A 

tc man F Archer 20 N 89 N/A 

o anf Archer 20 N 85 : 

4 Rune Fer 20 L 67 Copper Oberyth Bronze Oberyth, Silver Oberyth, Swordsman’s Mark 

¢ Archer 20 N 75 N/A 

@ — HumanF Enchantress 20 c 67 Copper Oberyth, Grimoire Douleur Ill 

© Human M Berserker 20 C 79 N/A 
Dark Dragon 20 c 93 Inferior Ore, Krystallos Ore, Gemstones, Gloomwyrm’s Mark 
Witch 20 L 93 Copper Oberyth, Wyrm Gem, Bronze Oberyth, Magus’s Mark 
Berserker 20 c 62 WA 
Cleric 20 L 75 Copper Oberyth, Bronze Oberyth. ig Stone, Sibyl’s Mark 


Winged Human Archer 20 N 84 N/A 


Human F 20 l 75 Copper Oberyth, Silver Oberyth, Grimoire Vitalit 


Battle Derain from Within the Archers’ Blind Spot 


There are three different approaches you can take to reach the heart of Heim Castle. If you choose the front gates, you'll run into Terror Knight leader Derain 
anda full squadron of Archers on the castle walls. Fortunately, Derain is too impetuous to hide within range of his Archers. If you move your units slowly toward 
the stairs east of your starting position, you can meet him there and engage in battle outside of the Archers’ range. It’s easy to surround and slay Derain, but if you 
want to rack up some other kills first, you should send a hearty unit like a Dragon toward the castle gates, That will let you take out Derain’s Cleric while giving the 


Archers an incentive to stay put instead of moving in to join their boss 


Godebert. 1v20._! f 4 
22622620 0 ow 43200 


HEIM SOUTH CURTAIN WALL 


JVzi3B 


This courtyard toward the front of 


Heim Castle is designed as a vertical 


garden, with several levels ascending 
like stairs. 


Deployment 


12 Characters 


Suggested Level 
Ut 
Terms of Victory 


| Vanquish Verrnado! 


ENEMIES. 
Se Drops (rom common ore) 
21 1 N/A 


LA Human M Knight (Vermado} L 
CB Human F Witch 20 N 81 Bronze Oberyth, Grimoire Vifesprit 
CC Human F Valkyrie 20 L 93 Copper Oberyth, Silver Oberyth 


juman M Rune Fencer 20 L 84 N/A 
Human M Archer 20 N 1 NWA 
G Human M Warlock 20 N 86 Copper Oberyth, Wyrm Gem, Bronzi Oberyth, Magus’s Mark 
G Human F Swordmaster 20 L Treatise on Cleansing, Bronze Oberyth, Silver Oberyth, Swordsman’s Mark 
Human F Enchantress 20 c 80 Grimoire Malepluie 1! 
. Human M Wizard 20 Cc HI Copper Oberyth, Grimoire Rafale III 
Human F 20 N 76 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beastr ster’s Mark 
Human M 20 N 88 Copper Oberyth, Bronze Oberyth, Silver Oberyth Beastmaster's Mark 
@ Human M Archer 20 N 90 N/A 
1M Dragon Dark Dragon 20 Cc 61 N/A 
C Dragon Dark Dragon 20 C 54 N/A 


Slay the Dragons at the Stairway Bottleneck 
With only a few single-file stairways leading into the upper levels of this fortress, the bottlenecks can be deadly. Fortunately, that knife cuts both ways; if you 
Position your Dragoon at the foot of the stairs and then beat on him a bit to build up his TP, he’ll be able to block both Dragons and kill them with relative ease. 


(Keep the rest of your team a few squares away from his position so they aren’t caught in the Dragons’ breath attacks.) 


Once the Dragons are out of the way and you can ascend to the top, you will have to contend with Vermado’s stalling tactics while his Wizards and Archers pelt you 
with spells and arrows from the higher level. In the early turns of the battle, while your Dragoon is dealing with the Dragons, have your most mobile units beat on 


each other to fill up on TP. ‘Try to surround and kill Vermado with finishing moves in a single turn, before he can start using the Phalanx skill. 


Scythe Wind 


Taraete 
Vermado Ly2 
982322940 46 6 


\ 
2523) 


Human F (Halphas) 
Human F 


iman M 


Hi 


Dragon 


Dragon 

Human M 
Human F 
Human F 
Human M 
Dragon 

Human M 
Human M 


Dragon 


Avoid Halphas’ Hedge-Maze Trap 


a 
21 74 


Beast Tamer 
Archer 
Archer 
Valkyrie 

Arc Dragon 


Arc Dra 


Rune Fencer 
Cleric 

Knight 
Knight 

Flame Dragon 
Beast Tamer 
Beast Tamer 


Flood Dragon 


HEIM POSTERN GATE 


zlzlz 


rere 


lVA13C 


The walls around Heim Castle are 
a degree larger than those around 


other castles on the island. 


Deployment 


12 Characters 


Suggested Level 
7 
Terms of Victory 


Vanquish Halphas! | 


WAN 


= 


Terms of Defeat 


= | 


ENEMIES, 


ioe renee 


Drops (from common to rare) 
Ring of Alacrity +1 

N/A 

Copper Oberyth, Bronze Oberyth, Grimoire Bouledefeu II! 

Copper Oberyth, Bronze Oberyth, Grimoire Aquamasse I! 

Inferior Ore, Krystallos Ore, Gemstones, Gleamwyrm’s Mark 

Inferior Ore, Krystallos Ore, Gemstones, Gleamwyrm’s Mark 

N/A 

N/A 

Copper Oberyth, Bronze Oberyth, Grimoire Vitalite !! 

N/A 

WA 

N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beastmaster's Mark 


Inferior Ore, Krystallos Ore, Gemstones, Waterwyrm's Mark 


At a glance, this looks like a wide-open battlefield with no particular terrain advantage for your foes. Think again: it’s actually a series of paths through a hedge maze 


with unreachable Archers atop a steep wall to the north. Between the Archers and the narrow passages through the maze, you would need a huge squad of flying: 


units in order to blitz Halphas. The more practical choice is to let her come to you. 


Set up a defensive position at the mouth of the hedge path just to the left of the main road, where most of your foes will be coming from. Avoid proceeding more 


than a square or two beyond the burning brazier along the road, which roughly marks the range of the Archers on the wall. You shouldn't have to deal with two 


many lesser units before Halphas comes to attack your position. Note that her Ring of Alacrity +1 is an extremely rare drop, so don't let that factor into your decision 


about which route to take. 


White Knight: Only knights commander ara granted the title of White Knight. Int 


Lv.17 Gildas 
64 850 72200, 


This courtyard garden on the south- 


em side of Heim Castle is protected 
by the castle's maze-like walls and 


three moats. 


Deployment 


12 Characters 


Suggested Level 


7 
Terms of Victory 
Vanquish Latimer! 


Terms of Defeat 


' 
K 


a es 
L 78 


Human M (Latimer) Knight 21 Silver Oberyth, Gold Oberyth, Platinum Oberyth 
Human M Warlock 20 L 89 Grimoire Monolithe 
Human M Archer 20 N 67 N/A 
Human M Archer 20 N 75 N/A 
Valkyrie 20 i 75 NWA 
Golem Iron Golem N 93 fron Sand, ron Ore, Platinum Ore, Black iron's Mark 
Human M Cleric 20 L 93 Copper Obe: Silver Oberyth 
Human M Ninja 20 (8; 79 Scroll of Windshear Ii, Bronze Oberyth, Silver Oberyth, Ninja's Mark 
Human F Valkyrie 20 Ls 84 N/A 
Ninja 20 ¢ 62 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja's Mark 
Human M Wizard 20 Cc 85 Copper Oberyth, Bronze Oberyth, Silver Oberyth Beastmaster’s Mark 
@ Human M Ninja 20 C 58 vopper Oberyth, Silver Obe! roll of the Cicada 
O Human F Kunoichi 20 Cc 67 Copper ¢ h, Silver Oberyth 
N Human F Kunoichi 20 c 75 Copper Oberyth, Scroll of the Monkey 


a 
Rain Death upon Latimer from the Castle Walls 


Field a few good flying units, and position them on the left side of your formation (the right side of the deployment screen). Send them west until they're able to 


Ber on top of the castle walls, while a Cleric supports them from the ground. Shoot down the enemy Archers and take the walls for yourself to ensure you hold the 


advantage as the larger battle rages below. 


Your other troops have little choice but to head to the stairs to the northwest, where they'll be greeted by two Valkyries, with a Stone Golem and several Ninjas 
Coming 1n the turns to follow. You have limited space for fighting, but wiping out the low-Defense Ninjas won't be difficult if you have aerial Archers supporting 
you from above. Rather than destroying the Stone Golem, concentrate on trying to Charm it, especially when it nears the amount of TP necessary to use its special 
moves. That will allow you to surround your foes from a third side. As is often the case, the enemy leader will come sauntering in just as everyone is done charging 


up his or her finishing moves. You know what to do next! 


Latimer 


Ribald Ta) 
0 o@ 537279 


o Dark Bishop 

(a) an M Fusilier 20 
@ | HumanM Terror Knight 2 
(0) duman F Archer 2 
@ | HumanM Cleric 20 
@ HumanM Terror Knight 20 
@ = HumanF Witch 20 
(i) duman M Terror Knight 20 
@ HumanM Terror Knight 20 
@ HumanmM Terror Knight 20 
@ | HumanF Witch 20 
@ Human Archer 20 
@ = HumanM Cleric 20 
@  HumanM Terror Knight 20 
© | Human F Fusilier 20 


Lure Brantyn into a Fatal Mistake 
Brantyn is a Dark Bishop, which 
makes him a very offensively 
focused Divine Magic user. He 
can cast spells like Spiritsurge 
ILI that straight-up kill weaker 
units. The trick to this battle is 


to lure him away from his army 
of guards and Clerics as he tries to target one of your units with a spell, and 
then pile on him with bowshots and finishing moves. He may have several ways 
to heal himself, but he isn’t very resilient, and it only takes a few consecutive 


attacks to take him down from full HP to 0. 


Field your Archers, winged units, and attackers with high mobility. Move 
toward the stairs, but fan your units out as much as possible. Brantyn has an 
army of Terror Knights, and they love nothing more than to cast the Paralytic 
Wave spell. (If you have trouble with this fight, you may simply want to have 


everyone learn and assign the Resist Stun skill.) 


HEIM GREAT HAL 


I Mel Sas 


se ate sae 


TRADER 


Brantyn 


A hall befitting a grand palace, 
despite the looting during the war of 
the silver and gold that once adorned 


the walls. 


Deployment 


12 Characters 


Suggested Level " 


18 


Terms of Vict - 


Vanquish Brantyn! 


Terms of Defeat 


~_.ENEMIES 


Platinum Oberyth, Gold Oberyth 


34 N/A 

63 N/A * 

39 N/A 

83 Silver Oberyth, Grimoire Annulation 

69 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
64 Copper Oberyth, Wyrm Gem, Bronze Oberyth, Magus’s Mark 

42 Copper Oberyth, Silver Oberyth 

61 N/A 

54 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
88 Copper Oberyth, Wyrm Gem, Bronze Oberyth, Magus’s Mark 

27 N/A 

66 Copper Oberyth, Bronze Oberyth, Grimoire Purgation 

80 WA 

40 WA 


At some point, Brantyn will likely see an opening to rush in and intervene. 
That's the point at which you abandon the Terror Knights and unleash all the 


TP-fueled Tremendous Shots and finishing moves. 


Consider Your Options at the Point of No Return 
After taking Heim, your next destination is the Hanging Gardens, a 20-map area 
that culminates in the game's final battle. But once you enter the Hanging Gardens, 


you can't leave until it’s over, so you have a lot of business to take care of first. 


The difficulty escalates quickly in the Hanging Gardens, so you may want to 
gain a level or two first. The best way to do that is to pursue all of the games 


remaining side quests, which we'll cover in the pages that follow. 


Before you do challenge the Hanging Gardens, make sure to go on a major 
shopping spree. Not only do you need enough sundry items for a 20-map 
dungeon, but you need to buy gear in advance for the levels you'll gain while you're 
there. Even if you can’t equip a weapon or learn a spell yet, now is the time to buy 


or craft all the gear you'll be needing for your next few levels of growth. 


180 


MADURA DRIFT 


IV-E1 (PALACE. SIDE QUEST, PART 1) 


The massive sheets of ice covering 
this land endure the four seasons 


without melting, 


Deployment 
10 Characters 


Suggested Level 


18 


Vanquish the enemy! 


Terms of Defeat 
f 


| Loy. | Drops (from common to rare) 
52 Inferior Ore, Log, Leather, Chief's Mark 


@* Umbra N 
o- Dragon Hydra 20 N 49 N/A 
Cc Dragon Flood Dragon 20 (y 80 N/A 
oO: Dragon Frost Dragon 20 L 72 N/A S 
o- Beast Cyclops 20 N 64 Beasthide, Bundle of Herbs Nightshade 
oe Faerie Familiar 20 N 50 Inferior Ore, Log, Leather, Familiar's Mark 
(ce Umbra Juggernaut 20 c 31 Inferior Ore, Log, Leather, Juggernaut’s Mark 
oO Dragon Are Dragon 20 N 42 N/A 
o Umbra Juggernaut 20 c 39 N/A 
o- Umbra Terror Knight 20 (¢) 35 N/A 
o' Umbra Familiar 20 IE 69 N/A 
oe Dragon Dark Dragon 20 L 76 N/A 
O* Umbra Berserker 20 N 49 N/A 
@** — Dragon Crystal Dragon 20 N 55 The Chariot, Jewel of the Avatar, Wyrm Gem 
@** Dragon Naga 20 N 46 Greased Ring 
@** Dragon Crystal Dragon 20 N 58 NWA 
oO: Dragon Onyx Dragon 20 L 71 WA 
@** Dragon Scylla 20 C 28 Ring of Clouds 
ft 
“Only a ranilom selection of these units appear. 
“Thesearenewtral units that will not attack unless provoked. Only a random selection of these units appear. 
Walk the Dangerous Road to the Palace of the Dead that flows from the Palace of the Dead has turned this once lush swamp inte 
When you read the “Mysterious Blast on Exeter” item in the Warren Report, gre aia 


Princess Savior 


a new series of areas open to the north of Brigantys Castle. This region of the 
map is home to two new recruitable characters (one of which will only join a 
Party on the Law toute), as well as the Palace of the Dead, a 100+ floor dungeon 
that is one of the game’s ultimate challenges. You can pursue these quests at any 
point in Chapter LV, so there is no hurry here. But players who are eager to add 
Rudlum and Ocionne to their ranks will want to do so early, as will players who 


are seeking t0 level up before challenging more difficult quests. 


Quest Progression 


‘After completing battle 1V-4 and returning to Phidoch Castle, read “Mysterious Blast on Exeter” in the Warren Report. 
Fight through battle IV-E1 at Madura Drift (Suggested Level: 18). 

i Fight through battle [V-E2 at Belmorose Highwilds (Suggested Level: 18). 

& Fight through battle [V-E3 at Vasque (Suggested Level: 18). 


pg Fight through battle IV-E4 at Bortegun Fens (Suggested Level: 18). 


ELS OMIM TVAN 


@ Enter the Palace of the Dead and reach level B2. Tell Rudlum, “You have a deal” to recruit him. 


Cut a Swath Through the Dragons’ Nest 

Players who are pursuing the Deneb’s Emporium quest will find plenty of Dragons to recruit in the Madura Drift. The random assortment of enemies typically 
consists of about half Dragons, including rare species like the Arc Dragon. Needless to say, you should field your Beast Tamer and every Dragoon that knows the 
Dragonslayer skill. 

Ramp up your Dragoons’ TP with a bit of in-fighting as you climb out of the starting pit and take positions on the more favorable terrain to the west. Try to spread 


out as much as possible, as these high-level Dragons have access to “II”-tier breath weapons that can decimate an entire army that clumps together. 


Don't be too hasty with your ranged weapons as the wild Dragons approach; not all of them are your enemies. Randomly appearing Crystal Dragons, Onyx 
Dragons, Nagas, and Scyllas are neutral units that won't attack unless provoked, and do not need to be vanquished to win this battle. But if you're powerful enough, 


you may want to pick a fight in order to tame one of these exotic beasts or win its random drops. 


Tail Lash 


Philyra Lv2 
334 
a 


181 


BELMOROSE HIGHWILDS 


iv E2.(PALACE, SIDE QUEST, PART 2) 


A high plain, dotted with sparse F dilessa 
patches of grass. The unusually high TA 


population of fauna is likely due to 


the lack of settlements here. 


Deployment 


10 Characters 


| _ O@t 


Suggested Level 
18 


Terms of Victory 


Vanquish the enemy! 


= 
By S 


rare 


—————— 
ENEMIES 
a ae A | 
\ Human F (Jilessa) Cleric 21 L 81 N/A 
Human M Cleric 20 N 54 NWA 
c Human M Cleric 20 83 N/A 
O Human M Archer 20 N 57 N/A 
Human F Archer 20 L 79 N/A 
Human F Archer 20 Cc 39 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer's Mark 
Human M Archer 20 N 47 N/A 
Human F Knight 20 L 79 N/A 
( Human M Knight 20 N 56 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
J Human M Rune Fencer 20 N 64 N/A 
Human F Valkyrie 20 N 60 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight’s Mark 


Survive the Highwilds Free-for-All 

The Belmorose Highwilds is a wide-open battlefield with almost no cover to hide behind, That makes this a rough battle for spellcasters, since there’s really no way 
to position them so they can participate in the battle without being targeted by the four enemy Archers. Your army should primarily be heavy fighters who can shrug 
off arrows as they surround and kill the enemy fighters one by one. Don't allow the enemy Knights to tie you up with tit-for-tat battles in the middle of the map; 


Keep advancing toward Jilessa and her Clerics or their healing powers will turn the tide against you. 


Note that your enemy has no offensive spellcasters, so in the early turns of battle (before your foes build up their Finishing Moves), it's safe to cluster your units 


together to benefit from “buff” spells like the Swordmasters’ War Dances. 


VASQUE 


IV-E3 (PALACE SIDE. QUEST, _PART.3),, 3) 


LEADER 


Cielo A small village founded by followers 


of Sea God Vasque. They came here 


to escape persecution when the 


sect of Philaha rose to prominence, 


forcing adherents to older gods to 


convert or flee. 


Deployment bd 


12 Characters ; 


Suggested Level 4 


18 


Terms of Victory 


Vanquish the enemy! 


Terms of Defeat 
‘acaifliie 


if 


TLENEMIES 
o Fusilier 24 e N/A 
oO M Warlock 20 N 52 N/A 
cc) Zombie Dark Dra 20 N 50 N/A 
oO in Zombie Arc Dragon 20 N 62 Inferior Ore, Krystallos Ore, Gemstones, Gleamwyrm’s 
e Wizard 20 N 54 N/A 
@ nF Archer 20 c 40 WA 
cc) man F Archer 20 c 48 N/A 
oO mbie Flame Dragon 20 N 47 Inferior Ore, Krystallos Ore, Gemstones, F ryrm’'s Mark 
@ Human Berserker 20 N 56 N/A 
()) Cloud Dragon 20 L 70 Inferior Ore, Krystallos Ore, Gemstones, Windwyrm’s Mark 
o Earth Dragon 20 N 62 Inferior Ore, Krystallos Ore, Gemstones, Cragwyrm’s Mark 
® F gon 20 L 81 N/A 
oO Thunder Dragor 20 N 59 WA 
oO Flood Dragon 20 L 73 N/A 


Punch Through the Undead Dragons to Reach Cielo 
It’s possible to win this fight with a blitz from winged Archers, Gryphons, and Cockatrices. But if you can’t field a large enough air force, you'll need to exploit the 
two weaknesses of the Zombie Dragons that are your main foes: Baldur weapons and the Dragonslayer skill. Move your forces to the eastern stairway and punch 


through the Dragons to create a path to Ciclo. (Have a Cleric ready to Exorcise the bodies in case they end up blocking the road.) You won't have many turns to 


beat on Cielo before the rest of his Dragons arrive, but it shouldn't take long: Fusiliers can be potent on offense but are nothing special on Defense, and Cielo can 
only recover lost HP with healing items or the Quench spell. One thing to beware of: the “Mold” terrain has a poison-like effect for anyone standing upon it. At 
the beginning of this fight, you're introduced to poor Ocionne, as she’s dragged off to the Lhazan Fortress to the north. You can follow her there to begin a new side 


quest (see map IV-F1), or continue west to the Palace of the Dead. 


BORTEGUN FENS 


IVE4.(PALACE.SIDE QUEST, PART 4) 


‘The miasma that flows from the = 
Palace of the Dead has turned this 


once-lush swamp into a weed- 


choked poisonous fen. 


Deployment 
10 Characters 


Suggested Level ——— —— 
Rudlum (Warlock) at level 17 


5 18 


skits | 02098°S (Rank 3), Fire Magic, Water Magic, Draconic Magic, Golemy (Rank 2), Spelicraft I! 
| ills 
) Terms of Victory Sidestep 1, Fortify 1, Attenuate Fire, Absorb MP | 

Aquablast |l, Aquablast Il, Acid Rain, Acid Rain Il, Sludgebind, Sparksphere ll, Soarksphere 


& \. nl 
Vanquish the enemy! 


" Terms of Defeat 


ss 
ENEMIES 
cut 


Spells lll, Firestorm, Firestorm tl, Pyroclastic Flow. Misery, Detect, Springboard, Gift of Restoration, 
Renewal 


quest to find rare Draconic Magic, and he’s doing 


I so far: Springboard and Gitt of 
tl spells that can’t be found in shops. He also has plenty of damaging Fire and 


Rudlum i 
Renew. 
Wat 


skill selection could benefit from some tweaking, 


though his unfocused 


Re 


@®*  Lizardman Juggernaut 20 L 76 Inferior Ore, Log, Leather, Juggernaut’s Mark 

o- Frost Dragon 20 c 48 N/A 

o- 20 N 60 N/A. 

O° Lamia 20 N 65 WA 

@* = Dragon Flame Dragon 20 L 77 N/A 

@* Umbra Hoplite 20 Cc 44 Inferior Ore, Bronze Oberyth, Silver Oberyth, Footsoldier’s Mark 

@*  Lizardman Berserker 20 c 30 N/A 

@* Umbra Rune Fencer 20 c 40 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight's Mark 
@* Dragon Flood Dragon 20 N 60 WA 

O° Lamia Matriarch 20 N 55 N/A 

@* Dragon Thunder Dragon 20 N 50 Krystallos Ore, Sparkguard Ring, Gemstones Stormwyrm's Mark 
@* Umbra Rune Fencer 20 L 81 NVA 

O° Lamia Matriarch 20 L 70 Inferior Ore, Log, Leather, Chief's Mark 

@~* Dragon Cloud Dragon 20 C oe N/A 

O° Lizardman Berserker 20 L 88 N/A 

@* | Umbra Hoplite N §2 N/A 

O° Lamia Archer N 59 N/A 

@* Dragon Arc Dragon 20 ¢ 37 N/A 

Only a ranilom selection of these units appear. 

Be Ready for Anything in the Bortegun Fens "RECRUIT RUDLOM IN TIE PIDICE OF Tle DED 


Developing any sort of specific 
e i 2S Re P Now that you can reach the 
Strategy for this fight can be : 
acihe : 5 Palace of the Dead, you can 
tricky, as the random selection G 2 : 3 
5 bring this quest to its conclusion. 


All you need to do is battle 
through the first floor (field a lot 
of Archers; you begin at a high 


of foes could include any 
combination of Dragons, Umbra 


and Lizardman brawlers, and 


Lamia Archers and Matriarchs, 


position and virtually all of your 
foes are spellcasters), and youll meet a Warlock named Rudlum on the second. This 
isa vanguish-them-all battle against undead foes, so field multiple Clerics and 


All you can really do is field a 


wide range of unit types and position them carefully so your team is fighting from 


Earth or Scrub while your foes can only attack from Swamp or, better still, Mold. . rs x A 
g : stuff em with Magic Leaves. Rudlum isa very competent fighter, ut bring along 


Note that these Dragons are not Zombies and have only average loyalty, so this . aes 
‘ pe the Lobber all the same, as he likes to get closer to his foes than a prudent Warlock 


battle offers another good opportunity to tame Dragons for the auction block, ‘' wetent . f 
should. If Rudlum survives, he will, [join you at the conclusion of the battle. 


184 


LHAZAN FORTRESS 


A crumbling fastness in the north of 
Exeter, built to serve as a lighthouse 


for passing ships. 


Deployment 


10 Characters 


Suggested Level 


18 
18 - 


Terms of Victory 


Vanquish the enemy! | 


UIWA 


Terms of Defeat 


Race 
® Skeleton Warrior 21 L 70 Copper Oberyth, Bronze Oberyth, Silver O Warrior 
To. sk Knight 24 tt 78 N/A 
NO  Skeleto Archer 24 L 72 | N/A 
7) Skeleton Terror Knight 21 L 81 N/A 
@*  HumanF Zombie Vasque Survivor 24 N 65 =| NA Y. 
eo Zombie Vasque Survivor 21 N 48 N/A 
(ci Zombie Vasque Survivor 24 N 53 N/A 
© Hu nbie Vasque Survivor 21 N 55 N/A 
o- uman F Zombie Vasque Survivor 21 N 50 N/A 
0" man M Zombie Vasque Survivor a N 47 N/A 
These are neutral units that will not attack unless provoked. 


7 SOGIONNE;SIVENGEANGE!(OPENITOVALINRUAVERS) im Slay the Skeletons Within the Villagers’ Midst 


(ai oe The fortress seems to be crawling with Zombies, but take a closer look: these 


are unarmed vill 


gers and their frantic movements, while annoying, are not 


Quest Progression 


aggressive. The only foes to vanquish here are the four Skeletons. Tt seems easy 


a 3 enough, but it can be surprisingly difficult to still all four at the same time, due 
W@ Pass through Vasque (Battle [V-E3) during the 


~ to the lack of mobility on the fortress walls and how easy it is for stairways to 
Palace of the Dead quest to unlock Lhazan Fortress. 


become blocked by the villagers. Try to field units who can Exorcise the first 


; few Skeletons as soon as they drop 
1% Complete two consecutive battles at Lhazan Fortress, 


| Battle [V-F1 and IV-F2 (Suggested Level: 17). When the last Skeleton falls, your party is pulled into the fortress’ interior to 


Sen i discover Ocionne facing down Reymos. If you're playing the Law route, you 

We If playing from the Law route, field Jeunan in battle J must field Jeunan in this battle: 
{V-F2 and avoid killing Reymos until Denam and 

Jeunan persuade Ocionne to join the army (optional). 


's the only way to recruit Ocionne. 


Flood Lash 


185 


<IV=E2,(OCIONNE SIDE QUEST, PART 2) (900 _) 


LHAZAN FORTRESS 


000 


A crumbling fastness in the north of 
Exeter, built to serve as a lighthouse 
for passing ships. 


Deployment 
12 Characters 


Suggested Level 
18 


|) Terms of Victory 


4 Vanquish the enemy! 


Ocionne 


Terms of Defeat a == 
Ocionne (Beast Tamer) at 


“ 


ENEMIES. __ 


See 
Aln. Loy. | Drops (from common to rare) 
@ — Human M (Reymos) Necromancer 22 L 85 WA 
© Beast Zombie Octopus 21 N 55 Beasthide, Bundle of Herbs, Nightshade 
© _ Beast Zombie Octopus 24 N 54 NWA 
© Skeleton Warrior 21 C 36 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's 
@ | Skeleton Warrior 21 cu 78 Copper Oberyth nze Oberyth, Silver Oberyth, Warrior's Mark 
@ Skeleton Terror Knight 24 L 69 N/A 
© _ Beast Zombie Cyclops 22 C 39 N/A 
@ Beast Zombie Cyclops 22 c 32 Beasthide, Bundle of Herbs, Nightshade 
© | Skeleton Archer 21 N 52 WA 
© = Phantom Witch 21 C 33 N/A 
@ | Phantom Wizard at N 50 N/A 
@ Beast Zombie Cyclops 22 N 49 N/A 
2 Umbra Zombie Rogue 24 N N/A 
Phantom Warlock 21 C N/A 
Phantom Enchantress 21 L N/A 
Skeleton Knight 24 ¢ 42 N/A 
Skeleton Archer 241 N 63 NWA 
if Lamia Zombie Matriarch 24 N 61 N/A 


Unit randomly appears as a “Summon Darkness" ta 


NEUTRAL/CHAOS ROUTE: Fire Arrows into Reymos’ <.@PPROUTEOIE JEUNAN AND OCIONNE TIER IT OUT 
Black Heart 


Players who traveled the Law path and recruited Jeunan back in Chapter IIT 


: have a shot at recruiting Ocionne and her pet Dragon. All you need to do is 
If you got here via the Neutral F, Means bs Pe 2 Bi ran 
oe apie field Jeunan and let him join Denam in talking Ocionne into joining you (each 
or Chaos path, you're in for an j E : Sore 
bers ¥ character says a line or two during each of their turns). The problem is, this takes 

easy battle. Reymos is a frail - = z ; y A 
Ne , a lot of back and forth, and Ocionne won't be convinced until the conversation 

spellcaster with little protection : re Z ae 
“4 proceeds to the point where Denam says, “No. But his remorse is sincere.” In the 

and no effective way to heal, é - z 5 ie Le 
: : meantime, Ocionne will be relentlessly attacking Reymos, and will quite likely 

and he begins the battle under a8 ‘ : cranes . : 
Kill him. That puts you in the bizarre situation of having to set your Lobber- 


heavy fire from a Bola-tossing 
La a ; wielder to toss a few Mend Leaves to an enemy leader. You may also need to 
Ocionne. Even if you skipped all of your turns, Ocionne might still single- ‘ g E ae a 
: Heat x : toss some Gerun Powder to Ocionne, as your conversation will grind to a halt if 

handedly win you the fight. (But you might as well send a few Archers to a x Seba ae 3 : 
ij e H . ‘ e she gets Petrified. To keep her safe, avoid Exorcising enemy units (which would 

help her out.) The one thing you need to do to keep Ocionne out of danger : ee 3 
i 5 A is = ¥ 3 allow Reymos to summon replacements), and focus instead on knockin, 1g them 
is avoid the temptation to Exorcise any of the enemy units: Reymos might ne a 2 ; 
a zy i ee ee f down or Petrifying them in order to get them out of your hair for a few turns. 
replace them with new units who are much more enthusiastic about attacking a 


Ocionne. 


~ 


] 
] 


Winged Human M 


Winged Human M 
Lamia 


Beast 


Lizardman 


‘dman 


Lizardman 


3) 
ic) 
to) 
x) 
@ 
ic) 
oO 
© Beast 
0 
o- 
0: 
oO 
o 
o 
P) 


‘Only a random selection of these units appear. 


Quest Progression 


Archer 
Juggernaut 
Cleric 
Matriarch 
Matriarch 
Octopus 
Octopus 
Octopus 
Octopus 
Juggernaut 
Hoplite 
Berserker 
Hoplite 
Juggernaut 
Berserker 


THE LEUPHA COAST 
— = 


IV-G1 (RHAMSEN SIDE QUEST,,PART.1),, 


A beautiful seacoast on the east- 
ernmost side of the main island of 
Valeria, known for its expansive coral 


reefs and white, sandy beaches. 


Deployment 


10 Characters 


Suggested Level ie] 


19 


Terms of Victory By 


Vanquish the enemy! 


nin 


F 
See aoe macnn: 


~ 


r 


N 


Terms of Defeat 


= ANTEE 
SS 


rial 


75 N/A 
78 N/A 
30 N/A 


.- 
60 Copper Oberyth, Bronze Oberyth, Blessing Stone, Sibyl’s Mark 
56 Inferior Ore, Log, Leather, Chief's Mark 


31 \nferior Ore, Log, Leather, Chief's Mark 
34 N/A 
42 Beasthide, Bundle of Herbs, Nightshade 
78 N/A 
82 N/A 
29 N/A 
33 N/A 
57 WA 
60 N/A 
33 N/A 
59 N/A 


Survive the Aquatic Terrors of The Leupha Coast 
You can kick off this side quest by reading the “Rhamsen Wreck Raised” 
news in the Warren Report after clearing battle IV-10. But this quest is best 
saved until after you've completed most of the other side quests, as some of its 


battles are very difficult. The Leupha Coast is certainly no day at the beach, 


3 After completing battle IV-10 and visiting Phidoch thanks to the wide variety of powerful units that all attack at once. The #4 
Castle, read “Rhamsen Wreck Raised” in the 


Warren Report. 


At The Leupha Coast, trigger battle 1V-G1 


(Suggested Level: 


At Grimsby, trigger battle IV-G2 (Suggested Level: 


19). 


rule of this map is to spread out: units positioned near each other will trigger 
devastating Poison Rain attacks from the Octopi, area-effect Petrification 
spells from the Matriarchs, and the Brimstone Hail Finishing Move from 
the Archers. If you don’t give your foes an opportunity to hit multiple targets, 


they'll stick to far less effective attacks. 


Send a spellcaster and a Dragoon or two toward the beach to deal with 


19). Keep Lindl alive, and he'll join you after the fight. the Octopi, while you nestle a few Archers in the hills that run along the 


northwest side of the map. Field highly defensive fighters, such as Knights, as 


a their main role is to lure foes into bow and spell range. An Octopus of your 


own can be useful here, since it will be able to hit almost any foe on the map 


without ever leaving the sea. 


> 


G R . M S 34 ' Guesr 
Lindl 
ein 


“V7G2 (RHAMSE SIDE QUEST, PART 2) 


People walk from roof to roof in this 


strange fortress-town with no roads. 


Deployment 


12 Characters 


Suggested Level 


A Terms of Victory 
{9 Vanquish Martym! 


Terms of Defeat 


Crossbows (Rank 3), Fusils (Rank 2), Fortify |, Resistance |, Trueflight |, Trajectory 
Sharpshoot, Anatomy (Rank 2) 
Spells | — 


Skills 


rs are the st of the ranged units, and are resilient enough to survive in frontline combat 
But their weapons lack the range of the Archer's Bow, and their dismal RES scores leave them espe- 
Cially vulnerable to enemy spells. Lindl would make a fine addition to your army, but if you don't feel 
like raising up the Fusilier class, he has all the prerequisites to be a good Crossbow Archer instead 


Drops (from common to rare) 


© | Humanm (Martym) Knight Commander 21 Cc 45 N/A 

@ Human Templar/Terror Knight 20 N 49 Copper Oberyth, Bronze Oberyth, Ashmedai’s Grog, Dreadknight’s Mark 
@ Human Templar/Warlock 20 c 2 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
© — HumanF Templar/Warrior 20 N §2 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's Mark 
@ | Human M Templar/Terror Knight 20 N 59 Fusil Enchiridion 

@ Human Templar/Knight 20 N 55 N/A 

@ | HumanF Templar/Archer 20 g 37 N/A 

@ = HumanF Templar/Witch 20 N 61 N/A 

@ | HumanF Templar/Archer 20 Cc 42 N/A 

@ = HumanF Templar/Warrior 20 L 70 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's Mark 
@ = HumanM Templar/Warlock 20 N 59 N/A 

@ Human Templar/Cleric 20 c 31 N/A 

@ = Human F Templar/Cleric 20 L 73 N/A 


Protect Lind! From the Murderous Templars - ABD EINDE'S GUN TO VOUR RAY een 


At Grimsby, you stumble upon > 
the Dark Knight Martym 


ordering the death of a Fusilier 


Ifyou can keep Lindl alive 
throughout the fight, hell offer 
a handful of Fusiliers Marks 
and join you after the battle. 
Completing the Grimsby 
Battle also unlocks a few new 


named Lindl. Your job is to 


Keep Lindl alive as you chase 


away Martym, and thanks to town, are saldto 
J t9ch from the sky, The banats are 
‘s 


a highly advantageous starting i i 
oi Seas Warren Report items. Reading 
position, both objectives are easy ae ¥; ys 
i “Fortresses Under Siege” unlocks Gecho Fortress, an area that ‘You can visit as 
part of the Ancient Temples side quest (covered in the “Side Quests & Extra 
Episodes” section of this book). “The Bandits of Neimrahava” unlocks the final 


battle of this chapter: Neimrahava Wood, north of Grimsby. 


to fulfill. Lindl is stuck in the center of the courtyard, but there’s no need to 
send anyone down to protect him; as long as the foes who go after him are 
too busy healing themselves, they typically won't attack. Lindl can deal heavy 


damage to one of them each turn, and you can ding the others with arrows, 


boulders, and spells. The structure of this map makes it easy to keep Lindl 


within Lobber range, so you won't have any trouble getting help to him if he 
takes a bad hit. 


Martym is an aggressive fighter who will charge at your starting position as 
soon as the fight begins. He's strong, but no one can survive being surrounded 
and pummeled, especially when his Clerics are distracted at the other end of 
the map. 


NEIMRAHAVA WOOD 
ioe 
LAS 


IV-H_ (BANDITS. SIDE,QUEST) 
Younger a ae 


Deohe’s infamous “Vorest of Death.” 
re. 


@ ioe 
Obda t 
You 


ank 3), Anatomy (Rank 2), Teratology (Rank 3), Deflect, Counteratta 


ihen I, Resistance |, Resistance |, Empower Beast, Subdue, Resist Slow 


ionne is the Mistress of Dragons, Ganpp ts the Lord of the Beasts. If you need a Beast unit 
yered, he's the man for the job, but otherwise, it's hard to think of a reason you'd 


janpp to your active party so late in the game 


Race 


“CTE BANDITS\OF NEIMRAHAVA 


(OREN}TOJAUISBUAVERS)) 


Quest Progression 


WE After completing battle IV-10 and visiting Phidoch 
Castle, liberate Grimsby during the “Rhamsen 
Wreck Raised” quest (see maps IV-G1 and IV-G2). 


Read “The Bandits of Neimrahava” in the Warren 
Report Talk section. 


Head north of Grimsby to Neimrahava Wood to 
trigger battle IV-F (Suggested Level: 19). With 
both Gryphons alive, reduce Ganpp’s health to 10% 


to earn an opportunity to recruit him. 


WUKE 1 FRIEND OF ONE OF YOUR OLDEST FOES is 


Once soundly beaten, Ganpp will yield instead of teleporting away, and Denam 

will demand he join the Resistance. Ganpp brings with him lots of gifts, including 
a level 22 Commander’ Gun fusil (which Ganpp himself can't use) and bis two pet 
Gryphons, Berda the Younger ana Obda the Younger. Both Gryphons are wearing 


Rings of the Horde, which your human troops can perhaps put to better use. F 


(ESS CE 
ral N 45 


Much of this swampy wood is over- 


grown with poisonous mold. 


Deployment 
12 Characters 


Suggested Level 


19 


Terms of Victory 
Vanquish Ganpp! 


Terms of Defeat 


Drops (from common to rare) 


iO | Human M (Ganpp) Beast Tamer N/A 
Fo Beast (Obda the Younger) Gryphon 21 L 62 N/A 
@ | Beast (Berda the Younger) Gryphon 24 L 45 N/A 
no. id Human M Cleric 20 N 58 N/A 
° Winged Human M Rune Fencer 20 N 63 wa 
WG) Winged Human Archer 20 C 46 N/A 
Z © | HumanF Kunoichi 20 c 38 N/A 
tH) Ninja 20 C 39 N/A 
0 Berserker 20 N 45 WA 
() Juggernaut 20 N 51 Inferior Ore, Log, Leather, Juggernaut’s Mark 
eo zardman Hoplite 20 Cc 43 Inferior Ore, Bronze Oberyth, Silver Oberyth, Footsoldier's Mark 
@ HumanM Rogue 20 Cc 47 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Pirate’s Mark 
@ HumanM Rogue 20 Cc 45, N/A 
©  Lizardman Hoplite 20 G 44 Inferior Ore, Bronze Oberyth, Silver Oberyth, Footsoldier’s Mark 


Defeat Ganpp and His Pets One Last Time 
After completing the “Rhamsen 
Wreck Raised” quest, read the 
Warren Report to unlock a new 
area north of Grimsby. There 
you'll find Ganpp and his newest 


generation of Gryphon pets. If 


you want to recruit them, you 
need to spare both Gryphons 
and reduce Ganpp’s HP to 10% 
or less of his max HP without 


killing him. 


First, we have to contend with 


his minions. Set up a defensive 

position against a river of Mold, and his melee-focused troops will have little 
choice but to slog through it in an attempt to fight you. Kill the ones who 
aggressively attack your position, then spread out to surround Ganpp when 


he makes it to the action. As ab take great care with your final attack to 


make sure you don’t inadvertently kill the guy. Spells are a good way to ensure 
you don’t accidentally get a critical hit, and on this map, you can often let the 
Mold finish the job. 


189 


190 


VASQUE 


VET (DENES SIDE QUEST) 


A small village founded by followers el 
Deneb 


of Sea God Vasque. They came here 
to escape persecution when the 

sect of Philaha rose to prominence, 
forcing adherents to older gods to 


convert or flee. 


Deployment 


10 Characters 


Suggested Level 
19 
Terms of Victory 


Vanquish Punkin! Se A 


I Deneb Witch) at level 22 
| Terms of Defeat é 5 Cudgels (Rank 2), Fire Magic Golemy (Rank 2), Augment Fire (Rank 2) 


Expand Mind {!, Channeling It 
Sparksphere, § astic Flow, Misery, Brimstone, Word of 
Pain Ill, Meteor Strike, Meteor Strike I, Drain Mind, Drain Power, Spelicharge, Shackle, Gravity Flux 


er a Wicce, she'll be a top-tier character with supe- 


Spells 


dt Deneb is a pretty run-of-the-mill Witch, but if you take the trouble to 


rior INT and RES stats and higher mobility. She also gains access to Several exclusive action skills, including ones that further 


boost her magic damage and accuracy 


22 L 99 N/A 


Umbra (Punkin) Wicce 
€ Golem Familiar 241 N 50 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Familiar’s Mark 
Golem Familiar 21 N 54 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Familiar's Mark 
Golem Familiar 21 N 57 N/A 
Golem Familiar 21 N §2 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Familiar's Mark 
B Golem Familiar 21 N 53 N/A 
G Golem Familiar 21 N 48 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Familiar’s Mark 
0 Golem: Familiar 21 N 44 N/A 
Golem Familiar 21 N 51 N/A 
Golem Familiar 241 N 46 N/A 
G Golem Familiar 21 N 55 N/A 
Golem Familiar 21 N 49 N/A 


Save Vasque from Deneb’s Rampaging Fave DENER REPAY YOU ON THE BITTE eee 
Pumpkin Golems 


p : : ate lies - If Deneb survives the fight, shell put Punkin in charge of the Emporium and 
After completing the process of auctioning Dragons and buying five of 5 


Join your army herself: Remember that shell Be a Wicce instead of a Witch if 
you've sold 30 Glass Pumpkins to her at the Emporium Shop. (Glass Pumpkins 
can be found as enemy drops in the Palace of the Dead.) 


= nh, | 


each Dragon Orb (explained at the beginning of this chapter), Deneb will 
feluctantly ask for your help eradicating her out-of-control Pumpkinhead 


¢teations. You'll find them in the northwest city of Vasque. 


The battle should not be a difficult one. The enemy leader is a Wicce named 
Punkin, who can be brought down with only a few arrows. Your guest 
character, Deneb, is equally frail, so make sure to rush headlong after her and 


engage all the Pumpkinheads you can to protect her. 


1. IF THAT'S WHAT YoU WANT. 
@ 2. no. cers Have i. 


THE HANGING GARDENS 


Make Your Final Preparations on the World Map 


When you're done pursuing side 
and crafting recovery 


each step 
@c ORDER 


Bringer of Peace 


nis tower built in the midst of a barren dasert rises level after lavel 


quests, buying 2 
Hrems, assembling spell reagents for 


nd Swordsmen, crafting 


your Ninja 

your armor (don't forget the rings), 
and buying any gear that your units 
might be able to use after gaining 
gnother few levels, it’s time to visit the 
Hanging Gardens. Save your game 


outside of the gardens; once you enter, 


Phy, 
ne BY 
Cn GT Hanainauc 
give 


Choose Your Route Through the Hanging Gardens 


The Hanging Gardens is a huge area with over 20 maps. You won't need to play 


you won't be coming back out. 


tack with equipped weapon of cast spells 


through all of them, though: you're free to choose your own route—provided 
you're able to unlock the alternate routes by finding their doors. For example, 
when you beat the Foot of the Gardens map, you will only unlock the path 

that continues down the main road to The Serpent's Spine. However, there are 
two doors you can open while battling on the Foot of the Gardens map. After 
climbing the stairs to the higher level of the battlefield, position a unit in front 
of the door between the two pools. The door will automatically open, and while 
the battle will continue, you'll find a new path to a side route, which leads to the 
map “His Fist Upraised.” There's also a hidden door in the far west corner of the 
iiv.19 Canopus 


3160242079 mig 108200, 


Foot of the Gardens battlefield; send a flyer to the position marked on the map, 
and you will also unlock the road to The Verdant Stair. Hidden doors always 


lead to stairway battles that allow you to skip large chunks of the dungeon. 


Not every map has alternate exits, but finding and using them will allow you to 
get through The Hanging Gardens more quickly. However, that isn't necessarily 
something you want to do. The battles get progressively tougher toward the end, 
and lower-level parties will want to get all the experience they can. In that case, 
unlocking the additional routes gives you more battles with which to boost your 


strength. 


The objective in each of the battles is to “vanquish all enemies,” and the enemies 
are usually a random assortment of Templars with Beast and Dragon units, All 
roads eventually converge at a map titled “Twixt Heaven and Earth,” which will 


be covered individually in the next section. 


This tower built in the midst ofa 
barren desert rises level after level, 
each step more laden with verdant 


vegetation than the last. 


Useable once per atta 


in aternum 
@c/oroER 


Bringer of Peace 


BEM eAiGN 
Day 14 


WAR FUN! 


V-16, 


191 


“THE GARDENS 


wa 
Deployment 


10 Characters 


eco 


(SENEMIES____ 


@ | HumanM Templar/Ninja 22 N 63 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja’s Mark 
© | HumanF Templat/Enchantress 22 te 91 N/A 

@ | Human F Templar/Archer 22 ig 39 N/A 

@ Human M Templar/Warrior 22 N 58 N/A 

@ | HumanM Templar/Archer 22 Cc 45 N/A 

@ | HumanM Templar/Knight 22 N 65 N/A 

@ = HumanM Templar/Rune Fencer 22 iS 70 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage-Knight's Mark 
@ = Human F Templar/Archer 22 ik 81 N/A 

@ | Human F Templar/Cleric 22 N 77 Copper Oberyth. Grimoire Soins {I 

@ | Human M Templar/Knight 22 L 86 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
@ | HumanM Templar/Wizard 22 N 56 CopperOberyth, Bronze Oberyth, Grimoire Scindeciel III 


TEVEL.2_THE SERPENTS SPINE 


Deployment 


7 Characters 


ENEMIES, 


Lvl Aln. Loy. _ | Drops (from common to rare) 

0 Human M Templar/Cleric 22 L 84 Copper Oberyth, Silver Oberyth 
(3) Human M Templar/Rune Fencer 22 N 62 Bronze Oberyth, Grimoire Tourbillon lil, Grimoire Sylphide 
(c} Human M Templar/Wizard 22 c 46 Copper Oberyth, Grimoire Malepluie III 
@ ~~ Humanm Templar/Knight 22 N 54 WA 
@* Beast Gryphon 22 Cc 40 Beasthide, Bundle of Herbs, Nightshade 
@* | HumanM Templar/Fusilier 22 L 88 WA 
@* | Beast Gryphon 22 N 51 WA 
@*> Human F Templar/Terror Knight 22 C 28 WA 
@* = Golem Iron Golem 22 N 54 N/A 
@* | HumanF Templar/Beast Tamer 22 N 65 N/A 
@* | Golem Iron Golem 22 N 61 Iron Sand, Iron Ore, Platinum Ore, Black Iron’s Mark 
@*  HumanF Templar/Rogue 22 c 36 N/A 
@* | HumanF Templar/Witch 22 L 80 NWA 

Human M Templat/Necromancer 22 CG 30 N/A 


192 “Only arandom selection ofthese units appear 


0 

“0 

@ 

0 

e 

i@* | Human F 
@° | Human M 
O° 

oO: 

oO: 

oO 

@° HumanM 
@* = Beast 

@* Human F 


“Only « random selection of these units appear 


oS 1. 


Human M 
Human F 
Human M 
Beast 
Beast 
Human M 
Human M 
Human F 
Human M 
Beast 
Beast 
Beast 
Beast 


e@ee90ee00000000 


Human F 


“Only a random selection of these units appear. 


Templar/Archer 22 
Templar/Watrior 22 
Templar/Knight 22 
Templar/Terror Knight 22 
Templar/Cleric 22 
Templar/Cleric 22 
Templar/Cleric 22 
Gryphon 22 
Gryphon 22 
Gryphon 22 
Gryphon 22 
Templar/Wizard 22 
Gryphon 22 
Templar/Kunoichi 22 


° 


LEVEL 3. HIS FIST.UPRAISED., 


(eee) Deployment 
eS 


6 Characters 


~~ _LENEMIES} 


Drops (from common to rare) 
Copper Oberyth, Silver Oberyth 

N/A 

N/A 

Silver Oberyth 

N/A 

Silver Oberyth 

Silver Oberyth 

N/A 

N/A 

WA 

Beasthide, Bundle of Herbs, Nightshade 

WA bs 

N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja's Mark 


LEVEL 4 ECHOES.OF HER-PASSAGE 


: —_ ooo ) 6 Characters 


Templar/Rune Fencer 22 
Templar/Enchantress 22 
Templar/Cleric 22 
Gryphon 22 
Gryphon 22 
Templar/Berserker 22 
Templar/Rune Fencer 22 
Tempiar/Enchantress 22 
Templar/Cleric 22 
Cyclops 22 
Cyclops 22 
Cyclops 22 
Cyclops 22 
Templar/Swordmaster 22 


alrjalzjol|za 


ENEMIES, 


Drops (from common to rare) 
Copper Oberyth, Grimoire Flammes II! 

Copper Oberyth, Silver Oberyth, Grimoire Orestiad 
Bronze Oberyth, Grimoire Soins 1! 


WA 

Silver Oberyth 

N/A 

Copper Oberyth, Silver Oberyth, Grimoire Orestiad 

Copper Oberyth, Bronze Oberyth 

N/A 

Beasthide, Bundle of Herbs, Nightshade 

N/A 

Beasthide, Bundle of Herbs, Nightshade 

N/A x 


2 


193 


194 


remap 
LEVEL,S-LEARS_OF LOPAZ 


Deployment 


5 Characters 


ENEMIES 


Se 


‘Only a random selection of these units appear. 


LEVEL,O.THE.VERDANT STAIR 


Deployment 


5 Characters 


Human M 
Human M 
Human M 
Human F 
Beast 
Beast 
Beast 
Beast 
Human F 
Beast 


22000 


Human F 
Human M. 
Human F 


Beast 


OOOO 


“Only a random selection of these units appear. 


ENEMIES 


Templar/Rune Fencer 
Templar/Beast Tamer 


Templar/Rogue 
Templar/Rune Fencer 
Cockatrice 
Cockatrice 
Cockatrice 
Cockatrice 
Templar/Rogue 
Cockatrice 
Templar/Kunoichi 
Templar/Ninja 
Templar/Kunoichi 
Cockatrice 


22 


tat 
22 


= 
5 


Zo Z ol 2z2iol\2ziz\2 2 Fo /2/- 


Loy. 


o Human M Templar/Beast Tamer 22 N 55 
oO Human M Templar/Knight 22 L 61 
oe Human F Templar/Fusilier 22 N 47 
{0} Human F Templar/Beast Tamer 22 N 49 
@* Beast Gryphon 22 N 48 
@* Human Templar/Beast Tamer 22 N 65 
@* Beast Gryphon 22 N 47 
@©° Dragon Dark Dragon 22 @ 21 
@* | Human F Templar/Beast Tamer 22 N 53 
©* Dragon Dark Dragon 22 Cc 21 
@* Beast Gryphon 22 N 51 
@* Dragon Dark Dragon 22 G 26 
®* | Dragon Dark Dragon 22 ¢ 28 
@* Dragon Dark Dragon 22 C 31 


88 
50 


(eee ) 


{eee 


Drops (from common to rare) 


Copper Oberyth, Silver Oberyth 

Copper Oberyth, Bronze Oberyth, Grimoire Bravoure 
Copper Oberyth, Silver Oberyth 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beasthide 
N/A 

WA 

N/A 

inferior Ore, Krystallos Ore, Gemstones, Gloomwyrm’s Mark 
WA 

N/A 

N/A 

N/A 

N/A 

WA® 


Drops (ftom common to rare) 


N/A 

Bronze Oberyth 

N/A 

Silver Oberyth, Grimoire Purgation 

N/A 

N/A 

Beasthide, Bundle of Herbs, Nightshade 
Beasthide, Bundle of Herbs, Nightshade 
Copper Oberyth, Silver Oberyth 

WA 

Bronze Oberyth, Scroll of the Spider 
Copper Oberyth, Silver Oberyth 

N/A 

N/A 


Beast 
Human M 


Human F 
Hum 


@ Hum 
x Human 
Beast 
Bea 
Beas 
Bea 
Human F 
uman M 
Human F 


“Only a random selection of these units appear. 


Human M 
Human F 
Beast 
Human F 
Beast 
Beast 
Human F 
Human M 
Human M 
Human F 
Beast 
Human F 
Human M 


e@eee2eeeooo0000 


Human M 


"Only a random selection of these units appear. 


Cyclops 
Templar/Archer 
Templar/Archer 
Templar/Warlock 
Templar/Knight 
Templar/Enchantress 
Cyclops 
Gryphon 
Gryphon 
Gryphon 
Gryphon 
Templar/Archer 


Templar/Archer 
Templar/Knight 


Cleric 
Swordmaster 
Cyclops 
Archer 
Cyclops 
Cyclops 
Cleric 

Rune Fencer 
Swordmaster 
Valkyrie 
Cyclops 
Kunoichi 
Archer 

Ninja 


22 
22 
22 
22 


B\|2\e|-lolz/zi= 


z 


| = is) = |r 
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O)Zz/2)0}r 


44 
56 
31 
98 
33 
45 


8 Characters 


ei GRE Drops (from common to rare) 


Beasthide, Bundle of Herbs, Nightshade 
Copper Oberyth, Silver Oberyth 

Copper Oberyth, Silver Oberyth 

Bronze Oberyth, Grimoire Oeildaigle 
Grimoire Bravoure 

Copper Oberyth, Bronze Oberyth, Grimoire Wendigo 
Beasthide, Bundle of Herbs, Nightshade 
N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

N/A * 


= ) Deployment 


* 7 Characters 


vee MEMIES 


Drops (from common to rare) 
Copper Oberyth, Grimoire Annulation, Grimoire Purgation 

Copper Oberyth, Silver Oberyth, Treatise on Excess, Treatise on Seduction 
NWA 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Archer’s Mark 

Beasthide, Bundle of Herbs, Nightshade 

N/A 

Copper Oberyth, Heretic's Mark 

NWA 

N/A 

N/A 

N/A 

N/A 

NWA 

Bronze Oberyth, Scroll of the Monkey 


(Ah saat 
Deployment 


——FNEMIES 


HD MOMELAIVAN 


195 


LEVEL, HOLD HIGH YOUR Cups 


Deployment 


7 Characters 


ENEMIES. 


oO Human F Templar/Beast Tamer 22 N 51 Copper Oberyth, Silver Oberyth 

@ Human Templar/Fusilier 22 LE 88 N/A 

e Human M Templar/Necromancer 22 c 3 Copper Oberyth, Bronze Oberyth 

fo} Dragon Hydra 22 C 34 Inferior Ore, Krystallos Ore, Gemstones 
@* Beast Cockatrice 22 N 48 NWA 

@° Beast Cockatrice 22 N 46 N/A 

@* Dragon Hydra 22 c 26 N/A 

@° Beast Cockatrice 22 N 51 N/A 

@* Human F Templar/Warrior 22 N 49 WA 

@*  HumanM Templar/Dragoon 22 N 48 N/A 

@* = Dragon Hydra 22 c 28 Inferior Ore, Krystallos Ore, Gemstones 
@* Human F Templar/Dragoon 22 N 54 WA ie 

@~* | HumanM Templar/Rogue 22 C 37 N/A 

@* Human F Templar/Rogue 22 Cc 31 WA 


“Only a random selection of these units appear. 


LEVEL,10, HALCYON DAYS 


Deployment 


9 Characters 


=) 
( 
ENEMIES 
@ | Human M Templar/Rune Fencer N Bronze Oberyth, Grimoire Radiance I! 
(5) Human M Templar/Rune Fencer 22 N 56 Bronze Oberyth, Grimoire Purgation 
@ | Human F Templar/Valkyrie 22 N 51 N/A 
(0) Human F Templar/Kunoichi 22 c Rie} Copper Oberyth, Bronze Oberyth, Silver Oberyth, Ninja's Mark 
e Human M Templar/Ninja 22 c 27 Copper Oberyth, Silver Oberyth 
@ Dragon Are Dragon 22 L 86 N/A 
tc} Dragon Are Dragon 22 L 88 Inferior Ore, Krystallos Ore, Gemstones, Gleamwyrm's Mark 
@* Human Templar/Warrior 22 N 43 N/A 
@* = Human M Templat/Knight 22 Ik 86 N/A 
@* | Human F Templar/Knight 22 L 91 N/A 
@* Human F Templar/Warrior 22 N 57 N/A 
@* HumanM Templar/Rogue 22 Cc 37 N/A 
@* = Human F Templar/Rogue 22 c 1 N/A 
@* Human F Templar/Knight 22 fl 81 N/A 


196 


LEVEL 11 THE BEAST HAS FANGS, 


Deployment 


{ @o0e } 6 Characters 


~ ENEMIES, 


0 Templar/Witch N Copper Oberyth, Silver Oberyth 
0 Templar/Knight 22 Le 79 Bronze Oberyth, Grimoire Bravoure, Grimoire Vitalite {I 
° Templar/Beast Tamer 22 c 32 N/A 
o Templar/Dragoon 22 N 54 N/A 
@ Cockatrice 22 N 45 N/A 
F eo Hippogryph L 83 Death, Dried Eyestem, Echo Stone 
oe Templar/Cleric 22 L 76 : 
Ci Hippogryph 22 L 88 N/A 
oO r Hippogryph 22 L 77 Death, Dried Eyestem, Echo Stone 
O° HumanF Templar/Warrior 22 N 42 N/A 
@* Beast Hippogryph 22 L 92 N/A 
@* HumanM Templar/Warrior 22 N 54 N/A 
oO Cockatrice 22 N 56 N/A 
oO Cockatrice 22 N 51 N/A 5 
"Only a random selection of these units appear 


LLION, STAIRS) 


LEVEL 12 VE 


~ e900 ) * 9 Characters 


(@0e0 ) 


ENEMIES 


Drops (from common to rare) 


° Human F Templar/Berserker 22 C Copper Oberyth, Silver Oberyth 

(3) Dragon Frost Dragon 22 N 53 Inferior Ore, Krystalios Ore, Gemstones, Icewyrm's Mark 
ic) Human M Templar/Terror Knight 22 Cc 33 N/A 

1D) Human M Templar/Cleric 22 L 76 Copper Oberyth, Silver Oberyth, Grimoire Vitalite Ill, Heretic’s Mark 
e Dragon Flame Dragon 22 N 54 Inferior Ore, Krystallos Ore, Gemstones, Firewyrm’s Mark 
@* = HumanF Templar/Kunoichi 22 C 21 N/A 

@* | HumanF Templar/Kunoichi 22 c 28 N/A 

@*  HumanM Templar/Terror Knight 22 C 28 Copper Oberyth, Silver Oberyth 

@* = Dragon Flame Dragon 22 N 46 N/A 

@* = Dragon Frost Dragon 22 N 47 N/A 

@* | Human F Templar/Berserker 22 C 32 N/A 

@°* Dragon Flame Dragon 22 N §7 N/A 

@* | Dragon Frost Dragon 22 N 51 N/A 

@* | HumanM Templar/Ninja 22 c 19 N/A 


“Only a random selection of these units appear. 
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198 


‘ee, 
Deployment 


8 Characters 


EN.EMLES 


ee ee 


@® = Humanm Templar/Knight 
© _ Beast Basilisk 

ic) Human F Enchantress 
to) Human M Beast Tamer 
@ | Human F Archer 

e Human M Rune Fencer 
© Beast Basilisk 

@* Beast Basilisk 

@* Beast Basilisk 

@* Beast Basilisk 

@* | HumanF Templar/Rogue 
@* Human F Templar/Beast Tamer 
@* | Beast Basilisk 

@* | Human Templar/Rogue 


“Only a random selection of these units appear. 


LEVEL14 FAITH, AND. DEVOTION 


Deployment 
7 Characters 


ENEMIES 


Sianeli 


oO Dragon Onyx Dragon 

oO Human F Templar/Beast Tamer 
tc) Human M Templar/Cleric 

(0) Human F Templar/Rune Fencer 
@ Dragon Onyx Dragon 

tr) Human M Templar/Terror Knight 
@* | Beast Hippogryph 

@* Beast Hippogryph 

@* Beast Hippogryph 

@* Dragon Onyx Dragon 

@* | Human Terror Knight 

@* Human F Valkyrie 

@* | HumanF Beast Tamer 

@* HumanM Cleric 


“Only a random selection of these units appear 
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trl=lZzlola 


54 
100 
19 


54 
98 
51 


12 


Drops (from common to rare) 
Bronze Oberyth, Grimoire Bravoure 
The Tower, Bloodied Ventricle, Haunt's Tome 

Copper Oberyth, Silver Oberyth, Grimoire Tourbillon {II 
N/A 

Copper Oberyth, Bronze Oberyth, Crescente 

Copper Oberyth, Bronze Oberyth, Grimoire Rocher II! 


The Tower, Bloodied Ventricle, Haunt’s Tome 
NWA 

N/A 

N/A 

Copper Oberyth 

N/A 

NA, 

Silver Oberyth 


a La Drops (rom common to rare) 


Strength, Dried Eyestem, Hair of the Unicorn 

N/A 

Copper Oberyth, Grimoire Exorcisme II 

Copper Oberyth, Silver Oberyth, Grimoire Purgation 


Copper Oberyth, Strength, Dried Eyestem, Hair of the Unicorn 


N/A 

N/A 

N/A 

N/A 

N/A 

N/A 

Bronze Oberyth, Silver Oberyth 
Copper Oberyth, Silver Oberyth 
Copper Oberyth 


Cy 


© | Skeleton Archer 

© | Human M Templar/Necromancer 
@ | Skeleton Warrior 

(0) tom Wizard 

@ = Phantom Witch 

(Fy Rogue 

@* Dragon Zombie Thunder Dragon 
oO (or mbie Earth Dragon 
@* = Dragon Zombie Thunder Dragon 
@° Umbra Rogue 

Oo Umbra Rogue 

(.) Dragon Zombie Earth Dragon 
oO Dragon Zombie Thunder Dragon 
@°* Dragon Zombie Earth Dragon 
*Only a random selection of these units appear 


000 


Class Lvl. 
22 


LEVEL 15 SHARP. AND.COLD_ THE,SIARS 


(000 ) Deployment 


9 Characters 


ENEMIES | 


—_—_—_—_—__——— | | 
‘) 
| Ain | Loy. | Drops (from common to rare) 


zlelzl=l2zlalal=alZziclolz\laj2 


4 N/A 
23 NWA 
62 Copper Oberyth, Silver Oberyth 
32 Copper Oberyth, Silver Oberyth, Grimoire Flammes Ill, Grimoire Menottes 
37 N/A 
45 N/A 
59 Inferior Ore, Krystallos Ore, Gemstones, Stormwyrm’s Mark 
54 Inferior Ore, Krystallos Ore, Gemstones, Cragwyrm’s Mark 
59 N/A 
48 Copper Oberyth, Silver Oberyth 
63 Copper Oberyth, Bronze Oberyth 
62 N/A 
52 N/A 
42 N/A 
~ 6 Characters 
000) 


Ta ENEMIES 


9 
9 
cc} 
o 
e 
cr) 
cc) 
o 


Beast 
Beast 
Human M 
Beast 
Human F 
Human M 
Human M 
Human F 


Phoenix 

Phoenix 
Templar/Knight 
Phoenix 
Templar/Berserker 
Templar/Beast Tamer 
Templar/Ninja 


Templar/Kunoichi 


N/A 

Temperance, Shoulder Shard, Blackwing Leg 

Bronze Oberyth, Grimoire Vitalite 111 

Temperance, Copper Oberyth, Shoulder Shard, Blackwing Leg 
Copper Oberyth, Silver Oberyth 

N/A 

N/A 

Bronze Oberyth, Silver Oberyth, Scroll of the Cicada 


200 


LEVEL.17 


ution 


Deployment 


10 Characters 


ZENEMIES 


|| 


Human F Templar/Cleric 
Human M Templar/Archer 
(c) Human M Templat/Warlock 
(0) Human M Templar/Archer 
@ — humane Templar/Valkyrie 
@  Humanm 
@ = HumanF Templar/Terror Knight 
oO Human F Templar/Dragoon 
@* | HumanF Templar/Fusilier 
@* Human M Templar/Fusilier 
@* = Human F Templar/Enchantress 
@* Human uM Templar/Wizard 
@* Human F Templar/Berserker 
@* Human Templar/Berserker 


(pr 


“Only a random selection of these units appear 


 960' | 


cE aN TTL Drops (rom common to rare) 


Silver Oberyth, Grimoire Soins II 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Knight's Mark 
N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth Knight's Mark 
Copper Oberyth, Bronze Oberyth, Grimoire Annulation 

Silver Oberyth, Treatise on Excess 

N/A 

Copper Oberyth, Bronze Oberyth, Silver Oberyth Dragoon's Mark 
N/A 

N/A 

N/A 

Copper Oberyth, Silver Oberyth 

N/A 

N/A 


C Te See 


Human M (Andoras) 
Human F 
Dragon 
Human M 
Human M 
Human M 
Golem 
Human F 
Human M 
Golem 
Human M 
Dragon 
Human M 
Human F 


Andoras 


vi. 
Knight Commander 22 \ 
Templar/Cleric 22 Cc 
Thunder Dragon 22 C 
Templar/Warrior 22 L 
Templar/Archer 22 N 
Templar/Warlock 22 1 
Baldur Golem 22 N 
Templar/Beast Tamer 22 L 
Templar/Warlock 22 N 
Baldur Golem 22 N 
Templar/Archer 22 N 
Thunder Dragon 22 CG 
Templar/Warrior 22 N 
Templar/Cleric 22 L 


Continue Your Purge of the Dark Knights 
All roads in the Hanging Gardens end at a map guarded by Dark Knight Andoras and his army of ‘Templars. The positioning on this map is very difficult, since the 


only way to reach the main landmass is by taking a single staircase at its outer tim. The enemy’s Golems and Dragons will likely beat you to it, and if you pesition 


TWIXT HEAVEN AND EARTH 


| Ain | toy. 
N 55 


39 


nN 
The uppermost level of the Hang- 

ing Gardens. A flame burned here 

for 100 days in an offering that the 
Prince's soul might find rest after 

his death. 


Deployment 


12 Characters 


Suggested Level 
2 
Terms of Victory 
\ 


0 
Vanquish At ‘as! 


Terms of Defeat 


Ring of Deftness 

Silver Oberyth, Grimoire Annulation, Heretic’s Mark 
wa” 

Copper Oberyth, Silver Oberyth 

WA 

N/A 

Iron Ore, Silver Ore, Baldur Ore, Magesteel's Mark 

Copper Oberyth, Bronze Oberyth, Silver Oberyth, Beastmaster’s Mark 
N/A e 

iron Ore, Silver Ore, Baldur Ore, Magesteel’s Mark 

Copper Oberyth 

Inferior Ore, Krystallos Ore, Gemstones, Stormwyrm’s Mark 
N/A 

WA 


your units wrong, they could easily knock your units off of the edge and into oblivion. Try to field enough Archers and spellcasters so that you can stay on your small 


island and blast through the Golems from there. A Dragoon can provide support from the staircase, but don’t put it at the top step or it will be at rick of getting 


knocked off. Eventually, Andoras will find his way to the stairs, where you can execute him with a volley of spells and arrows. 


Hobyrim Ly21) vs 
w24124im 0 ow 69200 
oe i Wie ¢ 


= 


Andoras 


1 962930 _40 >: 


THE TOMB BELOW 


The Tomb of King Dorgalua is a for- 
bidden place, a giant cavern beneath 
the Hanging Gardens. 


9 Characters 


Suggested Level 


20 


Terms of Victory 


Vanquish the enemy! 


Terms of Defeat 


ae 
ENEMIES 


23 


Human M Zombie Berserker C 53 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Berser| 

¢ Human M Zombie Warrior 23 N 86 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Warrior's Mark 

@ Human F Zombie Archer 23 N 51 N/A 

D Human F Zombie Enchantress 23 c 43 Copper Oberyth, Bronze Oberyth, Silver Oberyth, Mage's Mark 
Human F Zombie Knight 23 is 66 Copper Oberyth, Bronze Oberyth, Silver Oberyth Knight's Mark 
Human M Templar/Knight 23 L 81 Copper Oberyth, Bronze Oberyth, Grimoire Radiance II 

G Human M Templar/Wizard 23 c 64 Copper Oberyth, Bronze Oberyth, Grimoire Malepluie Ul 

CH Human F Templar/Necromancer 23 Cc 76 N/A 

© | Dragon Zombie Hydra 23 N 64 WA 

© Beast Zombie Cyclops 23 N 65 N/A 

@ Beast Zombie Cyclops 23 N 42 N/A S 

@ — Beast Zombie Cyclops 23 N 88 N/A 

© __ Beast Zombie Cyclops 23 N 43 N/A 

@ Dragon Zombie Hydra 23 N 35 N/A 


“Only a tandam selection of these units appear 


Make the First Move 


Your first target in this battle is the Templar in the grey and blue clothes. He’s a Necromancer, and you won't make much headway against his undead minions as 
Jong as he draws breath. Fortunately, your high starting point allows you to quickly and easily target and kill him with arrows. Meanwhile, your Cleric (or equivalent) 


should Exorcise the stilled Berserker to the west of your position before it awakens. 


Even once the Templars are dead, your Archers will remain the key units in thi 


fight. If they have the Knockback skill, look for opportunities to shoot Zombies off 


of the thin ledges; it’s a lot more satisfying than hunting them down and exorcising them. 


Exorcism 


a 
ye 
Po 


Maar wynn . Abraham 
( O290m 0 oa 


RELICS OF THE PAST 


mm END 


ne eer 


Ancient ruins buried deep below the 


Hanging Gardens. 


Deployment 


10 Characters 


Suggested Level 
21 
Terms of Victory 


Vanquish the enemy! 


Terms of Defeat 


= 


DU; 


we ENEMIES 


Le Drops (from common to rare) 
N/A 

N/A 

44 Copper Oberyth, Bronze Oberyth 

58 N/A 

57 Copper Oberyth, Silver Oberyth, Treatise on Excess 

84 Copper Oberyth, Bronze Oberyth Ashmedai’s Grog, Dreadknight’s Mark 
76 N/A 

49 Copper Oberyth, Bronze Obe 


a 
2) 


Human M Templar/Terror Knight 23 


oo 
a 


Human M Templar/Fusilier 23 
Human F Templar/Swordmaster 23 


Human M Templar/Knight 23 


Human F Templar/Swordmaster 23 
Human M Templar/Terror Knight 23 
Human M Templar/Dragoon 23 


Human F Templar/Enchantress 23 fh, Silver Oberyth, Mage’s Mark 


D Human M Templar/Cleric 23 96 Copper Oberyth, Bronze Oberyth, Grimoire Purete I! 
39 Copper Oberyth, Bronze Oberyth. Silver Oberyth, Dragoon’s Mark 


38 Wyrm Gem, Copper Oberyth, Bronze Oberyth, Magus’s Mark 


D Human M Templar/Dragoon 23 
Human F Templar/Witch 23 


ié 
i 
corer ero 
i 
2 


Wipe Out Martym’s Rear Guard 

This battle pits you against a dozen ‘Templars in a fairly small area It’s a lot to take all at once, but if you wait at your starting position, the Templars will arrive 

in staggered groups that are much easier to deal with. Position your Archers atop the hill to the northwest, which should give them enough range to pick off the 
spelleasters in the back of the Templar pack. Your ground units should make sure to concentiate their attacks on single Templars so you can bring them down before 


they get an opening in which to use their Finishing Moves. 


Cragfall Il 


203 


204 


CHAMBER OF THE SEAL 


“RD 


There is an ill feel to the air here in 


the deepest level of the caverns. 


Deployment 
5 Characters 


Suggested Level 


21 


Terms of Victory 


Vanquish Barbas and Martym! 


Terms of Defeat 


“ENEMIES 


Se COT RMS Drops (rom common to rate) 
D Human M (Martym) Knight Commander 45 Guardsman’s Earring* 
D Human M (Barbas) Knight Commander 24 c 35 Tembilor Earring* 


“At very high levels may drop Nifries Sword (Martym) and Sanscion (Barbas), 


Blast Martym and Barbas from Behind the Ruins 

‘The game's penultimate battle pits five of your units against the Dark Knights Martym and Barbas. These'two are powerful warriors, and the frontline fighters you 
send after them aren't likely to do much more than nick their armor with regular attacks. Ultimately, those units are merely the distraction, keeping Martym and 
Barbas occupied while your best Archers and/or spelleasters pummel them with indirect ranged attacks. The ruins between your starting position and the Dark 


Knights will provide excellent protection for your ranged units, especially if you use frontline fighters with the Rampart Aura II skill. 


Choose warriors that are hearty and capable of healing themselves, and have them focus on HP recovery until they build up enough TP to use finishing moves. 


Barbas should be the first target for your Archers and spellcasters, as he is much less resilient than Martym. Bs 


Meteor Strike 


+ 
Martym Ls 


29342m_ 23 


Barbas 
sone44eue 1 


2573 


Umbra 


1 Cee ee 


CHAMBER OF THE SEAL 


24 


Vanquish the Boss to Vanquish Your Clones 


At the beginning of the game's 
final battle, the boss summons 
up a copy of each of your heroes, 
with the exact same skills, 
equipment, and stats. Typically, 
you could count on your level 

20 Warrior being much stronger 
than an enemy level 20 Warrior, 
but that won't hold true this 
time. However, this fight isn’t 
quite even: the enemy side also 
has the boss, who is ultimately 
its greatest liability. All you need 


to do to win is have your Archers 


pick off the doppelgangers of your healers, and then surround and kill him when 


he comes rushing toward your starting position. 


Overwhelm the Boss with Numerical Advantage 


You definitely want to go for the 
quick win in the first stage of the 
fight, because the battle doesn't end 
there. When he gets near 0 HP, 
your doppelgangers will fade away 
and a new battle will begin against 
his true ogre form. None of your 
units will be revived or healed, so 
you want to enter this battle with as 
few casualties as possible. However, 
your units are repositioned in a 
circle around him, and most of 
your units are close enough to drop 


Blessing Stones on fallen comrades 


before they rush in to attack. He can kill the revived characters again with a single 


hit, of course, but that’s a great way to make him waste a turn. 


ain 
c 


100 N/A 


The boss has over 600 FFP and 
very high DEF and RES stats, 
so it will take a great many 
hits to bring him down. He's 


mostly content to fly around 


the battlefield smacking your 


characters and occasionally 


‘There is an ill feel to the air here in 


the deepest level of the caverns. 


Deployment 


12 Characters 


Suggested Level 


22 


Terms of Victory 


Vanquish the enemy! 


Terms of Defeat 


setae 
Drops (ftom common to rare) 


draining their HP, but when he gets to around 100 TP, he can unleash some 


massively powerful area attacks. It’s difficult to avoid clustering your units, as 


your warriors will have to be adjacent to him to attack, but do what you can to 


keep your ranged characters f 


way from their comrades. Use Blessing Stones 


to revive the fallen, but don't waste time healing them beyond that; he can kill 


whoever he v 


its to, yet he can't survive a twelve-on-one fight forever. 


Continue Your Quest After the Curtain Falls 


——— a 


WARREN REPORT ta 


ss of Omish 


An enchanting songstress has arrived 
in Port Omish, a town of ruffians and 
rogues. Feople flock to hear her 
angelic Voice day upon day. 

Ws rare to ste winged womenfotk in 
those parts, ond she has become 
quite a spectacle. 


TCLINGHOGETHER 


| 


The ending may roll when he 
dies, but it isn’t the end of the 
game. When your quest resumes, 
you'll find a news item about 

the “The Songstress of Omish” 


in your Wa 


en Report, and 
reading it triggers a new side 
quest. Completing that will allow 
t another new 


you to trigge 


quest, which leads to a major: 
29-floor dungeon, Completing 
the game also unlocks the World 
Tarot, which allows you to go 


back in time and make different 


decisions, You can now replay the alternate routes through Chapters I and III, 


trigger side quests you skipped earlier, and recruit charac 


first playthrough. 


s you missed on your 


s 
a 


205 


206 


location, a listing of the enemy classes you'll encoun 


Phorampa Wildwood: Phorampa Wildwood 
is the first side quest you can explore. A helpful 
tip and screenshot is included for each of the 
15 battles. 


Pirate's Graveyard: Detailed enemy info with 
helpful tips for the three key battles along with 


pointers for recruiting Azelstan. Includes maps 


and enemy information for the other 12 battles, 


Massif, The treacherous terrain and teeming wildlife have largely saved this area 


HOWTO ACCESS: Read “Phorampa Open to Hunting” in the Talk 
section of the Warren Report during Chapter IT. This note appears after the 


event at Tynemouth Hill (1IC-5 or TIL-8). 


The Phorampa Wildwood side quest is divided into three sections, with the 
second and third sections only becoming available during Chapter ITI and 
Chapter IV, respectively. Though you can complete the first seven battles during 
Chapter I, beware that the maps reset to their unvisited status each time you 
return to the world map. This means you'll need to b 


items, new companions, and tamed beasts for you to auction off. There are four primary sid 


Each of these side quests is treated a little differently here than in the main walkthrou 


recruit new members, and find those elusive rare iter 


and general advice is given for exploring each regior 
8 ig 


attle back through those 


STS 


paign. Once those are complete, two additional side quests become available. 


Palace of the Dead: Tips for navigating the 
massive dungeon’s 100 floors with detailed 
enemy info and tips for each of the eight key 


battles. Also contains shop information. 


The Ancient Temples: Information on locatihg 
each of the elemental spells sealed away in Vale- 
ria’s six fortresses. Map info and tips for dealing 
with each of the enemy leaders that guard the 


fortresses 


from the ravages of war. 


members and add Dragons and other beasts to your par 


Instructions are included on how to unlock each of these side quesi 


map whenever you wish. 


1 WIS OIDIES 


In addition to the main campaign, there are also a number of side quests for you to explore. These areas contain dozens of battles and can yield numerous rare 


le quests that can be encountered during the course of the main cam- 


gh. The primary goals of exploring these areas are to level up your characters, 


where to recover each of the rare items, 


n—these areas are much trickier than they first appear. Also provided are maps of buried treasure for each battle 


nter and the maximum number of enemies from each class, and the following additional information: 


Extra Quests: Those looking for even more 

things to do with the game will also find full 
details on unlocking the Songstress class and 
exploring the San Bronsa Ruins. 


_PHORAMPA WILDWOOD 


A great forest that spreads across the Gunaw Highlands in the south of the Burnham Nevertheless, we fully recommend spending time in Phorampa Wildwood as 
soon as possible, as leveling up your classes here can make the remainder of the 


main quest a bit easier, This is also an excellent place to visit to recruit new party 


either for battle or for 


auction. You can exit any battle at Phorampa Wildwood and return to the world 


Beware that the battles here are not easy. The northern tract of the Chapter IT 


areas you complete in Chapter IT and Chapter II] in order to reach the maps 


that become available in C hapter IV. 


portion, along with those maps that become accessible during Chapter IV, are 
crawling with Dragons, Octopi, and plenty of enemies requiring an exorcism to 
fully defeat. Bring plenty of Blessing Stones, Grimoire Exorcisme arcana, and 
other consumables with you since you can't return to the world map without 


having to renew your exploration of Phorampa Wildwood from the beginning. 


CHAPTER 2 
CHAPTER 3 
CHAPTER 4 
From World Map 
| 
PS . 

ae ITEM DROPS The other major draw to Phorampa Wildwood is that it contains numerous rare 
a tomes known as Enchitidions. They can only be obtained by defeating 

Fisvencnindioy Deleon Wartianat sear oniie WiGwood very specific, high-level enemies at key locations. The level of the enemies 

Ap ENeniagion Defeat Beast Tamer at “Whisper of Leaf and Water” os encounter is set to match that of the highest-level member in your party, 

2 SS word Eh iGion es | Deteats enon uone hee Un ievols so return later when you are stronger if you don't find the item while picking 


Sword Enchiridion” Defeat Ninja at “Lie Down in Green Pastures 6, ae P 5 
i ee ut up their loot drop after defeating them: And keep inmind thanyourmeng 
Whip Enchiridion* Defeat Rogue at “Scenic Knoll " _ Bee a 9 6 
guaranteed to get any of these items. Keep trying if at first you don’t succeed! 
Spear Enchiridion* Defeat Rune Fencer at “Gunagua Headwater” F 
Bow Enchiridion* Defeat Archer at “Wonder at the Gods Above” 


2-H Katana Enchiridion* _ Defeat Swordmaster at “The Frostfen” 
Classmark | Abuna’s Mark Steal from Cleric 


“Only when enemy is of a very high level. 


CHAPTER II BATTLES 
01: ADVENTURER’S GAP en Objective: Vanquish the enemy) 


I 


(000) 


POSSIBLE ENEMIES ENCOUNTERED | 


Archer 4 Rune Fencer 2 
Gryphon 4 Enchantress 1 
Wizard 3 Warrior 1 
Berserker 2 Beast Tamer 1 
Cleric 2 


Move your heavy units across the middle of the map while positioning an Archer on the cliffs to the left. Gryphons may attack 
at close range—and fast—while others may weil retreat into the canyon where your Archer (or Vartan) can pick them off! 


Objective: Vanguish the enemy! 


POSSIBLE ENEMIES. ENCOUNTERED 


Archer 4 Rune Fencer 2 
Gryphon 4 Enchantress it 
Wizard 3 Warrior 1 
Berserker 2 Beast Tamer 1 
Cleric 2 


The spots of deeper water in the river provide a natural obstacle to some units, but not the Rune Fencer. The Rune Fencer 
gives you ultimate maneuverability on this map. 


Obje 


: Vanquish the enemy! 


— SSenSenanEnee aapanaaieaeneamuersre ene 
POSSIBLE ENEMIES ENCOUNTERED 


Archer 2 Knight 2 
Cleric 2 Berserker 2 
Warrior 2 Wizard 1 
Swordmaster 2 Enchantress 1 
Terror Knight 2 Runemaster al 
Dragoon 2 Valkyrie i 


Immediately send an Archer or Vartan Up the cliffs to the left to deal with the fone threat in the elevated position. Hang back 
with your other units to draw the enemy within range of your ranged attackers on the high ground! 


Swordmaster 6 Ninja ai 
Terror Knight 4 Kunoichi 2 
Dragoon 4 Knight 2 


The Ninjas and Swordmasters you encounter often have very low loyalty ratings. Use this opportunity to recruit them to your 
side—this is your first Opportunity to have these classes in your party and it should not be missed! 
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05: FIELD OF FALLEN SHADOW 


| MaxParty | Enemies 
6 6 


Rogue 
Familiar 
Earth Dragon 
Cloud Dragon 


POSSIBLE ENEMIES. ENCOUNTERED 


mila 


Objective: Vanquish the enemy! 


Thunder Dragon 
Flood Dragon 
Flame Dragon 
Frost Dragon 


mini} 


It’s one thing to fight two or three dragons, but fighting five or six may be too much to handle. Consider retreating from this 


battle (or reloading your save file) if there are more than three dragons unless you have a number of Dragoons in your party, 


or units with the Draconology skill equipped. 


06: UNTRODDEN MARSH _ 


| Max Party | Enemies 
6 


Rogue 
Familiar 
Octopus 
Terror Knight 
Knight 
Warrior 


* 


Be sure to carry one or two Grimoire Exorcisme items into this battle, or have a Cleric who can cast Exorcism to eradicate the 


phantoms once they become Stilled. 


Archer 
Wizard 
Enchantress 


Octopus 


Every enemy you encounter along The Feral Shore becomes Stilled when defeated. Be ready to cast Exorcism quickly and 


often to try and defeat multiple enemies in fast succession. 


————————— TS TS | 


___ Objective: Vanquish the enemy! 
POSSIBLE ENEMIES. ENCOUNTERED, 


2 Cs Cae 


Earth Dragon 
Cloud Dragon 
Thunder Dragon 
Flood Dragon 
Flame Dragon 
Frost Dragon 


Warrior 
Terror Knight 
Knight 

Rune Fencer 


1 
1 


1 
1 
1 
1 


mow wiry 


CHAPTER III BATTLES 
08: GUNAGUA HEADWATER 


Objective: Vanquish the ene 


Octopus 4 Beast Tamer 2 
Archer 3 Rune Fencer 2 
Warrior 3 Warlock 1 
Cleric 2 Witch 1 
Berserker 2 


Guard the two ways across the river with Knights and Berserkers and don’t cross over to enemy territory until only the 
stragglers remain. 


Objective: Vanquish the enemy 
POSSIBLE ENEMIES E 


Nepaearemratee tt 
COUNTEREDS) 


Cockatrice 4 Swordmaster 2 
Archer 3 Enchantress 1 
Cleric 3 Kunoichi 1 
Beast Tamer 3 Ninja 1 
Wizard 2 


. 


Use the plants and trees for cover and spread out your party across the western half of the battlefield. Focus your party’s total 
firepower on just one or two enemies at a time, from multiple directions. 


10: LIE DOWN IN GREEN PASTURES [ Vanquish the enemy! 


LE Mocrary Enemies | POSSIBLE ENEMI PUNTER 


Archer 2 Wizard 1 
Cleric 2 Enchantress 1 
Swordmaster 2 Warlock 1 
Terror Knight 2 Kunoichi 1 
Knight 2 Witch 1 
Berserker 2 Ninja 1 
Valkyrie 1 Rune Fencer 1 


Form a wall with your Knights and spear-wielders to block off the advance on the north end while your Wizards hurtle spells 
over the trees at the defenseless enemies! 


Objective: Vanquish the enemy! 


POSSIBLE ENEMIES E COUNTERED, 


Kunoichi 3 Terror Knight 2 
Dragoon Bi Ninja 2 
Knight 3 Valkyrie 1 
Beast Tamer 3 Rune Fencer 1 
Swordmaster 2 


This is a very difficult battle if you don’t come prepared with the ability to remove/Resist Bind. Treat every status effect with 
urgency, or else you can soon be overrun by the size of the enemy’s party. Use quick-hitting attacks to eat up the Ninja’s use 
of Decoy before targeting them with a finishing move. Bring plenty of Blessing Stones! 
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CHAPTER IV BATTLES 
42; SCENIC KNOLL 


Objective: Vanquish the enemy! 
ree 
POSSIBLE ENEMIES. ENCOUNTERED, : 


Max Party { Enemies 


Familiar 3 Beast Tamer 2 

Rogue i Flood Dragon 2 

{ Earth Dragon 2 Flame Dragon 2 

Cloud Dragon 2 Frost Dragon 2 
2 


Thunder Dragon 


Position your strongest frontline attackers in such a manner to block the Dragons’ descent through the narrow gaps between 
the trees on the left side. This will force the Dragons to queue up and allow you to battle just one at a time. 


13: LAND OF THE SUPPLICANT 


Max Party Enemies 


12 12 


Gryphon 3 Earth Dragon 1 
Familiar 3 Cloud Dragon 1 
Archer 2 Thunder Dragon 1 
Terror Knight * 2 Flood Dragon 1 
Beast Tamer 2 Flame Dragon it 
Rogue 2 Frost Dragon. ii 


Spread out across the southwest corner of the map with a wide variety of classes. Pick off the weaker enemies first while two 
or three of your Knights surround the first approaching Dragon. Then use your Finishing Moves on the tougher foes. 


Objective: Vanquish the enemy! 


POSSIBLE ENEMIES. ENCOUNTERED, } 


Archer 4 Knight & 
Wizard 3 Warlock 2 
Enchantress 3 Witch 2 
Terror Knight 3 


Unlike with most battles, it's a good idea to move your Archers te the front. Use them to target enemies moving along the rim 
of the crater while your Knights and Berserkers split up and sweep around the perimeter. Have plenty of Grimoire Exorcisme 
arcana on hand to deal with the phantoms and skeletons. 


Objective: Vanquish the enemy! 


POSSIBLE ENEMIES, ENCOUN,LERED,) 


Wizard 3 Witch 2 
Familiar 3 Terror Knight 2 
Archer 2 Knight 2 
Golem 2 Enchantress 1 
Warrior 2 Warlock 1 


There are a lot of enemies here so don’t rush out into battle too quickly. Take out any Golems that march out of the mountain, 
then set your Archers on the non-human enemies while your other units take on the human foes. Pay attention to the turn 
order and avoid resurrecting fallen allies if a number of enemies are about to take their turn. 


A 
B 
a 
& 
eo 
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3% PIRATE’S GRAVEYARD 


Treacherous currents have filled the waters around this promontory with the shattered skeletons of. shipwrecked boats. Horrible monsters and restless Spirits are said to make 
their abode here among the spray and jagged rocks. 


How to Access: The Pirate’s Graveyard is not hard to unlock in limited fashion, but there are several time-sensitive steps that 


must be taken in order to gain full access to its watery depths. Pay close attention to the steps needed and follow them precisely, or 
else you may miss unlocking this area during your initial play-through and have to rely on World Tarot for a second chance. 


Gainine Furi Access To THE PIRATE’s GRAVEYARD 


1. Read the “Port Omish, Den of Thieves” note in the Warren Report early 3. Return to Port Omish to speak with Diego about the Dread Pirate Azel- 
on during Chapter IV and visit the city of Port Omish any time defore stan and the treasure resting in the bottom of the Pirate’s Graveyard, 
heading to Mount Hedon (IV-3). Defeat the Pirate Ragnar and save the 


man named Diego during the battle at Port Omish. Denam will speak 


with him privately after the battle. 


WHAT VE YOU COME FOR? MY KEEN SENSE FOR THE 
OBVIOUS TELLS ME YOU'RE NOT HERE ON HOLIDAY. 


4. Travel to Qadriga Fortress to speak with a random seaman on the docks 


to learn more about Azelstan’s history. 


2. Continue along the main campaign path through the end of the battle at 
Hagia Banhamuba (IV-5). Visit Phidoch Castle and then read the note 
titled “The Pirate’s Graveyard” in the Warren Report. Journey to the Pirate's 
Graveyard (beyond Port Omish to the south) and explore the first several 
areas. This unlocks the note “The Dread Pirate” in the Warren Report. 


2972570) 
a PSS SESS 
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55. Advance 
throu; 
Castle. C 
to keep Azelstan alive. 


he main campaign through the battles at Barnicia Castle (IV-8 
ih IV-10) then return to Port Omish before advancing to Heim 


omplete the battle at Port Omish (IV-A2c) while making sure 


Your search for the mysterious treasure lying deep within the Pirate’s Graveyard is as harrowing as it is tricky. The path you are allowed to take not only depends on 
when you visit the area, but also with whom. Those who visit the Pirate’s Graveyard at the first opportunity—before advancing the story with Azelstan—are only 


able to explore the first five areas. These areas are home to numerous reptiles, Octopi, phantoms, and even a Kraken or two. The deeper you explore, the more likely 


RARE ITEM DROPS 


198 Heh cca [RR aR ee a 


Short Sword (iH) | Yama 
Cudgel =] Malitza’s Staff 
Helm ie Glistening Helm 
Body Armor = Reeking Armor 
Aganista Lightcoat 
Vikrant Icecoat 
Viraat’s Thundercoat 
Nathalork Rockcoat 
Whale Whiskercoat 
Falcon Feathercoat 
Phoenix Flamecoat 
aS Musty Gauntlets 

m Earthen Greaves 
Hammer Enchiridion 
Body Armor Enchiridion 
Legguard Enchiridion 
Grimoire Dondevie* 
Grimoire Sangnoir II* 
Grimoire Tourments 
Pirate's Mark 


“Only when enemy is of a very high level. 


6. Travel to the Pirate's Graveyard and fight through the first couple of 
areas to the Crystal Halls. Azelstan will step out of the shadows and join 
the party as a guest. Keep him alive and defeat all the enemies in the area 
to gain him as a new recruit, Only then can you fully plunder the depths 


of this watery tomb. 


you are to also encounter Umbras and skeletons, 


[t's important to keep Azelstan in the active battle party, not only so he can gain experience and level up the Buccaneer class faster, but so you can gain access to spe- 
cial event battles. The Buccaneer class will gain experience at the conclusion of the battle at Port Omish (and likely reach level 3) but Azelstan is going to be pretty 


weak compared to the rest of your party. Keep him far from enemy combatants at all times! 


Defeat one of the Twelve Heavenly Generals 
Defeat Holy Lich at “On Holy Ground” 

Defeat Juggernaut in “Midline Rift” 

Defeat Blood Gavial at “Bosom of the Sea God” 
Defeat Dagon at “On Holy Ground” 

Defeat Kraken in deep water at “On Holy Ground” 
Defeat Kraken at “Cape of Spite” 

Defeat Kraken at “Wonder's Hollow” 

Defeat Kraken at “Valley of Shadow and Light” 
Defeat Kraken at “Midline Rift” 

Defeat Kraken at “Cape of Spite” 

Defeat Juggernaut at “Bosom of the Sea God” 
Defeat Baldur Golem in deep water at “On Holy Ground’ 
Defeat Knight in deep water at “On Holy Ground” 
Defeat Blood Gavial at “Midline Rift” 

Defeat Hoplite at “Bosom of the Sea God” 

Defeat Warlock at “Ripples of Grief” 

Defeat Lich at “Ripples of Grief’ 

Defeat Lich at “Ripples of Grief” 

Defeat Archer at “On Holy Ground” 


D 
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WITH AZELSTAN IN PARTY 
04: CRYSTAL HALLS 


Max Pai 


Size | Enemy Forces 


10 13 


Azelstan 


06: RIPPLES OF GRIEF 


Max Part ze Enemy Forces 
10 10 


12: ON HOLY GROUND 
j_ Max Party Size | Enemy Forces | 
12 12 


he N 


Objective: Vanguish the enemy) 


= a aa A 
POSSIBLE ENEMIES ENCOUNTERED 


CS 

© | Hoplite N 55 @ | Patriarch E 80 
© Hoplite te; 38 © Archer L 78 
© | Warrior C 33 @ = Rogue N 49 
© Wartior L 69 @ Archer C 32 
@ | Juggernaut N 57 ® Cleric N 52 
@ Juggernaut L 74 © Archer c 37 
@ | Juggernaut (aj 27 © Familiar N 49 
@ = Juggernaut Cc 25 


Equip your units with Herpetology and send as many Archers into battle as 
you have. Use Clerics and Knights to keep Azelstan healthy and have your 
ranged units focus their attacks on just one or two enemies at a time. Hang 
back near the starting point so as to not draw the Winged units forward 
until you have defeated the Lizardmen. 


Objective: Vanquish the enemy! 


. Se 
POSSIBLE ENEMIES ENCOUNTERED 


© | Lich (3 34 © | Wight c 
© | Lish Cc 39 @ Archer Cc 
® Golem C 38 © Wizard fk 
© | Golem Cc 33: @ Archer L 
@ | Wight i 69 @ Warlock N 
@ Terror Knight N 57 ® Wizard c 
© Terror Knight L 74 @ Witch N 


Send your Knights forward with Golemy equipped to busy the two Baldur 

Golems while your Vartan and Archers flank around the sides to get to the 
phantoms and Lich units in the rear. This battle differs significantly with 
Azelstan in the battle party, so come prepared! 


Objective: Vanquish Rackham! 
POSSIBLE ENEMIES. ENCOUNTERED 


CS 
N 100 N 53 


© | Spectre ® | Octopus 

(Rackham) © | Octopus N 44 
© Warlock te 99 © | Archer N 57 
® | Witch L 50 © = Archer N 51 
© | Wizard c 2 @ Terror Knight Cc 46 
@ Enchantress c 54 @ Terror Knight c 55 
© = Octopus N 48 


Make sure Azelstan is in the party and kept out of harm's way. Protect your 
units against frequent doses of Poison Rain and spread out across the 

Crystal platform where the party begins. Fend off the Octopi unti! Rackham 
approaches the middle of the map then send your Knights out to corner him. 


Azelstan will lead Denam out onto a cliff where the treasure of the Pirate's 
Graveyard is located. Approach the chest and Select the first option, “This 
is the treasure?” to learn the history of this place. You'll be prompted to 
choose a second time between taking the treasure or leaving it behind. The 
freasure contains items such as the rare and valuable Seal of Rebirth, but your 
reputation will suffer as your title reflects your decision, The choice is yours... 


PIRATE’S GRAVEYARD: GENERAL DIRECTORY 


01: CAPE OF SPITE 


a2is Med Xe 


$39104 Awauz 


POSSIBLE ENEM 


bjective: Vanquish the enemy! 
ENCOUNTERED, 


Octopus 
Enchantress 
Kraken 
Juggernaut 
Terror Knight 


mim w|i) wo 


Juggernaut 
Archer 
Octopus 
Warrior 


azis Aued XeI 


$9104 Auauy 


nN 


Hoplite 
Archer 

Wizard 
Warrior 


Cleric 


2 
1 
1 
1 
1 


Berserker 
Patriarch 
Wraith 


1 


Berserker 
Hoplite 
Cleric 
Familiar 


__ Objective: Vanquish the enemy 


POSSIBLE. ENEMIES. ENCOUNTERED, 


2 
2 
i} 
1 


POSSIBLE ENEM 


Patriarch 
Rogue 


| 


1 


Objective: Vanquish the enemy! 
ee 


JOUN TERED, 


Archer 
Warrior 
Cleric 
Juggernaut 


Juggernaut 
Archer 
Warrior 


wim lols 


5 
3 
3 


Blood Gavial 
Patriarch 
Hoplite 


Enchantress 


Rogue 
Flood Dragon 
Hoplite 


2 
2 
2 
1 


POSSIBLE ENEMIES 


min le 


Knight 
Berserker 


1 


Objective: Vanquish the enemy! 


Cleric 
Berserker 


Varga beenema 
ENCOUNTERED, 


1 


Nu 
a 


é 


ea 
A 
& 
4 
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8 
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6 
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05: VALLEY OF SHADOW AND LIGHT 


Enchantress 


Octopus 


Wizard 


Warlock 


Knight 
Archer 


Witch 
Golem 


Enchantress 


Archer 
Warrior 
Knight 
Familiar 
Rogue 


Kraken 
Wight 
Archer 
Incubus 
Dagon 


role} | na) w 


m}re) |r) oo 


mln |e) 


Cleric 
Juggernaut 
Witch 
Knight 


Hoplite 
Warlock 
Juggernaut 


Terror Knight 


Familiar 


Incubus 
Wizard 
Enchantress 
Warlock 
Witch 


Wizard 
Enchantress 
Warlock 
Terror Knight 
Knight 


POSSIBLE ENEMIES | ENCOUNTERED, 


POSSIBLE ENEMIES ENCOUNTERED, 


Objective: Vanquish the enemy 


POSSIBLE ENEMIES ENCOUNTERED © 


Berserker 


1 Familiar 1 
1 Hoplite | 
Rogue 


Toten re 
POSSIBLE ENEMIES. ENCOUNTERED) i 


Lich 
1 Rogue 1 
1 Wight { 


Objective: Vanquish the he enerny! 


Terror Knight i 


| 
1 Golem 1 | 
fli Lich 1 i 
il Wight i | 


pjective: Vanquish the enemy! 


Banshee | 
1 Familiar 1 | 
1 Rogue 1 | 
1 Wight 1 | 


Banshee 


Flood Dragon 


Wight 
Archer 


Archer 
Knight 
Wraith 


3 
3 
3 
2 


5 
3 
3 


i 


0 


as 


11: INTO THE DARKNESS 


$3104 Awau3 


Wight 
Archer 
Kraken 


Cleric 


Archer 
Kraken 
Dagon 
Wraith 


wlwla|w 


Terror Knight 
Wraith 
Wizard 
Enchantress 


Kraken 
Dagon 
Banshee 


Juggernaut 


Banshee 
Blood Gavial 
Witch 


Terror Knight 
Wight 
Enchantress 
Warlock 


POSSIBLE ENEMIES, 5 ENCOUNTERED, 


Juggernaut 


=|) roln 


Objective: Vanquish the enemy! 
enema 


Blood Gavial 1 


Hoplite 


Obj ctive: Vanquish the enemy! 


POSSIBLE EN EMIES "ENCOUNTERED, 
rons i wae aaetes' 


POSSIBLE ENE! 


2 
2 
1 
it 


Juggernaut 
Terror Knight 1 
Blood Gavial 1 


Knight 
Golem 
Wraith 


Objective: Vanquish the enemy! 


Knight 
Lich 


SENCOUNTERED, 


1 
| 
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3% PALACE OF THE DEAD 


Itis customary for warriors bound for the Palace of the Dead to distribute their worldly possessions amon 1g already. 


-grieving family and friends. 


How to Access: Read “Mysterious Blast on Exeter” in the Talk section of the Warren Report during Chapter IV. This note 
appears after returning to Phidoch Castle following the events at Hagia Banhamuba (IV-5). 


The Palace of the Dead is located in the far northwestern corner of the 
Valerian Isles, on the island of Exeter. This distant land can only be reached 
after battling through the areas known as Madura Drift, Belmorose 
Highwilds, Vasque, and Bortegun Fens. Would-be tomb raiders will bypass 
nearby Lhazan Fortress in the process. Save your progress each step of the way 
and consider returning to the shop at Brigantys Castle to sell off the spoils and 
to purchase as many recovery aids as you can afford before entering the Palace 
of the Dead. 


arrlors bound for the Palace of the Dead to first distribute thelr worldly possess 
@c ORDER 


Blood-stalned Hero 


Exploring the Palace of the Dead is not for the faint of heart. The palace 
contains 100 levels, connected with myriad branching paths (see accompanying 
flowcharts). You don’t need to visit every individual level in order to reach the 
deepest Jevel—the Altar of the Beyond—but you must understand that you 
cannot exit the Palace of the Dead without having to restart from level 1. We 
highly recommend rotating through multiple save files if attempting to reach the 


inner sanctum. 


P All who enter this dungeon, abandon what little hope ye may yet have 


i 252 one 
DayiilOlot) Seascale 
WAR FUNDS 


START A 


Hunting the Dark Powers 


dful of areas within the Palaci 


€ of the Dead that feature specific enemy placements, a designated enemy leader, and even a guest that can be recruited to 
scripted battles take place during your first visit to levels 1, 2, 3, 5, 22, 41, and 74. We cover these battles in greater detajl:during the early portion of 


arty. Thes 


All other battles (and repeat visits to these) feature a random selection of enemies in seemingly random starting points: Use the maps and-enemy informa- 


throughout this chapter, along with the tactics you've learned along the way, to battle through to level"l60. 


ss 219 


The journey you are about to embark on is a long and perilous one fraught with countless hazards and unmentionable horrors. Consider the following advice from 


those who have gone before you...and lived to tell the tale, 


Prepare for the Undead: The 
Palace of the Dead is crawling 
with undead enemies, many 
of whom begin the battle in 
the Stilled state. Bring plenty 


of Grimoire Exorcisme scrolls 


with you and make sure to 
have at least two units that are capable of casting the Exorcism spell. Stilled 


enemies come back with full HP if not exorcised in time. 


Equip Baldur-Based 
Weaponry: Many of the 
Baldur-based weapons such 
as the Baldur Bow and Baldur 
Hammer are positively lethal 


against undead enemies. 


Though they lack the raw 
power of their Damasc-based counterparts, many of these weapons, 
particularly the Crossbow +1 and Baldur Hammer +1, are devastating to 
undead units. 


Go Shopping at Levels 24 and 
65: These levels aren't exactly 
along the most direct path to 
the bottom, but you can’t afford 
to pass them by. Stop at these 


shops to sell off unused items 


and stock up on consumables 
and all manner of arcana, including rare types of Draconic magic. The 


assortment of items varies based on how far you have advanced through the 


main story, Players exploring after completing Chapter IV will be privy to the 
entire selection of items. 

Fully Explore to Level 
Up: The enemies located Bow 
throughout the Palace of the 
Dead range in level from 
roughly 20 near the entrance to 
35 at the Altar of the Beyond. 


Give yourself a fighting chance 


against the dark powers lurking in the depths by resisting the urge to take 
too many shortcuts. Similarly, consider using the same 8-12 units in all of S 
the battles to maximize the EXP and SP they gain. You're going to need 10 Fustl 


very strong units to be victorious at the end. 


Dontt Fear the Special 
Enemies: The tables listing 
possible enemy encounters 
throughout this chapter contain 
numerous enemy classes that 


you likely have never heard of, 


These special enemies are often 
just stronger versions of the classes you have battled elsewhere, albeit with a 
different name and a special ability or two. The following table details which 
regular class these special enemies resemble. Employ the same tactics against 
them as you would their standard counterparts, 


Consumable 


Magic Scroll 


Blowgun 


Crosshow 


Shield 


Helm 


RARE ITEM DROPS 


Book of the Dead 
Ring of the Dead 
Glass Pumpkin 
Transcription 


Recipe 


Thrown Weapons | 


Classmark 


= Vaisravana 
Odiferous Waster 
Ogre Blade 
Notos 
Prox 
r 
Boreas 
Bentisca 
Flame Flail 
The Awakener 
Thunderfire 
Asura 
Crescent Sword 
Malitza's Staff 
Lipul's Rod 
Sagara 
Femakk’s Blowgun 
Brimstone Bow 
Tempest Bow 
Permafrost Bow 
Sirocco Bow 
Samak 
Leilah 
Shams 
Khalmid 
Petrone! 
Bandug-i-chaqmagi 
Shield of the Tundra 
Shield of the Waves 
Shield of the Winds 
Shield of the Storm 
Shield of the Loam 
@ Ogre Shield 
Holy Crown 
Glistening Helm 
Skull Mask 
Ogre Helm 


Crossbow Enchiridion 


Armguard Enchiridion 
Grimoire Supplices 11 
Grimoire Grandsaut 
Grimoire Vivification 
Grimoire Sanctuaire 
Grimoire Malediction | 
Grimoire Ensorcelant 
Grimoire Sombrailes 
Scroll of Stormshear 11 
Scroll of Earthshear I! 
Necroprentice’s Mark* 


Defeat Gorgon on Level 37 
Defeat Cenobite on Level 33 
Defeat Familiar on Level 5 
Defeat Witch on Level 23 
Defeat Archer on Level 22 
Defeat Beast Tamer on Level 10 
Defeat Hoplite on Level 20 


Defeat one of the 12 Heavenly Generals 


Defeat Witch on Level 48 

Defeat Wraith on Level 32 
Defeat Witch on Level 44 

Defeat Georges on Level 22 
Defeat Beelzebuth on Level 41 
Defeat Lich on Level 41 

Defeat Wraith on Level 40 
Defeat Dark Stalker on Level 36 
Defeat Necromancer on Level 18 
Defeat the 12 Heavenly Generals 
Defeat Boogeyman on Level 81 


Defeat Lich King at “Altar of the Beyond’ 


Defeat Dreadnought on Level 99 
Defeat Crimson Uhlan on Level 76 
Defeat Gryphon on Level 64 
Defeat Cannibal on Level 93 
Defeat Executioner on Level 91 
Defeat Dark Stalker on Level 94 
Defeat Dark Stalker on Level 88 
Defeat the 12 Heavenly Generals 
Qefeat Kill Seeker on Level 70 
Defeat Patriarch on Level 23 
Defeat Death Eater on Level 84 
Defeat the 12 Heavenly Generals 
Defeat Scylla on Level 98 

Defeat Blood Hunter on Level 73 
Defeat Archer on Level 17 
Defeat Archer on Level 17 
Defeat Earth Dragon on Level 55 
Defeat Blood Hunter on Level 67 
Defeat Blood Hunter on Level 59 
Defeat Onyx Dragon on Level 78 
Defeat Hippogryph on Level 79 
Defeat Spriggan on Level 93 
Defeat Sniper on Level 83 
Defeat Frost Dragon on Level 58 
Defeat Scylla on Level 66 

Defeat Hippogryph on Level 85 
Defeat Hippogryph on Level 71 
Defeat Onyx Dragon on Level 80 


Defeat Lich King at “Altar of the Beyond” 


Defeat Familiar on Level 10 
Defeat Cyclops on Level 11 
Defeat Basilisk on Level 77 


Defeat Lich King at “Altar of the Beyond” 


RARE ITE 


sody Armor — RUNBTERS Darkcoat 
Reeking Armor 
Aganista Lightcoat 
Vikrant Icecoat 
Viraat’s Thundercoat 
Nathalork Rockcoat 
Whale Whiskercoat 
Falcon Feathercoat 
Phoenix Flamecoat 
Vikrant Mail 
Viraat's Mail 
Ur-Whale Mail 
Falcon Mail 
Phoenix Mail 

Ogre Armor 
diygla’s Bracers 
Lightning Gauntlets 
Musty Gauntlets 
Winged Boots 
Shadowed Greaves 
Sparkguard Boots. 
Earthen Greaves 
Cloud Shoes 

Sidhe Shoes 
Winged Ring 
Greased Ring 

Ring of Clouds 
Sidhe Ring 


Armguards 


Legguards 


"Only if Cressida is in your battle party. 


M DROPS continued 


a CTE 


Defeat Dark Dragon on Level 5 
Defeat Cyclops on Level 21 

Defeat Hydra on Level 6 

Deteat Frost Dragon on Level 19 
Defeat Thunder Dragon on Level 12 
Defeat Stone Golem on Level 16 
Defeat Flood Dragon on Level 8 
Defeat Cockatrice on Level 15 
Defeat Flame Dragon on Level 14 
Defeat Frost Dragon on Level 52 
Defeat Earth Dragon on Level 60 
Defeat Flood Dragon on Level 51 
Defeat Gryphon on Level 21 

Defeat Flame Dragon on Level 55 
Defeat Lich King in “Altar of the Beyond” 
Defeat Rogue on Level 22 

Defeat Boogeyman on Level 82 
Defeat Cyclops on Level 21 

Defeat Archer on Level 9 

Defeat Scylla on Level 82 

Defeat Thunder Dragon on Level 17 
Defeat Earth Dragon on Level 20 
Defeat Rogue on Level 20 

Defeat Cannibal on Level 25 

Defeat Gryphon on Level 15 

Defeat Flood Dragon on Level 14 
Defeat Flood Dragon on Level 17 
Defeat Rogue on Level 7 


SPECIAL BATTLES 


The following enemy configurations are encountered on the player's first visit to these select levels within the Palace of the Dead. These levels contain either specific 


enemy leaders or a guest that can be recruited to the party. 


PALACE OF THE DEAD: LEVEL 1 


10 12 


Leven 


20 


Falfaday 


DIRECTORY OF SPECIAL ENEMIES 


Special Enemy Standard Class 


tron Fist 

Witch King/Witch Queen 
Executioner 
Cannibal 

Kill Seeker 

Gladiator 

Gorgon 

Crimson Uhlan 
Sniper 

Cenobite 

Dark Stalker 

Death Eater 
Dreadnought 
Boogeyman 

Blood Hunter 

Lich King/Lich Queen 
Loremaster 


Beast Tamer 
Necromancer 
Berserker 

Rune Fencer/Valkyrie 
Swordmaster 
Warrior 

Matriarch 

Rogue 

Fusilier 

Cleric 
Ninja/Kunoichi 
Wizard/Enchantress 
Terror Knight 
Pumpkinhead 
Archer 

Lich 

Witch 


____ Objective: Vanguish Falfaday! 
POSSIBLE ENEMIES 


oO 21 c 38 Cc 81 


“Only a random selection of these enemies will appear. 


Sorceress @*  Enchant- 20 

(Falfaday) ress, 
© Wizard 20) € | 45 | O° | Cleric 20 
© Wizard 20. C | 76 | @* Familiar 20 
© | Warlock 20 | N | 51 | @° | Familiar 20 
@* Cleric 20 | L | 26 | @* | Familiar 20 
@* Witch 20 N | 53 @* | Familiar 20 
@* Witch 20) N | 61 @* Familiar 20 


Put your elevated starting position to good use and rain arrows down upon 
the enemies below. Standard bows serve well here, as they can strike far 
beyond their highlighted target range. 


Descend along the edge of the room closest to Falfaday, but beware his 
powerful magic. Falfaday and his companions can cast level Il! magic spells 
such as Vulcan Lance Iii, so protect against Earth damage if at all possible. 


| ENCOUNTERED 


43 
61 
88 
53 
61 
56 


| — $l o |e] - 


221 


PALACE OF THE DEAD: LEVEL2 
| Max Party | Enemies | Reo. Level_| 
10 2 20 


PALACE OF THE DEAD: LEVEL 3 
| MaxParty | Enemies | Rec. Level_| 
10 14 20 


< 


a” 


PALACE OF THE DEAD: LEVEL 5 


POSSIBLE ENEMIES EN 


Knight 20 | GC 50 @ | Knight 

Dark Dragon | 20 | C 46 © Knight 
© | Warrior 20.) N | 56 | @ Terror 
© | Warrior 20 = N | 84 Knight 
© Archer 20 | n | 51 | ©) p Teter 
@ | Archer 20 | N 23 Som 

© | Dark Dragon 

© Enchantress | 20 C | 34 
© | Wizard 20} C | 51 


“Only a random selection of these enemies will appear. 
You need to move fast if you're to save Rudlum. Race down the stairs with 
your Vartan or Archer and immediately fire a Baldur Crossbow +1 at the 
nearest skeleton. The undead are no match for most Baldur weaponry! 


Denam and his companions can’t reach the Stilled enemies in the far 
corner. Make sure a character with Heal Il (or stronger) can reach Rudium 
quickly before he is slain. Accept Rudium’s offer to accompany you deeper 
into the depths of the palace to gain the Warlock’s assistance. 


Gorgon 21 c OD: D Knight 20) ¢ 

(xagoba) © | Archer 20 | N | 4g 

Hoplite 20); No} 25 Teor 20 | oc less 
( Hoplite 20 c 46 Knight 

Hoplite 20 ON 55 ¥ | Archer 20) ¢ 50 
( Juggernaut 20 N 61 Wizard 20 Cc 69 

Juggernaut | 20 ¢ 47 Warlock 20; ¢ ral 

Juggernaut | 20) ON 28 @ Enchantress | 20 € 52 


Xadoba is a priority, but the only way to delve deeper into the tomb is by 
locating the secret exit. Fly over to the ledge in the northwest corner with 
your Vartan and end your turn on the middle stone panel to uncover the 
hidden exit. 


The Gorgon Xadoba’s favorite attack is her Irresistible Beauty skill. Don’t 
be alarmed when she unleashes this magical attack, as it merely turns 
those affected toward her. For a special skill, it could be a lot worse. 


POSSIBLE ENEMIES, ENC 


TORE SEB CC 


Necromancer Wizard 
(Nybeth) Rune Fencer| 20 | N | 55 
Knight 20, N | Si Warrior 35. N | 53 
TerrorKnight | 20 | C | 63 Enchantress | 35 | C | 90 
D Warrior 20 0 48 Earth Dragon | 35 | N | 26 
Archer 20 | N | 62 Cyclops 35 ON | 47 
@ Juggernaut | 20) N | 35 Familiar 35 | N | 58 
B | Juggernaut | 20 | C | 47 | Witch 35 | © | 60 
Hydra 20 | N | 80 | 


“These enemies may be randomly summoned by Nybetb. The enemies that appear differ based 
on the routes taken. 

The longer you delay in getting to Nybeth, the more creatures he'll 

summon to the battle. The summoned enemies are all level 35, Defeat 
Nybeth with a long-range finishing move as soon as you can. 


Block the Hydra’s access to your rear line by positioning two characters 
near the top of the stairs on the south side of the room. Kill the beast 
quickly before it unleashes its Toxic Breath attack. Note that Hektor, 
Gildas, and Dievold may make an appearance during this encounter. 


Nybeth’s Reinforcements 
Depending on the path you took through Chapter Ili, Nybeth may have a pair Nybeth’s two lieutenants are each level 21, just like Nybeth. and feature low 

ghts fighting alongside him (they replace enemies B and C in the Chaotic loyalty. Move your Knights forward quickly to.keep them from harassing 
ved the Neutral path your Archers, but otherwise follow through-with the aforementioned tips. Save up 


of terror K 
table). You will encounter Nybeth alone if you fol 


pre 
thre Chapter {Il or Nybeth and his accompanying terror knights if you followed enough TP to unleash a fatal\long-fange fittshiig move to-end-the. battle before 
the Chaos or Lawful routes through Chapter II! Nybeth’s summoned creatures begin fo advance onDenam’s party. 
PALACE OF THE DEAD: LEVEL 22 Objective: Vanquish Georges! 
ana  aE Ra E EEerme eee eae cee Orem 


POSSIBLE ENEMIES ENCOUNTERED 
10 12 21 
ar | |Ciass tv. | AL | aes Eee 


© Witch King 22) ¢ 54 Death Eater c 
(Georges) 
: © Death Eater 21 N | 64 
© Archer 21 N 29 
@ | Thunder Dragon | 21°C 82 
@ | Enchantress 21 | N | 30 
@  Cockatrice 21 | Nj} 59 
© Archer 21) N | 36 
Gladiator a4 C 48 
@ | Golem 21 | C | 60 
Blood Hunter 24 N 63 
@ | ShadowKnight 21 CG | 74 = 
Death Eater NS ee Pa 
@ Dreadnought 21 L 79 = 
Dreadnought 21) N | 52 
© Gladiator 241 Cc 80 


“These enemies may be randomly summoned by Georges. 
Enemy units can block the lengthy stone bridge leading to Georges. Move 
your Knights in swiftly to set a forward line so your Archers can move into 
range of Georges before he summons reinforcements. 


You won't be able to get to the Cockatrice and Thunder Dragon before they 
reanimate. Théy’re not nearly as intimidating as they look, provided you 
have Baldur equipment and the Teratology support skill equipped. 


PALACE OF THE DEAD: LEVEL 41 
Piaxarly enemies Ret. Level_| 
10 42 21 


ne 
ease CSSA 


Beelzebuth 
Night Crow 24 c 39 


Night Crow at N 65 
Night Crow | 21 N | 58 
Incubus 21 c 27 


Witch Queen 22 Incubus 
Beelzebuth) 
: © | incubus 21 | N 
Lich 21 L 70 
@ Cloud Dragon) 21.) OL 
Lich at L 75 
LS @ = Gryphon Olle 
Night Crow | 21 | C | 42 
Night Crow 241 Cc 
N 


Incubus 21 


Golem a1 Cc 


Golem 24 C 


@eo000090 8 


“These enemies may be randomly summoned by Beelzebuth. 


Many of Beelzebuth's summoned companions will traverse the moldy, 
wn toxic floor in the center. Ring the pit on the south and west sides and use 
©e@0 a combination of ranged attacks with Duststorm to rotate and attack the 
enemies’ blindsides. There’s no way out of the central pit (without the 
ability to fly) other than where your party begins, so don't enter it. 


Be sure to have several healers along with your Archers and Vartan, as 
Beelzebuth won't hesitate to attack with Deadshot Ili, especially if one of the 
Night Crows has already made a unit Air Averse. Keep Canopus and the other 
Archers in good health so their TP won't reset from being incapacitated. 


ZF 
i 


PALACE OF THE DEAD: LEVEL 74 aaa io 
POSSIBLE ENEMIES. 
a DC 

2 c 


~ © | Witch Queen | 2: 


80 © | Executioner | 21 


Deer] Sea (Beelzebuth) Coil ecaee i 
“i ecutioner 2 

oO Golem 21 N 47 
Teen . = @ Flame Dragon | 21 

Gol 

Beeianith Golem 2 | ON | 82 | plan a 

Death Eater 24 L 80 
Golem 21 


Death Eater 24 c 33 
Cenobite 24 N 

Cenobite 21 N 52 
Dreadnought 21. C 34 


Death Eater 21 
Dreadnought | 21 


Executioner 24 


90200000 


“These enemies may be randomly summoned by Beelxebuth. 


Hurry to the southeast ledge and perform an Exorcism on the Stilled 
enemies on the lower level. It’s going to be tough enough getting past 
the Damasc Golems; you don't need a Flame Dragon or Hydra running 
about, too! 


Beelzebuth has several units that can cast healing spells alongside her. 
The trick is to weaken enough enemies with your Wizards and Knights so 
that they don’t all focus on healing Beelzebuth. This provides the opening 
you need to really hit her hard with a Finishing Move like Sanctus Flare or 
Empyreal Shot. 


PALACE MAP DIRECTORY 


The following maps display the default enemy assortments for each level of the Palace of the Dead. Players will encounter a random selection of the enemies listed, in 
random locations throughout the map. Defeat all enemies to complete the battle. 


PALACE OF THE DEAD: LEVEL 1 


. Cs Ce Coe 
= 
— 6 
oa Bi Familiar i Wizard 2 Enchantress 
Cleric 3 Warrior 2 Warlock 
Archer 2 Witch 2 
a 
. 6 
s— 
g 


Archer 


3 Rogue 2 Thunder Dragon 1 | 
Warrior 3 Warlock 1 Flood Dragon 1 
Wizard 2 Earth Dragon 1 Flame Dragon 1 
Enchantress 2 Cloud Dragon 1 


Objective: Vanquish the enemy! 


PALACE OF THE DEAD: LEVEL 4 


F 


( 00@ ) 


PALACE OF THE DEAD: LEVEL 6 


POSSIBLE ENEMIES ENCOUNTERED 


Warrior 4 Rogue Thunder Dragon 1 
Archer 3 Earth Dragon 1 Witch if | 
Warlock 2 Wizard 1 Hoplite 1 | 
Juggernaut 2, Enchantress 1 Rune Fencer 1 


VENT SAL 


Archer 3 Juggernaut 1 Hoplite 
Wizard 1 Witch 1 
Warlock 1 Berserker 1 
Warrior 1 Familiar 1 


ive: Vanquish the enemy! 
eee 


POSSIBLE ENEM NCOUNTERED 


Warrior 4 Warlock 1 Familiar 

Archer gi Golem 1 Rune Fencer 1 
Wizard 1 Dark Dragon 1 Rogue 1 
Enchantress 1 Hydra 1 


a { ©0@ } 


OL 


Aued XeW 


( @e0 _) 


PALACE OF THE DEAD: LEVEL 7 _ 


DUNILEREDy 
cS CO | oe 


Archer 4 Gryphon 1 Flood Dragon | 
Rogue 3 Juggernaut | Flame Dragon 1 | 
Wizard il Hydra i} Matriarch 1 
Warrior 1 Familiar 1 


ive: Vanquish the enemy! 
ee 


POSSIBLE ENEMIES ENCOUN,LERED 


Archer 3 Enchantress 1 Berserker | 
Warrior 3 Warlock 1 Hoplite 1 | 
Familiar 2 Juggernaut 1 Rogue 1 | 
Wizard 1 Terror Knight 1 


PALACE OF THEDEAD:LEVEL8 weiss we: Vanquish the enemg 
G00 __) POSSIBLE EN EMIES ENCOUNTER! 


fos mane | lcs nah 
Archer ‘] Warlock Flood Dragon 1 
Warrior 3 Earth Dragon 1 Flame Dragon 1 

> . Wizard 2 Cloud Dragon 1 Frost Dragon 1 

‘ Enchantress 2 Thunder Dragon 1 Rogue Ht 
a er 
2 Slee a 
(eo ) ( @e0 “== EE 


PALACE OF THE DEAD: LEVEL 9 


Objective: Vanquish the ene 
FNP AVIQSIeleTNISEGaES. | 
POSSIBLE ENEMIES ENCOUNTERED, | 


Archer 2 Warlock 1 Witch 1 
Juggernaut 2 Warrior 1 Hydra 1 
Berserker 2 Gryphon 1 Matriarch 1 
Hoplite 2 Golem 1 Rune Fencer 1 
Enchantress 1 Cockatrice 1 


‘anguish sien 
POSSIBLE ENEMIES, ENC JUNTERED,) 


Familiar 6 Rune Fencer Beast Tamer | 
Archer 8) Valkyrie 1 Rogue 1 
Warrior 2 Cleric 1 
Flood Dragon 2 Dragoon 1 
000) 
PALACE OF THE DEAD: LEVEL 11 ee: ise Venu te onc 
POSSIBLE ENEMI COUNTERED 
Sa Ri ate 
oo) TE Ce See 
Enchantress 3 Warlock Juggernaut 
Archer 2 Gryphon 1 Rogue 1 
Warrior 2 Cyclops i 


foes tact | es 


Archer 2 Earth Dragon 4 Juggernaut 

Berserker 2 Warrior 1 Famitiar 1 
Rogue 2 Thunder Dragon 1 Hoplite 1 
Golem 2 Terror Knight 1 Matriarch i 


Objecti: ve: Vanguish the enemy! 


PALACE OF THE ee se LEVEL 4 


POSSIBLE ENEM ENCOUNTERED 


Rogue 3 Wizard 1 Necromancer 
Archer 2 Cloud Dragon i] Familiar 1 
Enchantress 2 Cockatrice 1 Matriarch 1 
Warrior 2 Juggernaut i! 
Earth Dragon 1 Witch 1 

Pee Fe Objective: Vanquish the enemy! 


( o@@ ) 


( ©0@ ») 
PALACE OF THE DEAD: LEVEL 15° 


POSSIBLE ENEMIE 


S_ENCOUN TERED, 


Warrior Earth Dragon 1 Flood Dragon 

Patriarch 2 Cloud Dragon 1 Flame Dragon 1 | 
Hoplite 2 Terror Knight 1 

Rogue 2 Berserker 1 


Objective: Vanquish the enemy! 


" POSSIBLE ENEMIES | ENCOUNTERED 


Warrior Incubus 1 Banshee 

Gryphon 2) Wizard 1 Familiar 1 
Cockatrice 2 Enchantress 1 Rogue 1 
Archer 1 Warlock ‘] 


ive: Vanquish the enemy! 
a rie 


POSSIBLE ENEMIES. ENCOUN.LERED 


Class Max # 
eS aL SN aE is tt 


Golem Gladiator Necromancer 
Warrior 3 Archer 1 Berserker 1 
Rogue 2 Terror Knight 1 
“y 
Objective: Vanquish the enemy! 


POSSIBLE ENEM 


pea 


Wizard 2 Cloud Dragon 1 | 


Archer 3 
Enchantress 3 Earth Dragon 1 Thunder Dragon 1 | 
Warrior 3 Warlock 1 Flood Dragon 1 | 


SAGO SAA VANALS SUS TNO IGS 


PALACE OF THE DEAD: LEVEL 18 
. «> oS 


_@00 
PALACE OF THE DEAD: LEVEL 19 


Berserker 
Rogue 
Archer 


{ 008 ) 000) 


| @@0 | 


A 


(000) 


( 066 


PALACE OF THE DEAD: LEVEL 20 


enamine |) 


Golem 
Archer 
Warrior 
Juggernaut 


PALACE OF THE DEAD: LEVEL L21 


Golem 
Earth Dragon 
Wizard 
Enchantress 
Warlock 


( 000 } ae) 


©o@ st 


( ©6@ } ( ee } 


PALACE OF THE DEAD: LEVEL 22 


Earth Dragon 
Cloud Dragon 
Gryphon 
Cockatrice 


{ ©e@0 — 


Archer 
Enchantress 
Warrior 


RIN ele 


Witch 
Terror Knight 
Familiar 


Witch 
Terror Knight 
Necromancer 


Flame Dragon 


Warrior 
Cloud Dragon 
Gryphon 
Juggernaut 
Witch 


Cyclops Berserker 1 

Warrior 1 Familiar 1 

Juggernaut 1 Hoplite 1 

Witch 1 Rogue 4 
1 | 


Wizard 
Warlock 
Gryphon 


POSSIBLE ENI EMIES. ENCOUNTERED, 


POSSIBLE ENEMIES EN ENCOUN TERED. 


2 
1 
1 


—=———————— 
POSSIBLE EN EMIES, ENCOUNTERED, ; 


_ Objectiv 1e: Vanquish the enemy) 


Patriarch 
Hoplite 
Matriarch 
Rune Fencer 


Odjectiv Vanquish the enemy! 


Frost Dragon 
Patriarch 1 
Rogue 1 


Objective: Vanquish the enemy! 


Berserker 
Patriarch 
Hoplite 

Matriarch 


Rogue 


__ Objective: Vanquish the enemy! 


__ Objective ‘ve: Vanquish the enemy! 


Rogue 


LEVEL 23 _ 


Warrior 
Earth Dragon 
Archer 
Wizard 


Enchantress 


PALACE OF THE DEAD: LEVEL 24 
Meet the Skeletal Storekeeper! 


There are no battles on level 24 of the Palace of the Dead. Instead, rest your weary 


bones and stock up on all manner of arcana and sundries. Or better yet, put one of 


your new recipes to use or auction off any dragons you tamed along the way. Don't 


forget to save your progress before advancing back through level 20 to continue 


your descent into the Palace of the Dead. 


“RRCANA FOR SALE. 


Grimoire Exorcisme It | 1800 


Grimoire Annulation 2100 

Grimoire Purgation 2000 

Grimoire Aspirenergie | 1900 f 
Grimoire Entrave 2000 

Grimoire Prestesse 1200 

Grimoire Oeildaigle 1400 = 
Grimoire Vifesprit ii 500 en ei 
Grimoire Antimagie 1400 _ 

Grimoire Mortvivant 1300 z a Fins 
Grimoire Cendres 500 

Grimoire Malediction 1200 Rs 2 a 
| Grimoire Metaponction | 700 

Grimoire Sangnoir 1700 ‘ Se 
| Grimoire Debilitation 800 J 
Grimoire Necrottanstert 1000 z ra v ne s 


“A robust selection of consumables, reagents, classmarks, ingredients, and recipes are 


also available. 


PALACE OF THE DEAD: LEVEL 25 


Type 


©08 


Cannibal 
Golem 
Archer 
Wizard 
Enchantress 


OL 


Objective: Vanquish the enemy! 
oe 


POSSIBLE ENEMIES, ENCOUNTERED, j 


Warlock Berserker 
1 Cloud Dragon 1 Flood Dragon 1 
if Thunder Dragon 1 Patriarch 1 
1 Juggernaut 1 Hoplite 1 
1 Witch 1 Matriarch 1 


The variety of sundries will vary, based on how far you have progressed through 
the main story. The list of arcana shown here represents what will be available to 


you if you visit the Palace of the Dead at the first opportunity, early in Chapter IV. 


Ninjutsu Scroll of Windshear 1200 
SerollofEarihshear 1400 
Scroll of Stoimshear 1600 
Scroll of Waveshear 1800 aoe 
Scroll of Flameshear 2000 
Scroll of Iceshear 2200 
Scroll of Shadow 800 
Scroll of the Monkey 3000 
Scroll of the Reins 1800 
Scroll of the Toad 1000" st ; 
S oll of the Spider 2600 - 
War Dance Treatise on Courage 800 7 
Treatise on Safety 1800 : 
Treatise on mn Resolve 2800 7 < 
Treatise on inferiority | 2400 
Treatise on E: coe 3600 Z 
Treatise on Technique 5200 a 
Sundries* Varies : ~ | Varies 


Objective: Vanquish the enemy! 
Ce aS 
TES ENCOUNTERED, 


POSSIBLE ENE 


Warrior Flame Dragon | 
2 Cloud Dragon 1 Frost Dragon ii | 
1 Thunder Dragon 1 Patriarch 1 
1 Berserker 1 Hoplite 1 
1 Flood Dragon 1 


a 
@ 
x 
=| 
pS 
= 
S 
ss 
F 


PALACE OF THE DEAD: LEVEL 26 


SSE ee a 
200 POSSIBLE FREUIrS TCO : 
J 2a ey) 
= 
B Cs Ce iiss tint | 
ony 
& Warrior 3 Cannibal 1 Familiar 1 
Archer 2 Gladiator 1 Blood Hunter 1 
Wizard 2 Cenobite 1 Patriarch 1 
Enchantress 2 Necromancer 1 Hoplite 1 
js) Warlock 1 Berserker 1 Rogue 1 
se 
8 {_ ©@® 
{| ©0608 eo ) 
PALACE OF THE PALACE OF THE DEAD: LEVEL 27. ‘anguish the enemyl 
a — a — - ———— ————e 
Cor eae \ 
( 0e0 | POSSIBLE ENEMI E. COUNTERED) b 
== Cs Co ACCOR 
Golem 6 Thunder Dragon 1 Patriarch 
Iron Fist 2 Berserker il Hoplite 1 
Earth Dragon i Flood Dragon 1 
Warrior 1 Flame Dragon f 
Cloud Dragon 1 Frost Dragon 1 
080 | 
NURS ID) 
Archer 2 Warrior 1 Cenobite 
Executioner 2 Gryphon a Dark Dragon 1 | 
Cannibal 2 Cockatrice 1 Hydra 1 | 
Dreadnought 2 Cyclops 1 
Rune Fencer 2 Shadow Knight 1 
EE 
008 |} 0eo ) = NO a Na era Sy 
= 
E soe) CT ee ae an | 
ea Enchantress 3 Wizard 2 Warlock i | 
Archer 2 Wraith 2 Cloud Dragon 1 
Incubus 2 Wight 2 
Warrior 2 Earth Dragon 1 
m 
3 
3 L 
& 


PALACE OF THE PALACE OF THE DEAD: LEVEL | 30° 


Objective: Vanquish the enemy! 


POSSIBLE ENEMIES. “ENCOUNTERED. 
ire 


ig ( @@0 } 


Archer 
Wizard 


Terror Knight 


Uruk 2 Enchantress 1 Hydra 1 | 
Boogeyman 2 Warrior Familiar 1 | 
Wraith 2 Juggernaut Hoplite | 
Golem 2 Dark Dragon Rogue 1 

1 

1 


Berserker 


230 


Objective: Vanguish the enemy! 
POSSIBLE ENEMIE NCOUN TERED, 


Archer Enchantress 2 Crimson Uhlan 2 | 
Warrior 3 Executioner 2 Shadow Knight 2 
Wizard 2 Kill Seeker 2 Dreadnought 2 | 


POSSIBLE ENEMI ES_EN ENCOUNTERED 


Warrior 2 Blood Gavial 2 Terror Knight 1 | 
Uruk 2 Wraith 2 Banshee 1 | 
Gorgon a Archer i Berserker 1 
Night Crow 2 Juggernaut 1 Hoplite 1 


PALACE OF THE DEAD: LEVEL 33 


,POSSIBLE ENEMIES, INSOLE 


Ses ia (Ca REECE Be Cee CS 
Warrior Archer Warlock | 
Cenobite 2 Wizard 1 Onyx Dragon 1 | 
Blood Hunter 2 Enchantress 1 Scylia 1 


Objective: Vanquish the enemy! 


Nee menmunaaamal 
POSSIBLE.ENEMIES ENCOUNTERED, 


[ eee ) 
Dreadnought 2 Cloud Dragon 1 Flood Dragon 1 
Night Crow 2 Thunder Dragon 1 Flame Dragon 1 
Earth Dragon 1 Shadow Knight 1 Frost Dragon i} 
Executioner 1 Familiar 1 Rogue 1 
- Objective: Vanquish the enemy! 
POSSIBLE-ENEMLES, ENCOUNTERED, 


(ooo | CCI Cees ae 


Golem 4 Earth Dragon Hydra 

Incubus 2 Cloud Dragon 1 Hippogryph 1 
Banshee 2 Thunder Dragon 

Basilisk 2 Dark Dragon 


VOMGIUS 


: Vanquish the enemy) 
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POSSIBLE ENEMII 


Golem 4 Enchantress 1 Cockatrice 

Sniper Zi Warrior 1 Terror Knight 1 
Dark Stalker 2 Kill Seeker 1 Patriarch 1 
Wizard 1 Gryphon 1 Hoplite 1 


( ) 
PALACE OF THE DEAD: LEVEL 37 


So rina 


Rogue 3 Gorgon 2 Familiar 
Uruk 2 Wraith 2 Boogeyman 1 
Night Crow 2 Juggernaut 1 Matriarch 1 
Biood Gavial 2 Witch 1 
(060) ee ey, 
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Vanquish the enemy! 


(POSSIBLE ENEMIES ENCOUNTERED, 


Golem 6 Wizard Cockatrice | 
Onyx Dragon 21 Enchantress 1 Dark Dragon 1 | 
Scylla 2 Gryphon 1 Hydra 1 | 
ae = Siecle 
Ce Ce Co 
Golem 2 Dark Stalker 2 Cockatrice 
Incubus 2 Witch 1 Witch 1 | 
Crimson Uhlan 2 Warlock 1 Banshee 1 | 
Grim Reaper 2 Gryphon 1 


O08 _ 
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POSSIBLE ENEMIES ENCOUNTERED 
UN TERED, 


rs Executioner 2 Dreadnought 2 Thunder Dragon 
Gannibal 2 Boogeyman 2 Flood Dragon { | 
Kill Seeker 2 Earth Dragon 1 Wraith 4 | 
Shadow Knight 2 Cloud Dragon ‘ 
m Dark Stalker 2 Crimson Uhlan 1 
S 
& 


ey 
Ney 


—_— 
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= Pan icancaney 


Onyx Dragon 
Seylla 
Spriggan 
Basilisk 
Hippogryph 


min yy) 


Golem 
Incubus 
Wizard 
Enchantress 
Warlock 


POSSIBLE ENEMIES. ENCOUNTERED. 


9 
1 
1 
1 
1 


Familiar 


Rogue 4 


Objective: Vanquish the enemy! 


Crimson Uhlan 
Grim Reaper 
Dark Stalker 


rlmin 


Boogeyman 
Wraith 
Earth Dragon 


See nar rapepeuneareeel 
POSSIBLE. ENEMLES.ENCOUN TERED 


2 
2 
1 


Cloud Dragon 


Thu 


ler Dragon 1 


Objective: Vanquish the enemy! 


CS CC Cc 


Wizard 1 
Witch 1 


Archer 


Warrior 


( 0@0 
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2 


Night Crow 
Blood Gavial 


nee 
POSSIBLELENEMIES. ENCOUNTERED, 


9 
2 


Obje: 


‘ve: Vanquish the enemy! 


Cannibal 
Cenobite 


Death Eater 


nm 


Archer 
Wizard 
Enchantress 


‘Rea a ic AR REET 


1 
4 


Warlock 
Warrior 1 
Witch 1 


Objective: Vanquish the enemy! 


POSSIBLE, ENEMIES. ENCOUNTERED. 


Spriggan 
Basilisk 
Hippogryph 


Rune Fencer 


rim 


no 


Loremaster 
Archer 
Witch King 
Witch Queen 


2 
1} 
1 
1 


Warrior 
Berserker 1 
Hoplite 1 


te 
py 
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PALACE OF THE DEAD: pee 47 
.: 


ie 


Golem 4 Wraith ia r 
Uruk 2 Wight 2 Dark Dragon 
Gorgon 2 Gryphon 1 Hydra 1 
a s s Vanquish the enemy! 


—— — 
POSSIBLE ENEMIE OUNTERED - 


Spriggan Thunder Dragon Frost Dragon 
Basilisk Juggernaut 1 Matriarch 1 
Hippogryph Familiar 1 Rogue 1 


Earth Dragon Flood Dragon 


-—|a) rin 


Cloud Dragon Flame Dragon 1 


1 


} { @0 
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PALACE OF THE DEAD: LEVEL 50 


{ ©06 — 
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Vanquish the enemy! 


ee ee ees 
*POSSIBLE ENEMIE. w~ENCOUN TERED, 


Incubus 


Wariock Matriarch 
Banshee 2 Juggernaut 1 Rogue 1 
Wizard 1 Witch 1 
Enchantress 1 Familiar 1 


Objective: Vanguish the enemy! 


cmeaaa' ese-pare-acai-ar crerearereieea ee 
POSSIBLE.ENEMIES. ENCOUNTERED, 


Shadow Knight Archer 


Warlock 
Dreadnought 2 Wizard 1 Warrior 1 | 
Blood Hunter 2 Enchantress 1 Death Eater | 


Objective: Vanquish the enemy! 

ee Seen eeeelie 
POSSIBLE ENEMIES. ENCOUNTERED, 

"a aN 


Golem 4 Wraith 2 Banshee 

Grim Reaper 2 Archer 1 Berserker 1 
Sniper 2 Warrior 1 

Dark Statker 2 Gryphon 1 

Rune Fencer 2 Cockatrice 1 


Objective: Vanquish the enemy! 
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POSSIBLE EN EMLES. ENCOUNTERED 


Gladiator Archer 1 Flame Dragon 

Death Eater 2 Warrior 1 Hoplite 4 | 
Blood Hunter 2 Juggernaut 1 Wraith 1 
Rogue 2 Necromancer 1 

Wight 2 Flood Dragon. 1 


Objective: Vanquish the enemy! 


{ @e0 |} 


POSSIBLE ENEMIES. ENCOUNTERED 


Enchantress 3 Archer il Frost Dragon | 
Wizard 2 Warlock 1 Rogue 1 | 
Lich 2 Warrior 1 
Wraith 2 Shadow Knight 1 
Wight 2 Flame Dragon 1 


( @¢ @©a®@ | 


Z and 


Cannibal 4 Wizard 2 Archer | 
Enchantress 3 Gladiator 2 Warrior 1 | 
Death Eater 3 Cenobite 2 


Objective: Vanquish the enemy! 


PALACE OF THE DEAD: “LEVEL i) ae 
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PALACE OF THE DEAD: LEVEL cL 


ne la a ele 


Grim Reaper Incubus 2 Boogeyman 
Dark Stalker 4 Night Crow 1 
Rogue 3 Familiar 1 


Objective: Vanquish the enemy! 


POSSIBLEENEMIES. ENCOUNTERED 


Onyx Dragon 2 Thunder Dragon Flame Dragon | 
Seylla 2 Dark Dragon 1 Frost Dragon 1 | 
Earth Dragon 1 Flood Dragon 1 


HEOSAIVUEAT AN SUISAMOIGAS 


A LC LA TT TTT TT 
POSSIBLE.ENEMIES_-ENCOUNTERED,, 


PALACE OF THE DEAD: LEVEL 56 


Objective: reer the ene: my! 
a se 
S28 } POSSIBLE ENE UNTERED 
Incubus 2 Night Crow Blood Gavial 
Uruk 2 Banshee 2 Wraith 
Gorgon 2 Boogeyman 2 Wight 
PALACE OF THE DEAD: LEVEL 57 
eu ee 
( 60 _) 
= ©08 
_B Ca re aaa aE CI 
By Wraith 4 Wizard Warlock 
ie Enchantress 3 Warrior 2 Necromancer 
Archer 2 Wight 2 Lich 
} 
_ Objective: Vanquish the enemy! 
a 


ee 
- POSSIBLE ENEMIES, ENCOUNTERED, Is 


Onyx Dragon Dark Dragon 1 Flame Dragon | 
Crimson Uhlan 2 Hydra 1 Frost Dragon 1 
Dark Stalker 1 Flood Dragon 1 
(e008 ) ( ©00_ 
PALACE OF THE PALACE OF THE DEAD: LEVEL 59 ware a! e “Objet: anguish he nen 


ate elle 
POSSIBLE EN EMIES, ENCOUNTERED, 


Death Eater Blood Hunter 


2 Berserker 
Warrior 2 Rune Fencer 2 Patriarch 1 
Gladiator 2 Archer 1 Hoplite 1 
Cenobite 2 Terror Knight il 


es C o0@ ) 


PALACE OF THE DEAD: LEVEL 60 


Sa EE 

POSSIBLE ENEMIES TXCOUNTES 

== Cs Ce | 
= Executioner Dreadnought Flood Dragon 


2 

Crimson Uhlan Earth Dragon 1 Flame Dragon 1 
1 
{ 


Grim Reaper 
Dark Stalker 


Cloud Dragon Frost Dragon 1 


RM ) |] po 


Thunder Dragon 
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Objective: Vanquish the enemy! 


POSSIBLE ENEMII ENCOUNTERED, 


Golem Witch King Gryphon | 


Loremaster 2 Witch Queen 1 Banshee 1 


Objective: Vanquish the enemy! 


) 


| _ ar 


POSSIBLE ENEM 


eee eg 


Rogue 3 Enchantress 1 Necromancer 1 

Boogeyman 2 Warlock 1 Familiar 1 

Archer ‘li Juggernaut il Matriarch 1 

Wizard 1 Witch 1 Lich 1 
+. 


Objective: Vanquish the enemy! 
POSSIBLE, ENEMIES ENCOUNTERED, 


Warrior 3 Rune Fencer Terror Knight | 
Archer 2 Wizard 1 Patriarch 1 j 
Berserker 2 Enchantress 1 
Hoplite 2 Juggernaut 1 


Objective: Vanquish the enemy! 
SE 


POSSIBLE ENEMIE ICOUN TERED, 


Incubus Wizard 1 Cockatrice 

Banshee 2 Enchantress 1 Cyclops 1 
Wraith 2 Warlock 1 

Wight 2 Gryphon 1 


Zz 
ze 
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= 
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PALACE OF THE DEAD: LEVEL 65 


Meet the Pumpkin Clerk! 

The shop at level 65 carries the same items as the one you may have visited on The variety of sundries will vary, based on how far you have progressed through 
level 24. The battles to come are guaranteed to test your party’s stamina, so sell the main story. The list of arcana shown here represents what will be available to 
off that unwanted equipment and stock up on consumables. Furthermore, this you if you visit the Palace of the Dead at the first opportunity, early in Chapter IV. 


is a prime time to make sure your Clerics and Wizards have learned the most 


powerful spells they can at this point. There are no more shops between here and 


the hundredth level of the palace, so proceed cautiously. 
Care aar ere aar eee pear 
\eARCANA FOR SALE 

“inc a a 
Ninjutsu Scroll of Windshear 1200 
Scroll of Earthshear 1400 


Scroll of Stormshear 1600 
Scroll of Waveshear 1800 


Divine Grimoire Exorcisme I 
Grimoire Annulation 2100 
Grimoire Purgation 2000 
Grimoire Aspirenergie | 1900 


Grimoire Entrave 2000 Scroll of Flameshear 2000 

Draconic Grimoire Prestesse 1200 Scroll of Iceshear 2200 
Grimoire Oeildaigle 1400 Scroll of Shadow 800 

Grimoire Vifesprit 1500 Scroll of the Monkey 3000 

Grimoire Antimagie 1400 Scroll of the Reins 1800 

 Necromancy_ Grimoire Mortvivant 1300 Scroll of the Toad 1000 

Grimoire Cendres 500 ie SS Sa Scroll of the Spider 2600 
Grimoire Malediction 1200 War Dance Treatise on Courage 800 

Grimoire Metaponction 700 Treatise on Safety 1800 

Grimoire Sangnoir 1700 Treatise on Resolve 2800 

Grimoire Debilitation 800 Treatise on inferiority 2400 

Grimoire Necrotransfert | 1000 Treatise on Excess 3600 

Treatise on Technique | 5200 

“A robust selection of consumables, reagents, classmarks, ingredients, and recipes are Sundres* Varias Varies 


also available. 


PALACE OF THE DEAD: LEVEL 66 ne oe os Objective: Vanquish the enemy! 
: Fis POSSIBLE aa 


Executioner Seylla 2 Basilisk aa | 
Onyx Dragon 2 Spriggan 2 Hippogryph 2 | 
Shadow Knight 2 Dreadnought 2 Golem B 


Objective: Vanquish the enemy! 


Spee 
POSSIBLE EN EMIES ENCOUNTERED, 


so aetna ae 


Golem 3 Earth Dragon Terror Knight 

Cyclops 3 Cloud Dragon 1 Berserker 1 
Gladiator 2 Thunder Dragon 1 Flood Dragon 1 
Blood Hunter 2 Juggernaut 1 Hoplite 1 


PALACE OF THE DEAD: LEVEL 68 


Objective: Vanquish the enemy! 


POSSIBLE ENEM ENCOUNTERED, 


Grim Reaper 6 
Dark Stalker 6 
Rogue 6 

2 


Familiar 


s) ( __) : 
PALACE OF THE DEAD: LEVEL 69 : F Objective: Vanquish the enemy! 


POSSIBLE ENEMIES ENC ENCOUNTERED, 


Flame Dragon Juggernaut Berserker | 
Warrior hi Terror Knight 2 Hoplite 2 


| 
he 


ACE OF THE DEAD: LEVEL 70 


Iron Fist Berserker Witch Queen 


Warrior Hoplite Terror Knight 1 


— fotass | act ene ant ae 


Kill Seeker Loremaster Patriarch 1 


Crimson Uhlan 


=|rinm)r 


mim |min 


Witch King 


680 


( 


PALACE OF THE DEAD: LEVEL 71__ eee: "Objective: Vanguit been! 


Archer 2 Spriggan 2 Wizard 1 | 

Warrior 2 Basilisk 2 Enchantress 1 

Onyx Dragon 2 Hippogryph 2 Familiar 1 | 

Scylla 2 Golem 2 Rogue 1 | 
POSSIBLE ENEM COUN TERED, 


Incubus 2 Wraith 2 Warrior 

Wizard 2 Wight 2 Lich King 1 
Enchantress 2 Archer 1 

Banshee 2 Warlock 1 


SAC OSIUINADNALYSESTMO AGIs 
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Ca aa ComRIS WTA EAC 4 


Death Eater 


Shadow Knight 


Cenobite 
Dreadnought 
Blood Hunter 


MIN wll 


Iron Fist 
Uruk 
Sniper 
Boogeyman 
Banshee 


Golem 
Gladiator 


Blood Hunter 


240 


Wight 
Warrior 


mimi} 


Loremaster 2 Patriarch 
Witch King 1 Hoplite 
Witch Queen 1 Rune Fencer 
Warrior 1 

Dark Stalker 1 


Wight 
Juggernaught 
Witch 


Familiar 


Death Eater 
Hippogryph 
Gryphon 


Archer 
Crimson Uhian 
Golem 


Grim Reaper 
Basilisk 


Matriarch 


2 

2 Loremaster 
1 Rogue 
F 


Vanquish the enemy! 


or 
POSSIBLE ENEMIES N COUNTERED, 


Cockatrice 
2 Night Crow 1 
1 Basilisk 1 


Objective: Vanquish the enemy! 
NE eR 
ENCOUN, JIN TERED, 


Lich King 


Objecti: 


Vanquish the enemy! 


eRe 
POSSIBLE ENEMI ES ENCOUNTERED, 


Crimson Uhlan 
4 Blood Hunter 3 
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Objective: Vanquish the enemy! 
A a er reer 


POSSIBLE ENEMIES, ENCOUNTERED, 


Gorgon Dark Stalker 
Onyx Dragon 3 Banshee 2 


Ee ot a Objective: Vanquish the enemy! 
POSSIBLE ENEMIES, ENCOUNTERED, 
Dark Stalker Incubus Basilisk 
Iron Fist 3 Cannibal 3 Hippogryph 3 


Objective: Vanquish the enemy! 


POSSIBLE ENEM S.ENCOUNLERED, 


a eae 
Shadow Knight 4 Gladiator Kill Seeker 

Sniper 3 Spriggan 

Cenobite 3 Onyx Dragon 


Objective: Vanguish the enemy! 
rr 


POSSIBLE ENEMIES, ENCOUNTERED. ) 


Blood Gavial Dreadnought Boogeyman 
Loremaster 5 Incubus 
Objective: Vanquish the enemy! 
= a ee 
POSSIBLE ENEML ENCOUNTERED, 
Cannibal Gorgon Crimson Uhlan 


Scylia 4 Blood Gavial 


VAX IES SUS AMOS 


eS 


PALACE OF THE DEAD: LEVEL 83 
er 


; Objective: Vanquish the eneyp 


nl 
POSSIBLE ENEMIES ENCOUNT -RED, 


Uruk 4 Sniper 2 Warlock 
Night Crow 4 Wizard 
Wight 3 Enchantress 


bjective: Vanquish the enemy) 


ie epeinee 
POSSIBLE ENEMIE: ENCOUNTERED 


6 Shadow Knight 3 


Banshee 3 
3 Death Eater 


Scylla 


ive: Vanquish the enemy! 


orem 
POSSIBLE ENEMI ENCOUNTERED, | j 


Dark Stalker 


Cenobite Wraith 


Spriggan 4 Blood Hunter 3 


Hippogryph 2 | 


PALACE OF THE ae LEVEL 86 
PALACE OF THE DEA 


a 


jective: Vanquish the enemy! 
—epeyeee 
POSSIBLE ENEMIE ENCOUNTERED . 
a sine ay 
Boogeyman Night Crow Witch King fl 


Iron Fist 2 Witch Queen 1 | 


Grim Reaper 3 


Objective: Vanquish the enemy! 
= er=DheNitENENerearereenerins 
POSSIBLE ENEMI ENCOUNTERED, 


Incubus Wight Golem 
3 Wraith 


Uruk 


role 
ars 


Basilisk 


Objective: Vanquish the enemy! 
nee 
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POSSIBLE ENEMIES ENCOUNTERED, 


PALACE OF THE DEAD: LEVEL 90 __ 
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PALACE OF THE DEAD: LEVEL 91 


Uae Objective: Vanquish the enemy! 
POSSIBLE ENEMIES, ENCOUNTERED, 


STOO SIAN ALN SASS TNO Us: 


__ Objective: Vanquish the enemy! 
POSSIBLE ENEMIES. ENCOUNTERED, 


oe one 


_ Objective: Vanquish the enemy! 


a eS TT 
POSSIBLE ENEMII ES_ENCOUNTERED 


neta a aries” 


aaa) 


Objective: Vanquish the enemy! 
oo 


"ENCOUNTERED 


\ Se an taicacacaetey 


POSSIBLE ENEMI 


My) ew 
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Boogeyman 
Dark Stalker 
Grim Reaper 


C 


Cannibal 
Hippogryph 
Boogeyman 
Be ) 
— e 
ALACE OFTHE DEAD: LEVEL96 


Iron Fist 
Basilisk 


PALACE OF THE DEAD: : LEVEL 97 


_——— 
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Wight 
Wraith 


244 


wo 


4 


4 


Crimson Uhlan Spriggan 
Cannibal ; Cenobite 
Gladiator 2 Death Eater 
Sniper 2 Night Crow 


Blood Gavial 
Witch King 
Onyx Dragon 


incubus 
Grim Reaper 
Blood Gavial 


POSSIBLE ENEMIES E 


ES CT COA A CCT 
2 


mimi) n 


__ Objective: Vanguish the enemyh 


‘COUNT ERE 


Loremaster 
Shadow Knight 1 


Objective: Vanquish the enemyh 


nelle 
POSSIBLE ENEMIES, “ENCOUNTERED, 


mn | oo 


Witch Queen 


_ Objective: Vanquish the enemy! 


TTR 
POSSIBLE ENEMIES ENCOUNTERED, as 


2 
2 


Blood Hunter 
Banshee 1 | 


Dreadnought 
Cenobite 


Archer 
Wizard 


POSSIBLE ENEMIES 


Ce eR ER 


2 


1 


Objective: Vanquish the enemy! 
—aeeeanae 
NCOUNTERED. 


Hippogryph 


Blood Hunter 1 | 


Objective: Vanquish the enemy! 
SEE RR 
POSSIBLE ENEMIES ENCOUNTERED 


Enchantress 


Warrior 1 


PALACE OF THE DEAD: LEVEL 98 
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Scylia Night Crow 
Banshee 5 Uruk 


Golem Sniper 
Executioner 2 Cenobite 


PALACE OF THE DEAD: ALTAR OF THE BEYOND ss 


The 100th level of the Palace of the Dead, this place has the feel of an ancient ceremonial space to it. 


Necromancer Archer 
(Nybeth) * Golem 
incubus 3 Wraith 
Flame Dragon 3 Wight 


Move quickly to establish a pair of units two-abreast on the stone path leading to Nybeth, preferably with one of them being your 
Vartan. The Flame Dragons and Baldur Golems can seal off your advance if you're not careful. Equipping the Siege skill will help 
bypass their Rampart Aura, but it’s best to fly right over them with a Vartan. 


aa Pick two or three units to go after Nybeth and dedicate the others’ turns to 
Be keeping those attackers healthy. Don't waste Finishing Moves on the Baldur 

E * Golems or Flame Dragons unless you stand a chance to defeat them—save it for 
Nybeth! With any luck, Canopus and Denam can flush Nybeth forward and your 
Archers can finish him off from afar. 


Rare Items: To Be Continued... 

Defeating Nybeth at the Altar of the Beyond will net you the Secrets of the Master recipe, Palace Guide, 3rd Ed., 
Daedalus Pinion and Daedalus Rack. Looking for the Ogre weapons and armor? It’s going to take more than one-trip 
through this hundred-floor dungeon to get the really rare items, Good luck! 


POSSIBLE ENEMI 


QUNTEREDy 
eat al ae aE eee! oe 


ive: Vanquish the enemy! 


ENCOUNTERED, 


Wraith 


Objective: Vanquish the enemy! 
A 


3) Suis 


Dreadnought 


Loremaster 2 


Z 


__Obje tive: Vanquish Nybeth! 
POSSIBLE ENEMIE ENCOUNTERED, 


Lich King 


Enchantress 1 | 


“First visit to:the Altar of the Beyond 
only (but only if the player bas seen 
Cressida’s event). ed 


a 
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k THE ANCIENT TEMPLES 


The Valerian Isles are protected by six fortresses serving as lighthouses and defensive outposts scattered among the periphery of the islands. These relics of the past contain 


powerful magic that had been secreted away followin ig the great war. 


How to Access: Fully unlocking this side quest is a multi-step process that begins after the events at Barnicia Castle during 
Chapter IV. It’s important to initiate the steps below before the assault on Heim Castle. Note that this can only be done if at lease 
one of the four sisters (Cerya, Sherri, Cistina, or Olivya) joined Denam’s party. 


ACCESSING THE SIX TEMPLES 
1. Read the “The Ancient 
Temples” message in 
the Warren Report after 


4. Return to Coritanae Keep and speak with Abuna Mreuva about the Apocrypha, 
Answer Abuna Mreuva’ question with confidence and reply, “I know I will” when 
prompted. This event will only occur if Denam had previously befriended one of 

returning to Phidoch Castle Abuna Mreuva’s daughters and if all six of the enemy leaders have been dealt with, 

following the battles at 

Barnicia Castle during 

Chapter IV. Though the 

locations won't turn red on the world map, enemies have infiltrated each 


w" 


< 


of the Qadriga, Boed, Ndamsa, and Geyld Fortresses. Vanquish the enemy 


leaders at each of these locations (battle tips and maps follow). 


% 
2} 
ei 
e 
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2. Read the “Galgastani Sighted at Lhazan” message in the Warren Report 


and travel to Lhazan Fortress. Defeat the enemy leader located there. 


WT I'D MEET YOU HERE. DENAM OF GOLYAT! 


5. Journey to each of the six fortresses, having made friends with at least one 
of Abuna Mreuva’s daughters and watch as she uncovers a secret entrance 
to the hidden temple lurking underground. Descend to the sanctuary and 


defeat the guardian of each temple to gain the six elemental Apocrypha. 


nd /fastness in the north) of Exeter, bullt to serve as allighthouse for Passini 


3. Journey to the town of Grimsby in the northeast and complete the battle 
there against Martym, Then read the “Fortresses Under Siege” message in 
the Warren Report to open the sea-route to Gecho Fortress. Defeat the 


enemy leader at Gecho Fortress, the sixth and final fortress. 


in abandoned fortress on Beneceunga. originally an ancient temple. 
©¢ ORDER 


Princess Savior 


Day’ 4’ 0f!Godsc 


WAR FUNDS 
PWata ke} 


6. Use the three Oracle’s Marks you gain after collecting the sixth Apocrypha 
to change classes to a Shaman. Only select women can become Shamans: 


Abuna Mreuva'’s daughters and two special characters. You can return to 


each of the six fortresses at any time following your collection of the Oracle's 
Marks to battle even tougher enemies in hopes of collecting rarer equipment 
and more powerful versions of the Apocrypha. We recommend returning 
after further leveling up your party via the World Tarot after completion of 


the main campaign. 


The initial battles at each of the fortresses are against 
a large number of units, led by your target. Expect 
arrows and spells to rain down atop your party from 
the enemies’ elevated position. Minimize your party's 
exposure to this level of punishment by focusing your 
efforts on slaying the enemy leader as quickly as you 
can. Use swift-moving units (preferably those who can 
fly) and consider assigning the Swiftfoot skill to those 


lacking wings. 


Return after speaking with Abuna Mreuva and watch 
as one of his daughters uncovers a secret entrance to 
the fortress. This uncovers a mini-map for the path 
through the hidden temple to the sanctuary where the 
Temple Guardian awaits. Fight your way along the path, 
vanquishing all enemy units at each location, as you 
descend to the bottom of the temple. Returning to the 
fortress exterior (marked on the mini-map) will trigger 
a random battle against an army of enemies identical to 
those who accompanied the enemy leader in the initial 
battle, though the number of enemy units will increase. 
Exiting to the world map is possible, though you will 
have to restart from the beginning when you do decide 


to return. 


Being that each temple is home to one of the hidden 
elemental Apocrypha, it should come as no surprise 
that enemies within each temple tend to align their 
attacks with that particular element. Each temple also 
tends to be dominated by one or two specific races of 
creature. We list the most common races encountered 
in each temple at the start of each section. Take this 
information into account when assigning skills to your 


party before battle. 


LHAZAN FORTRESS 


RARE ITEM DROPS 


Arcana Grimoire Eclat 
Grimoire Eclat I* 
Grimoire Vaporisateur 
Grimoire Vaporisateur II” 
Grimoire Calcination 
Grimoire Calcination 11° 
Grimoire Grandfroid 
Grimoire Grandfroid II* 
Grimoire Onde 
Grimoire Onde |!" 
Grimoire Seisme 
Grimoire Seisme I!* 
Oracle’s Mark (three) 
Xolotl’s Canine 
Shield of the Flames 
Nathalork Mail 
BS Fire Gauntlets 
Hoarfrost Greaves 
2-H Sword Enchiridion 
Helm Enchiridion 


Classmark 
sword (tH) 
[shield 
Body Armor 
Legguards 
Recipes 


Axe, Spear & Hammer 
The Katana 

Axe Enchiridion 
Katana Enchiridion* 
Hammer Enchiridion 
Shield Enchiridion 
Codex of Jewelry tli" 
The Fist 

The Crossbow 
Armorcratt 

The Bow 

Codex of Jewelry IV 
Thrown Weapons II 
The Blade 

Cudge! & Whip 
Dagger Enchiridion 
*Only when enemy is of a very high level. 


A crumbling fastness in the north of Exeter, built to serve as a lighthouse for passing ships. 


Guardian: Lyuneram, 
Goddess of Ice 


LHAZAN FORTRESS 


Obtain Magic: Ice Requiem 
(Grimoire Grandfroid) 


& 
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Petrify the Cockatrice, Cyclops, and Frost Dragons that descend the fort so your units can quickly scale the wails. The Knights 
and Clerics will continue to heal the beasts so it’s best to bypass them and head straight for Josephine! 


Defeat Xolot! at the Sanctum of Nestharot 

Defeat Xolotl at the Sanctum of Nestharot. 

Defeat Tlaloc at the Sanctum of Greuza. 

Defeat Tlaloc at the Sanctum of Greuza. 

Defeat Ifrit at the Sanctum of Xoshonell 

Defeat Ifrit at the Sanctum of Xoshonell. 

Defeat Lygenstzel at the Sanctum of Lyuneram 
Defeat Lygenstzel at the Sanctum of Lyuneram. 
Defeat Vainateya at the Sanctum of Hahnela 

Defeat Vainateya at the Sanctum of Hahnela 

Defeat Nathalork at the Sanctum of Vaasa 

Defeat Nathalork at the Sanctum of Vaasa 

Defeat Temple Guardians at each temple 

Defeat Xolot! at the Sanctum of Nestharot. 

Defeat Ifrit at the Sanctum of Xoshonell. 

Defeat Nathalork at the Sanctum of Vaasa. 

Defeat frit at the Sanctum of Xoshonell 

Defeat Lygenstzel at the Sanctum of Lyuneram: 
Defeat the knight at the Temple of Nestharot, 4th Descent. 
Defeat the Cleric at the Level 4 Temple of Nestharot. 4th Descent. 
Defeat Tlaloc at the Sanctum of Greuza. 

Defeat Tlaloc at the Sanctum of Greuza. 

Defeat Tlaloc at the Sanctum of Greuza. 

Defeat Tlaloc at the Sanctum of Greuza. 

Defeat the Gorgon at the Temple of Lyuneram, 4th Descent 
Defeat frit at the Sanctum of Xoshonell 

Defeat Ifrit at the Sanctum of Xoshonell. 

Defeat frit at the Sanctum of Xoshonell 

Defeat Vainateya at the Sanctum of Hahnela 

Defeat lfrit at the Sanctum of Xoshonell 

Defeat Nathalork at the Sanctum of Vaasa. 

Defeat Lygenstzel at the Sanctum of Lyuneram 
Defeat Lygenstzel at the Sanctum of Lyuneram: 
Defeat Xolot! at the the Sanctum of Nestharot 
Defeat Xolot! at the Sanctum of Nestharot 

Defeat Rogue at the Temple of Vaasa, 3rd Descent. 


Temple Races: Lamia, 


Octopus, Hydra 


i 


Objective: Vanquish Josephine! 


ee 
POSSIBLE ENEMI ES ENCOUNTERED, 


ed 

a cs Ca oe 
Cleric (Josephine) * 1 Warlock 1 
Knight 4 Cockatrice 1 
Cleric 2 Cyclops 1 
Frost Dragon 2 Witch 1 


“Encountered only during first attack on fortress during side quest. 


pats 


SIGOSMMANMLENIISUSAMOA GUS, 


LHAZAN: WITHIN THE FORTRESS 
URIBE, 


000 eco } 
= 
cS] 
a > Archer 
ie Octopus 
Fusilier 


Archer 


Archer 
Fusilier 
Scylla 
Swordmaster 
Knight 


Scylla 
Archer 
Enchantress 


Terror Knight 


2 Fusilier 2 Hydra 
Enchantress 2 Swordmaster 2 Soylla 1 
Warrior 2 Terror Knight 2 Hoplite i 
Witch 2 Knight 2 
== 
y rae Objective: Vanquish the enemy! 


eu CMCHIES) 


rm roll oo 


POSSIBLE ENEM 


Se 


Witch 2 Enchantress 
Terror Knight 2 Warrior 1 
2 


Hydra 


POSSIBLE ENEMI 


= RI 
POSSIBLE ENEMIES | ENCOUNT. ERED 
a eicatianier 


Hydra 2 Witch 1 

Hoplite 2 Terror Knight 1 

Enchantress 1 Dragoon 1 | 
1 


Gorgon 
Juggernaut 


Dragoon 2 Juggernaut 1 
Beast Tamer 2 Witch 1 
Frost Dragon 2 Knight 1 
Gorgon 1 Hoplite 1 


TEMPLE OF LYUNERAM, 4TH DESCENT —_—_- 


Gorgon 5 Enchantress 2 Juggernaut Za | 
Scylia 3 Hoplite 2 Witch 1 
Archer 2 Matriarch 2 Naga it 


SANCTUM OF LYUNERAM ae et ak Objective: Vanquish the Temple Guardian! 
POSSIBLE ENEMI 


= LSet 


By | Lygenstzel 1 Witch 2 
Cockatrice 4 Matriarch 2 
Archer 3 
ey 
i a Send one or two hearty units up the stairs to draw the attention of the Archers, Matriarchs, and Witches while the others concentrate 
By on the Cockatrices. Build up each unit's TP by attacking the Cockatrices, then unload on Lygenstzel with finishing moves. 


QADRIGA FORTRESS 


These ruins of an ancient keep mark the scene of the great battle between King Dorgalua and King Rodrick, who once vied for control of the islands. 


Guardian: Nestharot, Goddess of Obtain Magic: Thunderburst @ Temple Races: Human, Faerie, 
Lightning (Grimoire Eclat) and Gremlin 


QADRIGA FORTRESS Joe. Objective: Vanquish Leon! 


POSSIBLE EN EMIES “ENCOUNTERED, j 


Fy Leanex Leon 
3 2 Fusilier (Leon) * 1 Thunder Dragon 
2 Golem 3 Warlock 1 
Archer 2 Ninja 1 
Kunoichi 2 Beast Tamer 1 
Cleric 2 


*Encountered only during first attack on fortress during side quest. 


SI 
sawauy 


Avoid allowing your units to be bunched up near the bottom of the fort, or else they'll be sitting ducks for Stunbomb and 
Shadowbind attacks. Not to mention the Golems and Thunder Dragons will be able to pen them in. 


Te 
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QADRIGA: WITHINTHE FORTRESS “Objective: Vengch a 
DESRISAWITHINTHEFORTRESS 0 the enema 
=e POSSIBLE ENEMIE ENCOUNTER ») 


Rogue sa Kunoichi 2 Enchantress 1 
Familiar a Cleric 2 Swordmaster 1 
Cockatrice 3 Berserker 2 


_ Objective: Vanquish the enemy! 


POSSIBLE ENEMIES ENCOUNTERED ir 


Familiar Fusilier Cockatrice 2 | 
Rogue 4 Kunoichi 2 Swordmaster 1 | 
Archer 2 Cleric 2 Basilisk 1 


POSSIBLE ENEMIES N COUNIERFD, 


coco) CII Cam Ce 


Rogue 5 Kunoichi 2 Familiar 
Basilisk 3 Cleric 2 Incubus 1 
Fusilier 2 Swordmaster 2 Banshee 1 | 


ene Vanquish the enemy! 


POSSIBLE ENEMI CO, OQUNTERED 


a Incubus 2 Rogue 2 Swordmaster f | 
Cleric 21 Archer 1 Dragoon 1 | 
Thunder Dragon 2 Enchantress 1 Berserker 1 | 
Necromancer 2 Fusilier 1 Beast Tamer 1 | 
Basilisk 2 Kunoichi 1 

© 


TEMPLE OF NESTHAROT, 4TH DESCENT ME tert 
| NT a ye = 


ed XEN, 


Leaver Xolotl 


BOED FORTRESS 


eS 
POSSIBLE ENEMIES, ENCOUNTERED, } 


Rogue Incubus 2 Basilisk | 
Thunder Dragon 3 Kunoichi 2 Cleric 1 
Banshee 3 Swordmaster 2 Witch 1 


Objective: Vanquish the Temple Guardian! 
POSSIBLE ENEMI ES. ENCOUNTERED, ; 


Xolotl Rogue 


TNGteIT 


Familiar 4 Hydra 3 


Line your Archers up along the edge of the starting position so they can rain arrows down on the Faeries and Umbras while 
your Knights block the stairs and Wizards Poison and Stun the enemy. Launch an all-out assault on Xolotl as soon as multiple 
finishing moves are ready. 


The ruins of an ancient fortress built to serve as a watchtower on Phaesta Minor. 


Guardian: Xoshonell, Goddess of 
Fire 


Obtain Magic: Supernova & Temple Races: Humans and Ores 


(Grimoire Calcination) 


Objective: Vanquish Lobos! 


BOED FORTRESS 


Sa senpupeeraenersmamrses 
POSSIBLE ENEMI ENCOUN TERED,) 


Rogue (Lobos)* Flame Dragon 
Archer 4 Wizard i! 
Berserker 4 Cleric 1 


nm 


Warrior 


“Encountered only during first attack on fortress during side quest. 


The party’s attack on the fort puts them at a severe disadvantage. Stand back to draw the Flame Dragons—and Lohos— 
toward the lower portion of the fort, then move in with your fastest units to attack! 
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BOED: WITHIN THE ESS 


a7 


Archer 4 Terror Knight 2 Berserker 
Cyclops 4 Knight 2 Patriarch 1 
Hoplite 4 Rune Fencer 2) 


TEMPLE OF XOSHONELL, 1ST DESCENT = ee Objncive: anguish te enemy 
(000) J POSSIBLE ENEMIES E ENCOUNTERED, : 


988 TS CS CT 
3 Fusilier Zi Knight 2 Archer 1 
Cyclops 2 Ninja 2 Warlock 1 
Juggernaut 2 Patriarch 2 Spriggan 1 
Terror Knight 2 Rune Fencer 2 Rogue 1 
© 


Obje Mbjectin tive: Va ve: Vanguish the enemy! 


POSSIBLE ENEMIES, ENCOUNTERED, 


Archer 3 Warlock 1 Knight 

Rune Fencer 3 Warrior 1 Ninja 1 
Patriarch 2 Fusilier 1 Rogue 1 
Spriggan 2 Juggernaut 1 

Terror Knight 2 Titan 1 


Objective: Vi Vanquish the enemy! 


TEMPLE OF XOSHONELL, 3RD DESCENT 
600 POSSIBLE ENEMIES, ENCOUNTERED, 


BY Spriggan 3 Terror Knight Cleric | 

ia Rune Fencer 3 Berserker 2 Knight 1 | 
Archer 2 Flame Dragon 2 Patriarch 1 | 
Fusilier 2 Uruk 1 


TEMPLE OF XOSHONELL, 4TH DESCENT = a cance eee 
POSSIBLE ENEMIES ES ENCOUNTERED, 


poles | ace EE CS EAE 


Titan 3 Archer Berserker 

| Flame Dragon 3 Warlock 1 Beast Tamer 1 
Cleric 2 Warrior 1 Rune Fencer 1 
Knight 2 Uruk 
Patriarch 2 Fusilier 


POSSIBLE ENEMIES "ENCOUNTERED, 


Leaver |frit lfrit 1 Wizard 
Cyclops 3 Terror Knight 2 
Archer 2 Hoplite 2 


ifrit is a golem-type enemy and, as such, can only be harmed by weapons capable of doing crushing damage. Equip your 
Knights with Damasc Hammers and Golemy and try to pin Ifrit against the wall to keep him from decimating your other units. 
Your Archers and Wizards should be able to keep the cyclopes anil other creatures at hay. 


| 


NDAMSA FORTRESS 


The ancient ruins of a mighty fortress, constructed to defend the island of Deknigos from invasion. 


Guardian: Hahnela, Goddess Obtain Magic: Aeroflux (Grimoire Temple Races: Humans, Winged, 
of Air Onde) and Hippogryphs 
NDAMSA FORTRESS _ : = Sie Rs SUI Objective: Vanquish Aeshan 


POSSIBLE ENEMIES. ENCOUNTERED 


ooo | 


Swordmaster Terror Knight 2 

hi 
fi) eesnen Aeshan_] (Aeshan)* Dragoon 2 
Kunoichi 2 Ninja 2 
Cloud Dragon 2 Wizard 1 
Cleric 2 Enchantress | 


“Encountered only during first attack on fortress during side quest. 


Mount the tops of the walls near the bottom of the fort to force the opposition into the lower steps between them. The 
elevation advantage is worth the additional risk of being struck by higher units. 


LSISUSAMOIGIS, 


DB 

i 
x 
F 


NDAMSA: WITHIN THE FORTRESS 


POSSIBLE EN EM 


be =) 
Archer Cleric Hippogryph 
Gryphon 3 Berserker 2 Rune Fencer 


TEMPLE OF HAHNELA, 1ST DESCENT 
exc 


ae oak = __ Objective: Vanquish the enemy 


SS 
POSSIBLE ENEMIE ENCOUNTERED) ) 


Archer Berserker 


4 2 Knight 
Beast Tamer 3 Wizard 1 Ninja 
Hippogryph 3 Warlock 1 Rune Fencer 
Cleric 2 Kunaichi 1 
$ oe 
sd fy Uae) Pah Objective: Vanquish the enemy! 


= Se 
POSSIBLE ENEMIES. "ENCOUNTERED, 


Archer 


6 Rogue 2 Ninja 
Hippogryph 3 Warlock 1 Beast Tamer 
Warrior ia Kunoichi 1 
Cleric 2 Night Crow 1 
mri =: =. Objective: Vanquish the enemy! 


ee 
POSSIBLE ENEMIES, ENCOUNTERED 


Hippogryph Archer 


2 Knight 
Wizard «] Cloud Dragon 2 Enchantress 
Night Crow 3 Cleric 2 Beast Tamer 


TEMPLE OF HAHNELA, 4TH DESCENT 


POSSIBLE ENEMIES ENCOUNTERED 


Night Crow Cloud Dragon 3 Cleric 
Archer 8 Hippogryph 3 Knight 1 | 
Warrior 3 Wizard 1 Beast Tamer 1 


Objective: Vanquish the Temple Guardian! 
POSSIBLE ENEMIES, ENCOUNTERED. 


Teaver Vainateya 


Vainateya 1 Gryphon 2 
Wizard 3 Cleric 2 
Archer 2 Rune Fencer 2 


Vainateya is extremely susceptible to piercing damage. Line your Archers up on the lower stairs and take aim as the Temple 
Guardian descends toward the party. Bring plenty of ranged attackers to the battle to eliminate the target before its winged 
allies come to provide backup. 


GEYLD FORTRESS 


This fortress overlooking the island of Xoamon was built to defend the northern border of Barnicia. 


Guardian: Greuza, Goddess Obtain Magic: Dread Vapor Temple Races: Humans, 


of Water ‘(Grimoire Vaporisateur) ’ Lizardmen, and Octopi 


GEYLD FORTRESS _ pee 8 i Objective: Vanguish Anaberg! 
POSSIBLE ENEMIES ENCOUNTERED 


a Exapte Anaberg 
s 
=p Ce Ce Ce 
2 hd 
= Lich (Anaberg)* 1 Hoplite 2 Matriarch 1 
= 
Archer 2 Warrior 1 Rogue 1 
Wizard 2 Witch 1 
Juggernaut 2 Knight 1 
Flood Dragon 2 Familiar 1 


“Encountered only during first attack on fortress during side quest. 


Anaberg isn’t likely to descend the fort to fight you head-on like many of the other leaders. Resist the urge to attack the 
other enemies in order to gain a faster RT. This will net your units more frequent attack turns and allow you fo climb the 
fortress faster. 
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GEYLD: WITHIN THE FORTRESS 


Octopus 
Cleric 


Juggernaut 
Berserker 


TEMPLE OF GREUZA, 2ND DESCENT _ 


iw lols 


Patriarch 
Kraken 
Warrior 
Juggernaut 


TEMPLE OF GREUZA, 3RD DESCENT 
>= 


Blood Gavial 
Archer 
Kraken 
Cleric 


NR iwlols 


rm] | no) oo 


Hoplite 
Matriarch 
Valkyrie 
Kraken 


Terror Knight 
Blood Gavial 
Archer 
Cleric 


Berserker 
Flood Dragon 
Patriarch 
Hoplite 


ive: Vanquish the e a 
ee 


POSSIBLE ENEMI 


CT Cees cna 


Cleric 3. Octopus 2 Witch 

Hoplite @ Berserker 2 Warlock 1 
Archer 2: Patriarch 2 

Valkyrie 2 Rogue 2 


POSSIBLE ENEM SQUNTERED, » 


2 Warlock 

2 Witch 1 
1 Rune Fencer 1 
Fi 


Objective: tive: Vanquish the enemy! 


POSSIBLE ENEMIES, ENCOUNTERED, 


Ce Ca ea 


2 Berserker 

2 Hoplite 1 
1 Rune Fencer 1 

il 


Objective: Vanquish the enemy! 


epapeiteee 
POSSIBLE ENEMIES, ENCOUNT. ERED. 


1 


2 Valkyrie 

2 Dagon 1 | 
2 Rune Fencer it 

2 


TEMPLE OF GREUZA, 4TH DESCENT Obi Vaan 


al POSSIBLE ENEMIES EN, ENCOUNTERED, } 
Cleric 3 Flood Dragon. Hoplite } 
Berserker 3 Juggernaut 2 Valkyrie 1 
Blood Gavial 3 Dagon 2 Rune Fencer 4 


SANCTUM OF GREUZA 


Graber Tlaloc. 


rat 


SI@G@OSMATNAANARS ISS 


Tlaloc 1 Juggernaut 2 
Octopus 4 Berserker 2 
Patriarch 3 


Equip your ranged units with the Herpetology skill to combat the reptiles that infest this sanctuary and focus on them in liew 

of the octopi that help protect Tlaloc. The small confines of this map may well spell ruin for your Clerics and Wizards. That's 
okay. Focus on keeping three or four units alive long enough to unleash battle-winning finishing moves. Ward against Poison 
if possible. 


> 


GECHO FORTRESS 


An abandoned fortress on Beneceunga, originally an ancient temple. 


cca Guardian: Vaasa, Goddess of Earth Obtain Magic: Earthquake A Temple Races: Undead, Golem 


(Grimoire Seisme) 


GECHO FORTRESS __ ; : i Objective: Vanquish Barvan! 
POSSIBLE ENEMIES ENCOUNTERED, 


Ts CoCr 
2 


OL 


Berserker (Barvan)* 1 Terror Knight 
(_ eco } eeu N 
Rogue 5 Warlock 1 
Earth Dragon 2 Witch 1 
Berserker 2 Familiar 1 


“Encountered only during first attack on fortress during side quest. 


—_@O@ _) The ramparts outside Gecho Fortress are considerably smaller than the other forts. Move swiftly with your winged Archers 
and you should be able to get a shot on Barvan in your party’s first set of turns. 


Taber Barvan 


GECHO: WITHIN THE FORTRESS 
000 


6 Valkyrie 
Golem 3 Witch 2 Wizard 
Terror Knight 3 Ninja a 


4 3 Wizard 
Warlock 3 Enchantress 2 Necromancer 
Witch 3 Terror Knight 2 Berserker 


act ES Objective: Vanquish the enemy! 


Soe 
POSSIBLE ENEMIE ENCOUNTERED, 4 


Archer 


3 Wight 2 Warlock 
Terror Knight a Witch 2 Necromancer 

Golem 3 Warrior 2 

Enchantress 2 Wizard 1 
fo ee a _ Objective: Vanquish the enemy! 
a — A AS bed CABAL 

POSSI BLE EN EMIES. ENCOUNTERED, > 

CRSA Ca 
Warlock 4 Golem Beast Tamer | 
Earth Dragon 2 Dragoon 2 Rogue | 
Archer B Necromancer 2 Wight | 


tL 


ed XEN 


TEMPLE OF VAASA, 4TH DESCENT 


i 


Se ae ae __ Objective: Vanquish the enemy! 
POSSIBLE ENEMIES ENCOUNTERED 


Archer 6 Wight 2 Necromancer 1 
Earth Dragon 3 Warlock 1 Beast Tamer 1 
Golem 2 Witch 1 
Knight 2 Dragoon 1 


Objective: Vanquish the Temple Guardian! 


Leavin Nathalork 


POSSIBLE ENEMIES, ENCOUN.LERED. 


Nathalork 1 Golem 2 
Warlock 3 Enchantress 2, 
Archer 2. Terror Knight 2 


This can be a very tough battle if you aren’t guarded against Petrify. Focus your ranged units on the skeletons and orcs while 
your others build up their TP, keeping the golems at bay. Cast spells that Addle and/or Petrify the enemy golems to minimize 
their threat, giving you a chance to focus your main firepower on Nathalork. 


| 


to 


PXTESISAIS 


£ EPISODE I: THE SONGSTRESS 


The following two side quests are unlocked upon completion of the game. The first is an “Extra Episode” that continues the storyline teased in the “kicker” scene that 


ran after the credits (assuming Canopus and Gildas are still alive and in your party). 


1. After beating the game, read “The Songstress of Omish” in the Warren Report. 3. Read “Turia’s Requiem” in the Warren Report. Close the Warren Report, 
This will only appear if Canopus and Gildas are stil alive and in your party open it again, and read “Luria’s Secret.” 

2. Travel to Port Omish, where a lovely event scene turns into a 3-on-20 brawl 4, Enter the Pirate’s Graveyard and fight your way to the Midline Rift map, 
(with Denam, Canopus, and Sir Gildas as the three characters.) You can end From there, travel to the map called Into the Darkness. 
the battle without having to defeat all 20 foes by choosing the right dialogue 
options. The exact dialogue varies by turn order, but have your characters express 5. Complete the battle to recruit Turia and gain access to the new Song- 
a conciliatory attitude and have Denam suggest a retreat at the first opportunity. stress class. Also check out the Music section of the Warren Report for 
(You can always use the Chariot Tarot to rewind if you make the wrong choice.) another surprise. 


BATTLE DIRECTORY 


PORTOMISH aoe Pea eee : Objective: Vanquish the unruly mobl 
pax Pareles Rez Level POSSIBLE ENEMIES ENCOUNTERED, as 
: OC 
© | Berserker c 52 @ Berserker Cc 58 
© | Berserker C 63 @ Ninja c 64 
( @ | Rogue (3) 75 @ = Rogue c 68 
© Rogue (9 4y © Archer C 70 
@ Warrior Cc 82 © Cleric c 47 
®@ Valkyrie ( 56 @ Warrior Cc 55 
© | Berserker (¢; 54 @ Rogue c 50 
© | Warrior C 73 @ Rune Fencer c 69 
@ = Rogue c 62 ® Octopus c 38 
© Rogue i 46 @ Octopus € 27 


PIRATE’S GRAVEYARD: INTO THE DARKNESS Pate Objective: Vanquish ?22! 


POSSIBLE ENEMIES ENCOUNTERED, 
a cs 
~2 oO 29? (9 35 © | Sniper Gi 69 
ao © Executioner ¢ 54 © | Sniper ¢ 62 
@ Executioner Cc 62 * | Ethereal c 37 
© | Gladiator Gi val Vision 
@ Sniper c 46 * Night Crow Cc 50 
@ | Death Eater Cc 85 * | Blood Gavial C 4 
a © Deatheater | c 59 |__| Wight c | 
© = Dreadnought C 31 * | Wraith c 87 
© ([Deatheater | c¢ | 42 | * | Kraken Bee 
© | Gladiator c 55 
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RARE ITEM DROPS (IN TOWER OF LAW ETERNAL) 


Hammer 
Instrument 


Aqua Hammer 

Bolon 

Cavaquinho 

Gerza's Atabaque 

Rabana’s Kemenche 

Watery Greaves 

Ensanguined Rood 

Seal of Rebirth 
Musical Instruments | 

BI Grimoire Rafale |v 

Grimoire Aiguille IV 

Grimoire Foudrarc IV 


Sundries 


Grimoire Aquamasse !V 
Grimoire Bouledefeu IV 
Grimoire Glace iV 
Grimoire Miasme 
Grimoire Malediction Ii! 


Item 

Zephyros 

Rabana's Tanbur 
Shield of Sages 
Musical Instruments 11 
Grimoire Tourbillon IV 
Grimoire Syiphide |! 
Grimoire Rocher IV 
Grimoire Orestiad |! 
Grimoire Scindeciel IV 
Grimoire Tonnerre |! 
Grimoire Malepluie IV 
Grimoire Naiade I! 
Grimoire Flammes IV 
Grimoire Salamandre I! 
Grimoire Congelation IV 
Grimoire Wendigo Ii 
Grimoire Radiance IV 
Grimoire Punition IV 
Grimoire Lumina II 


Arcana 


Grimoire Chatiment 
Grimoire Chatiment 11 


Grimoire Reveil {I 


Defeat the Flood Dragon on Level 11 
Defeat the Gryphon (Level 1, etc.) 
Defeat the Matriarch on Level 2 
Defeat the Baldur Golem on Level 12 
Defeat the Arc Dragon on Level 7 
Defeat the Flood Dragon on Level 3 
Defeat the Witch 

Defeat the Rogue 

Defeat the Familiar (Level 2, etc.) 
Defeat the Witch (Level 11, etc.) 
Defeat the Matriarch on Level 12 
Defeat the Matriarch on Level 13 
Defeat the Familiar on Level 12 
Defeat the Familiar on Level 3 
Defeat the Wizard on Level 11 
Defeat the Wizard on Level 2 

Defeat Vepahl on Level 3 


Defeat the Rukh on Level 2 

Defeat the Ethereal Visions on Level 3 
Defeat the Crystal Dragons on Level 7 
Defeat the Patriarch on Level 1 

Defeat the Rune Fencers (Level 3, etc.) 
Defeat the Titans on Level 11 

Defeat the Damasc Golems on Level 5 
Defeat the Basilisks on Level 10 
Defeat the Rune Fencers on Level 2 
Defeat the Gorgons on Level 15 
Defeat the Scylia on Level 3 

Defeat the Dagons on Level 8 

Defeat the Phoenix on Level 9 

Defeat the Phoenix on Level 9 

Defeat the Kraken on Level 1 

Defeat the Dagon on Level 14 

Defeat the Cleric on Level 1 

Defeat the Crystal Dragon on Level 7 
Defeat the Ethereal Vision on Level 14 
Defeat the Ethereal Vision on Level 10 
Defeat the Crystal Dragon on Level 15 
Defeat the Cleric on Level 3 


SAN BRONSA RUINS 


The San Bronsa Ruins offer some of the game's most difficult challenges, 


and also a chance to earn many of its rarest treasures. That includes the 


“Ensanguined Rood” that is necessary to acquire the game’s rarest class, 


the Divine Knight. The ruins are divided into two sections: The Tower 


of Law Eternal and the Floating Ruins. 


1. After beating The Songstress episode, read “San Bronsa Ruins 


Discovered” in the Warren Report. 
2. Travel to the San Bronsa Ruins, northeast of the Reisan Way. 


3. Claim victory in special event battles on levels 3, 10, and 12 


of the Tower of Law Eternal to gain access to the Floating Ruins. 


Grimoire Vitalite IV 
Grimoire Soins III 
Grimoire Resurrection | 
Grimoire Douleur IV 
Grimoire Punition IV 
Grimoire Fenrir tl 
Grimoire Arret 
Grimoire Tempete I! 
Grimoire Distorsion || 
Grimoire Ouragan I! 
Grimoire Inondation It 
Grimoire Fournaise 1! 
Grimoire Glaciation 11 
Grimoire Stellaire Il 
Grimoire Decelement 
Grimoire Transfert 
Grimoire Revigoration 
Grimoire Insensibilite 
Grimoire Immunite 
Resonant Score 
Glorious Score 
Rapturous Score 


SIG OSNIING LNG B)SUSAMOAGIS 


Defeat the Rune Fencer on Level § 
Defeat the Cleric on Level 11 

Defeat the Ethereal Vision on Level 11 
Defeat the Terror Knight on Level 2 
Defeat the Dark Dragon on Level 2 
Defeat the Matriarch on Level 10 

Defeat the Rukh on Level 7 

Defeat the Ethereal Vision (Level 12, etc.) 
Defeat the Titan on Level 15 

Defeat the Titan in Central Garden, etc. 
Defeat the Ethereal Vision (Level 15, etc.) 
Defeat the Phoenix in Central Garden, etc. 
Defeat the Ethereal Vision (Level 15, etc.) 
Defeat the Crystal Dragon (Level 15, etc.) 
Defeat the Ethereal Vision (Level 7, etc.) 
Defeat the Ethereal Vision on Level 5 
Defeat the Ethereal Vision on Level 8 
Defeat the Ethereal Vision on Level 4 
Defeat the Ethereal Vision on Level 5 
Defeat the Familiars on Level 13 

Defeat the Clerics on Level 13 

Defeat the Ethereal Vision on Level 14 
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BATTLE DIRECTORY 
TOWER OF LAW ETERNAL, LEVEL 3 (EVENT BATTLE) _ 


= 
POSSIBLE ENEM ENCOUNTERED 
12 14 3 


a 7 
Taper a Sorceress (Vepahl) i 400 
wepailies © _ Divine Knight i 100 
@ | Divine Knight L 100 
© Warrior N 65 
@ Warrior N 62 
@ | Knight L 78 
@ | Knight N 59 
® | Archer L 80 
@ | Archer N 61 
@ = Archer N 55 
© | Archer L 88 
@ Warlock N 63 
© Witch N 60 
© Cleric L 91 
= 4 
TOWER OF LAW ETERNAL, LEVEL 10 (EVENT BATTLE) _ = Objective Vangie 
POSSIBLE EN EMIES, S_ENCOUNTERED 
12 14 - 
CESS as ee 
> { 600 )}( e00 ) a Sordéress ii 100 
a © | Warrior c 32 
© | Warrior c 26 
© | Warrior C 29 
© | Warrior Cc 30 
@ | Archer L 7 
© | Archer L 89 
® Dragoon N 60 
® = Dragoon N 55 
pestis © | Beast Tamer N 47 
Vepahl | @ Enchantress Cc 31 
@ Cleric L 77 
@ = Flood Dragon N 55 
© | Flood Dragon C 28 


TOWER OF LAW ETERNAL, LEVEL 12(EVENT BATTLE) _ a 
POSSIBLE ENEMI 
10 = 


12 


coer 
COUNTERED 


- ( e060 — a Ethereal Vision L 100 
4 © Crystal Dragon L 100 
a @ = Crystal Dragon L 100 
© | Ethereal Vision L 100 

@ | Ethereal Vision L 100 

@ Ethereal Vision L 100 

© | Ethereal Vision L 100 

® Ethereal Vision te 100 

© | Ethereal Vision L 100 

© Ethereal Vision L 100 

@ | Phoenix L 100 

@ | Phoenix L 100 
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Objective: Vanquish the enemy! 


POSSIBLE ENEM SEN ENCOUNTERED, 


1 


TOWER OF LAW ETERNAL, LEVEL 1 


Archer 5 Warrior 2 Warlock 
Enchantress 3 Rune Fencer 2 Witch 1 
Gryphon 3 Rogue 2 Terror Knight 1 


z 
z 
z 2 
’ me A RC eS Fs z 
Archer Earth Dragon 1 Familiar a 
z 
Wizard 2 Enchantress 1 Matriarch 1 S 
Warrior 2 Cloud Dragon 1 ip 
Hoplite 2 Beast Tamer 1 


Objective: Vanquish the enemy! 


SS SE eee 
POSSIBLE ENEMIES ENCOUN ERED 


Rune Fencer 4 Berserker 2 Hydra 1 

Archer 2 Beast Tamer 2 Familiar 1 | 
Wizard 2 Rogue a Flood Dragon 1 | 
Terror Knight 2 Thunder Dragon 4 


Objective: Vanquish the enemy! 


——————— Cent ee 
POSSIBLE ENEMIES_EN ENCOUNTERED, 

Archer i Hoplite Enchantress | 

Cleric 2 Rune Fencer 2 Flame Dragon 1 

Witch 2 Wizard 1 Frost Dragon i 
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TOWER OF LAW ETERNAL, LEVEL 5 
ETERNAL, LEVEL 


Objective: Vanquish the enem 


=i 
POSSIBLE ENI EMIES 2eENCOUNTEREDD 


Archer 4 Enchantress 2 Hippogryph 
Rogue 4 Gryphon 2 Familiar 
Wizard 2 Beast Tamer 2 


TOWER OF LAW ETERNAL, LEVEL 6 


_ Objective: Vanquish the enemy! 


ee a sr ieppepmekettaeanee et 
@00 POSSIBLE ENEMIES > ENCOUNTERED } im 
@00 ee erences | 
2 is os, ae aE SOE aE EE | 
S By “ Archer Rune Fencer Witch 
i Golem 4 Juggernaut 2 Terror Knight 
oe 


(eee a a 


jective: Vanquish the enemy! 


POSSIBLE EN N S ENCOUNTERED, 
Rogue 3 Juggernaut 2 Rune Fencer 
Arc Dragon 2 Berserker 2 Witch 1 
Archer 2 Familiar 2 
Warrior 2 Matriarch 2 
— Objective: Vanquish the enemy! 


POSSIBLE ENE ENCOUNTERED. 


Archer 


2 Terror Knight 2 Warlock 
Warrior 2 Knight 2 Witch u 
Dark Dragon va Hoplite 2 


POSSIBLE ENEMIES, ENCOUN, TERED, 
ie asians 


Objective: Vanquish the enemy! 
SAE “RURSEEEaaueentmnmnteemm 


Rogue 6 Wizard Rune Fencer 
Archer 2 Enchantress 1 Rukh 1 
Spriggan 2 Familiar 1 
4 
= Ss} 
g 
Objective: Vanquish the enemy! a 
oa = ——— eS 
POSSIBLE ENE SEN S 
Cs Ca a Cre Z 


Archer 4 Beast Tamer 2 Hydra 

Juggernaut 2 Matriarch 2 Flame Dragon 1 
Terror Knight 2 Rune Fencer pa Frost Dragon 1 
Berserker 2 Cleric 1 


= 00 


TOWER OF LAW ETERNAL, LEVEL 117 _ Objective: Vanquish the enemy! 


eahe ENEMIES ENCOUNILERED, } 


POSSIBLE EN 


Terror Knight 2 Wizard 1 Witch 1 | 
Knight 2 Enchantress. 1 Flood Dragon 1 | 
Earth Dragon 1 Cloud Dragon 1 Flare Dragon if | 
Archer 1 Thunder Dragon 1 Frost Dragon 1 


Objective: Vanquish the enemy! 
POSSIBLE ENEMIES. ENCOUNTERED, 


Archer 4 Wizard 1 Golem i | 
Juggernaut 2 Terror Knight 1 Hydra 1 | 
Familiar 2 Berserker 1 Matriarch 1 | 


00 | 


00 ) 
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TOWER OF LAW ETERNAL, LEVEL 13 


Archer 
Rogue 
Juggernaut 


Kraken 
Juggernaut 
Berserker 
Matriarch 


Rune Fencer 
Archer 
Scylla 
Rogue 


Crystal Dragon 
Juggernaut 
Hippogryph 
Familiar 


rian 


My / me) ow 


3 1 Hippogryph 1 
2 Juggernaut 1 Familiar 

2 Dark Dragon 1 Hoplite 

2 Terror Knight 1 


Objective: Vanquish the enem 
a eerie 


POSSIBLE ENEMIFS 


Familiar 2 Rune Fencer 
Hoplite 2 Spriggan 
Matriarch 2 
ee Objective: Vanquish the enemyl 


POSSIBLE ENEMI 


Wizard 


ee 
ENCOUNTERED} 


1 Hoplite 
Cleric 1 Rune Fencer 
Scylla 1 Rukh 
Beast Tamer 1 


Objective: Vanguish the enemy! 


POSSIBLE ENEMIES ENCOUNTERED 


Kraken 


Objective: Vanquish the enemy! 


POSSIBLE ENEMIES ENCOUNTERED 


Matriarch Scylla 


Rogue Rune Fencer 
Ethereal Vision 


Cleric 


=] = [roi] no 


FLOATING RUINS, LEVEL 4 


Archer 
Kraken 


Juggernaut 


Berserker 


m 
g 
Gy 
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FLOATING RUINS, LEVEL 5 


Gorgon 
Golem 


Beast Tamer 
Hoplite 
Juggernaut 


Ethereal Vision 
Crystal Dragon 
Cleric 


NN Na 


4 
3 
2 


3 
2 
2 


Obje ctive: Vanquish the enemy! 


POSSIBLE ENEMIES. ENCOUNTERED 
-eacim Senna 


Familiar 2 Crystal Dragon 

Rune Fencer 2 Dagon 1 
Rogue 2 

Ethereal Vision 1 


Objective: Vanquish the enemy! 
es 


POSSIBLE EN EMIES. ENCOUNTERED 


Ethereal Vision 2 Familiar 1 
Beast Tamer 2 Matriarch 1 
Rune Fencer 2 Rogue 1 


Objective: V languish the enemy! 


POSSIBLE ENEMIES, ENCOUNTERED, j 


Naga 2 Cleric 
Blood Gavial es Berserker 1 
Ethereal Vision 1 


Objective: Vanquish the enemy! 
Vanquish he enemy 
ENCOUNTERED, 


POSSIBLE EN EM 


—- Ce Ce Ca Cas 


Familiar 2 Rogue 
Matriarch 2 Naga 1 
Rukh 2 


DYOVEKGUIS 
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FLOATING RUINS, LEVEL 8 


Objective: Va ‘anquish the enemy! 


ih 
POSSIBLE ENEMIES ENCOUNTERED ! 


Ethereal Vision 5 Rune Fencer 2 Dagon 

Archer 2 Rogue 2 Basilisk 1 
Wizard 2 Juggernaut it Hoplite 1 
Cleric 2 Scylla 1 


Objective: Vanquish the enemy 


senanterareterenaminpee 
POSSIBLE ENEMIES. ENCOUNTERED 4 


Ethereal Vision 5 Familiar 2 Berserker 
Archer 2 Phoenix 2 Rune Fencer 1 
Cleric 2 Blood Gavial 2 
Juggernaut 2 Wizard 1 
<a ¥ jective: Vanquish the enemy! 
POSSIBLE ENE! 5 ENCOUNTERED, 
Ethereal Vision Matriarch 3 Blood Gavial 
Gorgon i] Archer 2 Golem 1 
Juggernaut 3 Basilisk 2 


Objective: Vanquish the enemy! 


aren 
POSSIBLE ENEMI S ENCOUNTERED, 


Archer 3 Titan 2 Juggernaut 1 
Ethereal Vision 2 Basilisk 2 Blood Gavial 1 
Cleric 2 Rune Fencer 2 Hoplite 1 


FLOATING RUINS, LEVEL 12 


Ethereal Vision 
Familiar 
Rogue 

Archer 

Arc Dragon 


Archer 
Ethereal Vision 
Naga 

Familiar 
Phoenix 


Archer 
Ethereal Vision 
Titan 

Blood Gavial 
Golem 


Ethereal Vision 
Gorgon 
Basilisk 
Golem 


Rogue 


Ethereal Vision 
Archer 

Cleric 

Gorgon 


=| ro] ofc] wo 


PIN mw yy 


minin|s 


Crystal Dragon, 
Cleric 
Juggernaut 
Dark Dragon 
Dagon 


Golem 
Matriarch 
Cleric 
Gorgon 
Juggernaut 


Rune Fencer 
Wizard 
Cleric 
Gorgon 
Witch 


Crystal Dragon 
Juggernaut 
Titan 
Naga 


Blood Gavial 
Hoplite 

Crystal Dragon 
Titan 


POSSIBLE EN EMI ES, ENCOUNTERED, 


4 
1 
} 
‘| 
1 


POSSIBLE ENEMIES ENCQUNITERED, ) 


2 
rs 
1 
] 


1 


POSSIBLE ENEMIES EI 


POSSIBLE ENEM 
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Objective: Vanquish the enemy! 


Naga 
Blood Gavial 1 
Matriarch 1 


Objective: Vanquish the enemy! 


Dagon 
Beast Tamer 1 
Hoplite 1 


Object: ve: Vanquish the enemy! 


POSSIBLE ENEMIES S_ENCOUNTERED, 


1 
Phoenix 1 
Hoplite 1 

1 


Matriarch 


Objective: Vanquish the enemy! 
SS eee 


Ss ENCOUNTERED, 


Phoenix 1 
Blood Gavial 1 
Matriarch 1 


ENCOUN LERED. 


Naga 1 
Basilisk 1 
Phoenix 1 
Golem i 


ive: Vanquish the enemy! 
ne 


et 
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The following pages contain a complete listing of every skill and magical spell available in the game. This chapter is 
split into two parts: skills and spells. The skills portion contains details for all four major categories of skills, including 
which classes and races can learn/assign them, their effects, whether or not they can rank up, and how much they cost. 
The magic section not only covers the basic elemental magic, but also necromancy, ninjutsu, war dances, and more, 
There’s a wealth of information presented here, so make sure to read the following tips to get the entire story, 


Once assigned, command skills allow a unit to memo- 
tize specific magic spells, thereby eschewing the need to 
have grimoires and other arcana on hand. For example, 
if your Rune Fencer is equipped with the Air Magic 
command skill, he can memorize Grimoire Rafale IIL 
from one use, thus allowing you to cast Deadshot III 
directly from the Act menu on his next turn provided 
he has enough MP. Not all classes can learn or assign 
these types of skills, however. All units can use arcana 
and learn the spell from its use, but units must have the 
corresponding command skil 


to use it. 


& Each skill and magic spell listed in this chapter comes 


with a table showing which class can learn that skill 

or spell and at what level. Entries containing an “O” 
indicate that the unit’s current class cannot learn the 
skill directly, but the unit may still equip the skill if 
previously learned while it was a different class. An 
advanced tactic is to use a classmark to change classes, 
purchase a skill exclusive to that class, then use another 
classmark to change back. 


a Support skills provide a tremendous boost to the dura- 


bility and effectiveness of your units on the battlefield. 
Always make sure to have the support skill equipped 
that corresponds to the unit’s current weapon type. 
These skills rank up over time and unlock deadly 
finishing moves. Select a finishing move from the Act 
menu during a unit’s turn (requires 100+ TP) to gain 
a tremendous advantage in battle. Each weapon type’s 
four finishing moves are listed here. 


Sword 


Sword | Dragoon | Ninja 


Divine 
Knight 


SKILLS 


Cloud | Ear 
Dragon | Dragon 


Thu Flood 


Hoplie | 3 Dae | 


Patciarch | Familiar 
T 


Kame Are | Dark 
Dragon | Dragon | Dragon | Dragon | Hydra 


Action skills cost a lot of SP and can be very powerful, 


" but only purchase those skills that fit into your personal 


style of play. Although a skill may be valuable and 

offer tremendous benefits, it may be wiser to purchase 
upgraded support skills for a particular unit based on 
how you typically use that unit in battle. For example, 
the Vartan can learn the skill Huapango Winds which 
debutfs enemies within 1 tile. Huapango Winds is a use- 
ful skill, but not to those who use the Vartan as a ranged 
attacker and strive to position him far out of reach of the 
enemy. The 290 Skill Points that this skill costs would be 
better spent on an upgraded Trueflight skill, for example. 


@ Special skills can only be performed by specific classes 


and races, so don’t be alarmed if you don’t see any 

for the majority of your human classes. Special skills 
function much like finishing moves in that they have 

a minimum TP cost, but they completely deplete the 
unit's TP gauge. Extra TP typically increases damage or 
accuracy of the attack. 


@ There are 13 categories of magic and using magic 


isa two-part process. First, the unit must have the 
command skill for a specific type of magic assigned; 
second, the unit must learn a given spell via its corre- 
sponding arcana. In addition to a grimoire/scroll, some 
spells require special reagents to cast. Don't sell off the 
reagents you collect as loot from battles, as those items 
will be necessary to cast certain types of magic later in 
the game. 


White 
Knight 


Cocks 


Warlock | Necro- 


Vartan Shaman | W 


CH Gryphon Octopus | Cyclops 


Baldur 
Golem 


ADDITIONAL SKILL SLOTS 


Each unit is capable of using one skill at a time initially, but nine additional skill 


Slot No. ‘Skill Points Slot No. Skill Points 


slots can be purchased with Skill Points over time. This makes it possible to 2 60 7 210 
have as many as 10 skills active at once, Additional skill slots can be purchased 3 90 8 0 
via the “all” listing in the “Learn” section of the Skills menu 4 120 9 270 

5 150 10 300 


270 6 180 


elect the Act command to use assigned command skills in battle. Each command skill corresponds 


COMMAND SKILLS 
ARI MAGIC) 


to 


one of the 13 schools of magic. A unit must learn spells from arcana to cast them in battle. 


Adds Air Magic to the Act command. 


Prerequisite 


TROGLEN Ely EARTHIMAGIC 


a 


0 


CLASS REQUIREMENT 


Adds Earth Magic to the Act command. 


Prerequisite Skill Points 


50 


WATER| MAGIC, 


Adds Water Magic to the Act command. 


Prerequisite Skil Points 


GVASS REQUIREMENT.6. LEVEL, 


Adds Fire Magic to the Act command. 


Prerequisite | __Skill Points| 


Adds Ice Magic to the Act command. 


[Prerenuiste sll Points 


AUDARK(MAGIG) 


Adds Dark Magic to the Act command. 


Adds Draconic Magic to the Act command. 
Sil Pon 
ia 50 


fNECROMANGY CLASS REQUIREMENT & LEVEL 


“ee ee 


ine ’ 


Adds Necromancy to the Act command. 


50 
; 
\WeELASSJREQUIREMENT & LEVEL 


Adds Ninjutsu to the Act command, 


Prerequisite Skill Points 


CLASS, REQUIREMENT & LEVEL 


Adds Songs to the Act command, 


50 


Support skills provide passive benefits throughout battle. C UPPORT SKILS) \ 


"GEASS REQUIREMENT LEVEL ASS®) 


Weapon skill reflecting proficiency with fist weapons. 


Accuracy and damage increase with rank. 


Prerequisite sui Points 


50 


energy stored 


Description 
A short-range fist attack that deals crushing damage to a single target by releasii 


within the body as a burst of flame. Damage is modified by TP. 

Asshort-range fist attack that deals crushing damage to a single target with a flurry of blows. Ac- 
curacy is modified by TP. Has a chance to Stun the target. 

A medium-range fist attack that deals piercing damage to a single target, unleashing all energy held 
in reserve. Damage is modified by TP 

A medium-range fist attack that deals crushing damage fo a single target by unleashing a burst of 
dark energy. Damage is modified by TP. 


2 Flaming Fists 100 (All) Fire 1 1 +15 
4 Rapid Strike 700 (Ali) = 1 1 +20 


6 Howling Rage 100 (All) 2 3-5 1 +25 


8 Retribution 400 (All) Dark 2-3 1 +30 


DAGGERSIO) 


Weapon skill reflecting proficiency with daggers. Accuracy 


and damage increase with rank. 
3 


Prerequisite | Skill Points 
50 


DAGGERS: FINISHING MOVES 
‘Skill Rank | Finishing Move TP Elemental Affinity Range Area | RT Description 
A medium-range dagger attack that deals slashing damage to a single target by calling forth a raging 


9 art Crusher | 10 35 

a AG a ae oe ; whirlwind. Accuracy is modified by TP. 
A short-range dagger attack that deals piercing damage to a single target with a series of frenzied 

4 fRadowpin 4 : : 

eas Nee) 4 He aa thrusts. Accuracy is modified by TP. Has a chance to Bind the target 

6 Double Fang 100 (All) a 1 1 125 A short-range dagge attack that deals slashing damage to a single target with a barrage of strikes 
Accuracy is modified by TP. 

8 Overwhelm 100 (All) 2 0-3 4-430 A medium-range dagger attack that deals piercing damage to a single target by harnessing the fury of 


battle. Accuracy is modified by TP. 


GLASS REQUIREMEN.T.6 LEVEL SWORDS\((H)e>) 


Weapon skill reflecting proficiency with one-handed 


swords. Accuracy and damage increase with rank. 


Prerequisite | Skill Points 
50 


Elemental Affinity Range Area RT Description 
A short-range id sword that lashing damage to a 
followed by a downward thrust. Accuracy is modified by TP. 


A short-range one-handed sword attack that deals crushing damage to a single target by hurling a 


et with a sweep 


2 Rending Gale 100 (All) 2 1 1 | 415 


4 ile Tl : 

: Nrenvaune 100K : 3 ue wave of toxic force, Accuracy is madified by TP. Has a chance to Poison the target. 

6 Cherry Ronde 100 (All) ice 1 j 495 A short-range one-handed sword attack that deals slashing damage to a single target by bringing 
ar “down a shower of jagged ice. Damage is modified by TP. 

8 Papillon Reel 100 (All) Light { 1 #30 A short-range one-handed sword attack that deals slashing damage to a single target by unleashing a 


burst of divine energy. Damage is modified by TP. 


a 
a 
ee 
= 
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i ©): SWORDS|(2H) SCLASS REQUI 


Weapon skill reflecting proficiency with two-handed 


swords. Accuracy and damage increase with rank 


Prerequisite Skill Points 


= 50 
SWORDS (2H): FINISHING MOVES 
i Elemental Affinity Range Area 


RT 


2 Sonic Blade 100 (All) = 1 1 +15 eunwara sonst: 


e is modified by TP. 


A short-range two-handed sword attack that deals crushing damage to a single target with a Surge of 
lightning, Accuracy is modified by TP. 

A short-range tw 
gale force wind: 


4 Lightning Strike 100 (All) Lightning 1 1 +420 


janded sword attack that deals slashing damage to a single target by unleashing 
ha sweep of the blade. Accuracy is modified by TP 


6 Cyclone Saber | 100 (All) Air 1 1 +25 


A short-range two-handed sword attack that deals crushing damage to a single target by drawing 
lightning from the energy in the air, Damage is modified by TP. 


8 Grand Cross 100 (All) Lightning 1 1 +30 


KQAXES CLASS, REQUIR 


Weapon skill reflecting proficiency with axes. Accuracy 


and damage increase with rank. 


Prerequisite Skill Points 


50 


AXES SEVNISHING MOVES 
inishing Move TP Elemental Affinity Range Area RT Descri 


A short-range axe attack that deal slashing damage to a single target v 
Accuracy is modified by TP. Has ac to Silence the target. 


-fast flouris| 
2 Mistral Edge 100 (All) = 1 1 +15 h a lightning-fast flourish 


y 
A short-range axe attack that deals crushing damage to a single target by encitcling them within an 
iey blast. Damage is modified by TP 

A pair of short-range 
eeping motion. Accurac 


4 {ee Prison 400 (All) Ice 1 1 +20, 


al slashing damage to a single target by fashing out ina 


antis Strike 100 (All : +25 f 
6 Mantis Strike 100 (All) 1 i 25 is modified by TP. 


A short-range axe attack that deals crushing damage to a single target by hurling countless clumps 


‘ HE paNn) Gane : f us of earth. Damage is modified by TP. 


(SPEARS <CLASS REQUI 


Weapon skill reflecting proficiency with spears. Accuracy 
and damage increase with rank. 


Frege suiiPuins | 


50 


SPEARS: FINISHING MOVES 
Skill Rank Finishing Move ch Elemental Affini 


Range Area RT Description 


2 Ruination 400 z 1 { A short-range spe: ‘ als piercing damage to a single target with a jet black lance of 
anguish, Accuracy is modified by TP. 
A short-range spear attack that deals crushing damage to a single target with a rapid Sweep of the 
4 Scythe Wind 1 = 
‘“ a : 20 Spear. Accuracy is modified by TP. Has a chance to inflict Breach. 
m-range spear atta als slas jamage t Itiple targets by calling si 
6 Giga Tempest 100 Lightning 9-3 2 A mediurr rangi pear att ck that deals slashing damage to multiple targets by c ling forth a storm 
Accuracy is modified by TP. 
“range s t a a 
8 Spiral Scourge 400 5; 1 1 Triple short-range spear attacks that deal piercing damage to @ single target with spiteful thrusts 


Accuracy is modified by TP. 


CLASS REQUIREMENT. SULEVELy HAMMERSI@S) 
ia Ig! Weapon skill reflecting proficiency with hammers. Ac- 


curacy and damage increase with rank. 


Prerequisite | skiilPoints 


50 


A short-range hammer attack that deals crushing damage to a single target with a gigantic block of 
ice. Damage is modified by TP. 

A short-range hammer attack that deals crushing damage to a single target with a ground-shaking 
blow. Accuracy is modified by TP. Has a chance to inflict Weaken. 

A medium-range hammer attack crushing damage to multiple targets with a blast of scorching hot 
energy. Accuracy is modified by TP 

A short-range hammer attack that deals piercing damage to a single target with a mighty bolt of 
lightning. Damage is modified by TP. 


100 (All) Ice 1 1 | +15 


Gaia Sunder 100 (All) - 1 1 +20. 


Crimson Reach 100 (All) Fire 2-3 2 | 425 


Dancing Sprite 160 (All) Lightning 1 1 +30 


Se ad 


CTASS REQUIREMENT SULEVELy) KATANA(HH)®) 
| Des i BLA Si Weapon skill reflecting proficiency with one-handed 


katana. Accuracy and damage increase with rank. 


Prerequisite i Skill Pr 
a 50 


RT Description 
A medium-range one-handed katana attack that deals slashing damage to a single target by hurling 
an unseen blade. Accuracy is modified by TP. 

A medium-range one-handed katana attack that deals piercing damage to a single target by sending 
lightning crackling down the blade. Accuracy is modified by TP 

A short-range one-handed katana attack that deals slashing damage to a single target with a devas- 
tatingly fast double attack. Accuracy is modified by TP 

A short-range one-handed katana attack that deals crushing damage to multiple targets with divine. 
light from the heavens. Accuracy |s modified by TP. 


Skill Rank Finishing Move 


2 Dark Blade 100 (All) : 3-5 1 | +15 


4 Thunderwave 100 (Atl) Lightning 2-3 il +20 


Slash 100 (All) - 1 1 +2) 


8 Advent Sign 100 (All) Light 1 2 +30 


a CTA RIGUINE MINES LEED KATANAY( 2H) 


| 9S | 


htt i Hi ce LA 
TOROS: u pe / “ 


Weapon skill reflecting proficiency with two-handed 


katana. Accuracy and damage increase with rank. 


TP Description 
A short-range two-handed katana attack that deals slashing damage to a single target with a mighty 
blow targeting a vital area. Accuracy is modified by TP. Has a chance to Petrify the target. 

A short-range two-handed Katana attack that deals slashing damage to a single target witha flesh- 
rending shock wave. Damage is modified by TP. 

A short-range two-handed katana attack that deals crushing damage to a single target by unleashing 
dark energy from within the blade. Accuracy is modified by TP. 

A short-range two-handed katana attack that deals crushing damage to a single target by conjuring 
forth a fiery orb. Damage is modified by TP. Has a chance to inflict Falsestrike. 


Skill Rank | Finishing Move 


2 Stonebloom — 100 (All) * 1 1 +15 
4 Skyrend 400 (All) = 1 1 +20 
6 Ghostwail 100 (All) Dark 1 +25 


8 Sunblossom 100 (All) Fire 1 1 +30. 


{QI CUDGELS) CLASS REQUIREMENT & LEVEL 


Weapon skill reflecting proficiency with cudgels. Accuracy 


and damage increase with rank. 


requisite Skill Points 


Z 50 
CUDGELS: FINISHING MOVES 


A | ck that deals crushing damage to a single target by chi 
burst of light. Accuracy is modified by TP. 


e into a 


100 (All) Light 1 1 (415 


A pair of short-range cudgel attacks that deal crushing damage to a single target by yielding toa 


“ Raining Blows 100 (All) Hinds ; y rau frenzied rage. Damage is modified by TP 


A short-range cudgel attack that deals crushing damage to a single target with a stifling radiant 


ssure Wh 00 ( Light 5 i A 
c Pressure Whitt | 100\(All) igh : ; 428 energy. Accuracy is modified by TP. Has a chance to inflict Enfeebie 


F Triple short-range cudgel attacks that deal piercing damagé to a single target with rays of pure diving 
ES} Trinity Pulse 100 (All) Light 1 Ai Fee light. Damage is moulfied by TP 


Weapon skill reflecting proficiency with whips. Accu 


and damage increase with rank. 


Frrrewiste |) suilPons 


50 


WHIPS: FINISHING MOVES 
Skill Rank Finishing Move’ TP. Elemental Affinity Range Area RT | Description 


n-range wh lack that dea hing dama a single ta y callin h raging 

2 Flocd Lash 400 (All) Water 2-3 { 5 Amedium fange whip attack that deals crushing damage to a single target by calling forth raging 
waters. Damage is modified by TP. 
A medium-range whip attack that deals slashing damage to a single target by twisting their entangled 

3 E 2 ¥ 
é Wrenching Coif, 100 My ae : sea body. Accuracy is modified by TP. Has a chance to Slow the target 
air of mi fange whip attacks that deal slashing damage to a single target with a sudden 

6 Swift Thrash 400 (Al) . 23 { 415 A pait of medium-range whip attacks that deal Slashing damage to a singh target with a sudder 
flourish. Accuracy is modified by TP. 

3 Armageddon 100 (Ali) Wes 2.3 1 415 A medium-range whip attack that deals crushing damage to a single target by lashing out with count- 


iess frenzied blows. Damage is modified by TP. 


(CUSPELLBOOKS CLASS-REQUIREMENT & LEVEL 


Weapon skill reflecting proficiency with spellbooks. Ac- 


curacy and damage increase with rank. 


Prerequisite saitroins 


s 390 
SPELLBOOKS: FINISHI NG MOVES 
Skill Rank Finishing Move’ ‘TP Elemental Affinity Range’ Area RT Description 


A short-range spellbook attack that deals crushing damage to a single target w 
2 Raging Pummel 100 (All) = i! 1 he if i : 
a ey) i HS Accuracy is modified by TP. Has a chance to Leaden the target. 


ith a barrage of blows 


4 Bisernbrain 400 (All) Earth j 3 420 A short-range speltbook attack that deals crushing damage to a single target by pressing them 
beneath an enormous rock. Damage is modified by TP. 

6 Eviscerate 100 (Ail) % 1 3 428 A pair of short-range Spellbook attacks that deal crushing damage to a single target with a torrent of 
power. Accuracy is modified by TP. 

8 Devastate 100 (All) Dark j 4 430 A short-range spellbook attack that deals crushing damage to a Single target by drawing them into a 

Malevolent vortex. Damage is modified by TP. 


INSTRUMENTS) 


Weapon skill reflecting proficiency with instruments. Ac~ 


EMEN LS LEVELy 


curacy and damage increase with rank. 


Prerequisite suit Points | 


Elemental Affinity Range Area | RT | Description 


Aggressive A pair of short-range instrument attacks that deal crushing damage to a single target with a relentless 


2 5 
5 Rendition 100 (Ail) i : a rhythm of onslaught. Accuracy is modified by TP. 
4 s' e a crushi it king 2 
4 Harmonic Blast 100 (All) Air 1 3. 420 AR medium fange instrument attack that deals crushing damage to multiple targets by invoking a 
squall with resonating sound. Damage is modified by TP 

Torrential ‘ a A medium-range instrument attack that deals crushing damage to multiple targets by calling forth a 
5 : 400 ( Wat 2 g u gets by 
c Rhapsody ey walsh L crete storm with the music, Damage is modified by TP. 

2 e tt cl i mi a é tt 

8 Forced Fermata 100 (All) | i A short-range instrument attack that deals crushing damage to a single target by binding them with 


musical energy. Accuracy is modified by TP. Has a chance to Stop the target. 


BEOWGUNS®) 


Weapon skill reflecting proficiency with blowguns. Ac- 


curacy and damage increase: with rank. 
+ 


Prerequi Skill Points 


50 


_ Amedium-range blowgun attack that deals piercing damage to a single target with a surge of cold 


2 rigid Bla { e ¥ 15 
a Frigid Blast 00,(All) ice a | 2 air. Accuracy is modified by TP. 
A medium-range blowgun attack that deals piercing damage toa single target with a jagged thunder- 
Si i if a . i 5 
: ean SUE on Lightning ve Peed bolt. Accuracy is modified by TP. Has a chance to Stun the target 
A medium-range blowgun attack tha shing damage to a single t a flamir 
6 Heaven's Scorn 100 (All) Fite 2-4 1 125 A medium-range blow gun attack that peas crushing damage to a single target by loosing a flaming 
arrow. Accuracy is modified by TP. Has a chance to Charm the target. 
8 Venom Stina 190 (All) z 2-4 { 430 A medium-range blowgun attack that deals piercing damage to a single target with a dart laced with 


primitive venom. Accuracy is modified by TP. Has a chance to Poison the target. 


MENTS GLEVELy) BOWSIO) 


Weapon skill reflecting proficiency with bows. Accuracy 


and damage increase with rank. 


[Prerequisite sili Poinis 


| Description 
A long-range bow attack that deals piercing damage to a single target with an impaling shot. Ac- 


2 ark We 0 (Al - 3-7) | 1 15 
is PERE ea oe curacy is modified by TP. Has a chance to Leaden the target 

= A tong-range bow attack that deals crushing damage toa single target with a shot that penetrates 
4 i ersh 3 : i 

STARS CO HUAN ey i ee both body and mind. Damage is modified by TP. Has a chance to put the target to Sleep, 
6 rc .. Along-range bow attack that deals crushing damage to a single target by loosing a flaming arrow. 
ar 3last Fire - y 
e Flaming Blast} 100,(Al) i a : ee Accuracy is modified by TP. Has a chance to Charm the target. 
range Dow ail E srushi c ashi lightning bolt 

8 Empyreal Shot 100 (All) Lightning 4-8 1 430 A long-range bow attack that deals crushing damage to a single target by unleashing a hia! 1G 


that seeks the hearts of all sinners. Damage is modified by TP. Has a chance to Shackle the target. 


4 CROSSBOWS 
Weapon skill reflecting proficiency with crossbows. Ac- 


curacy and damage increase with rank. 

Prrewiste | ullfone 
= 50 

EROSSBOWS: FINISHING MOVES 


Description 


A long-range crossbow attack that deals slashing damage to multiple targets with an alchemical 


3rimsi a ( B 2 +15 e 
2 Brimstone Hail 100 (All) Fire 3-5 1 blaze, Damage is modified by TP. 


= Ajong-range crossbow attack that deals piercing damage to a single target with a shot to the under- 
j : o g 
s Obiond TODA) oy iby it A belly. Damage is modified by TP. Has a chance to Bind the target 


Triple medium-range crossbow attacks that deal piercing damage to a single target by {oosing a vol- 


hwa 0 : 3-4 25 : 
Deathvall TOCA) = i Mee ley of viciously barbed bolts. Accuracy is modified by TP. 


A long-range crossbow attack that deals Crushing damage to a single target by unleashing a wither- 


2 Sanctus Flare 100 (All ; he i 320 ing barrage that bends the flow of time. Accuracy is modified by TP. Has a chance ta Stop the target 


cr =i ee 
KO EUSIES) CTASS-REQUIREMENT & LEVEL — 


Weapon skill reflecting proficiency with fusils. Accuracy 


and damage increase with rank. 


Crossbows 390 
FUSILS: FINISHING MOVES 
Skill Rank | Finishing Move ae Elemental Affinity Range Area | RT | Description 


" . A long-range fusil attack that deals piercing damage to a single tar vhile bewildering them with a 
age Strike . 4 1 | 448 i : 
E Mirage Strike | 100 (All) 8 7 phantasmal vision Accuracy is modified by TP. Has a chance to in| ict Stagger 


: z A long-range fusil attack that deals Piercing damage to a Single target with a breakneck shot Ao- 
a Ranid Blast 100 (All) oy y ay curacy |s modified by TP. Has a chance to inflict Misstep. 


ra | attacks deal pit Gamage to a single target by unleashing a salvo 
6 Scatter Shot 100 (All) Air 4-9 { 425 A pair of long-range fusil attacks that deal piercing damage to a single target by unleashing a sal 
carried by a howling wind Damage is modified by TP. 


Ay A long-range fusil attack that deals Piercing damage to a single target with a bolt of radiant energy 
E peices Hormel) Eightring fae a0 that lays waste to the wicked. Damage is modified by TP. Has a chance to Silence the target 


laa 
CLASS,REQUIREMENT. & LEVEL 


Weapon skill reflecting proficiency with thrown weapons. 


Accuracy and damage increase with rank. 


Loremaster skill reflecting study of the inner workings of 
human units. Damage against human units and ease of 


recruiting them increases with rank. 


ERATOLOGY.) 
Loremaster skill reflecting study of the inner workings 
of beast units. Damage against beast units and ease of 


recruiting them increases with rank. 


RPETOLOGY) 


Loremaster skill reflecting study of the inner workings 


GLASS REQUIREMEN.L.OGLEVELy)= 


) axl) 9 VEN ce) i) 
sae oat ish lO eee ee 

1 of reptile units. Damage against reptile units and ease of 
recruiting them increases with rank. 


Prerequisite Skill Points 


: 120 


———ee 
CLASS REQUIREMENT. 6 LEVEL DRACONOLOGY)) 
} ee PIAL Loremaster skill reflecting study of the inner workings of 
dragon units. Damage against dragon units and ease of 
recruiting them increases with rank, 


Prerequisite Skill Points 


= 120 


CLASS REQUIR| 


Loremaster skill reflecting study of the inner workings 
of divine units. Damage against divine units and ease of 


recruiting them increases with rank. 


Loremaster skill reflecting study of the inner workings 
of umbra units. Damage against umbra,units and ease of 
recruiting them increases with rank, 


Prerequisite Skill Points 


= 120 


RES 

EQUIREMENLL & LEVEL ya 
Loremaster skill reflecting study of the inner workings 
of faerie units. Damage against faerie units and ease of 
recruiting them increases with rank. 


Prerequisite Skill Points 


- 120 


EVASS REQUIREMENTS LEVEL TMHANATOLOGY 
Loremaster skill reflecting study of the inner workings of 
phantom units. Damage against phantom units and ease 


of recruiting them increases with rank. 


Prerequisite Skill Points 


=| 
a 
= 
> 


RSL 
CLASS, REQUIREMENT. & TEVEL 


Loremaster skill reflecting study of the inner workings 
of golem units. Damage against golem units and ease of 
recruiting them increases with rank. 


Prerequisite Skill Points 


120 


aoe 
WweCLASS REQUIR MENT. & LEVEE 


Raises the power of the air element. Damage and resis- 
tance bonus increase with rank. 


Prerequisite | Skill Points 
120 


Raises the power of the earth element. Damage and 


resistance bonus increase with rank. 


Prerequisite | Skill Points 


120 


N@ELASS REQUIE 


. SSS 
Raises the power of the lightning element. Damage and 
résistance bonus increase with rank. 


Prerequisite Skill Points 


120 


( AUGMENTAWATER} (CLASS. REQUIREMENT & LEVEL 


eee 


Raises the power of the water element, Damage and 


Tesistance bonus increase with rank. 


Prerequisite | Skill Points 


120 


erate e ay ~cerenamuenere 
WeGLASS REQUIE IREMENT & LEVEE 


Raises the power of the fire element. Damage and resis- 
tance bonus increase with rank. 


Prerequisite | Skill Points 


120 


{ AUGMENTICE CLASS. REQUIREMENT © LEVEL 


a AR, 


Raises the power of the ice element. Damage and resis- 


tance bonus increase with rank, 


Prerequisite Skill Points 


120 


Raises the power of the light element. Damage and resis- 


tance bonus increase with rank, 


Prerequisite Skill Points 


= 120 


CLASS REQUIREMENT,6cLEVEL, > AUGMENT) DARKNESS 


Raises the power of the dark element. Damage and resis- 


tance bonus increase with rank, 


Prerequisite Points 


CIASS REQUIREMENT, 6LLEVEL, 


eas EE 53 ta E Grants a chance to completely avoid melee attacks. 
12| - | = | 12} 42) 12) 12) 12) 12) 12) 12) 12) 4 


Prerequisite Skill Points 


= 240 


Grants a chance to completely avoid ranged attacks. Does 


not apply to fusils. 


Prerequisite | Skill Points 


a 240 


ETASS REQUIREMEN OVERROW, 


Nullifies the Parry skill 


Prerequisite Skill Points 


3 400 


20] 20} - | - | - | 20) 20) 18} 20) 20) 20) 20) 20) 20} - | - | 0) 16} - | - |21/20)20) - 


Grants a resistance bonus to Petrify, 


Prerequisite Skill Points 


= 90 


Grants a resistance bonus to Stun. 


Prerequisite Skill Points 


90 


a 
3 


“CLASS REQUIREMENT & LEVEL 
ae if a 14 
ica : 


CLASS REQUIRE, 


Grants a resistance bonus to Charm. 


Prerequisite Skill Points 
i 90 


(RESIST) POISON 


Grants a resistance bonus to Poison. 


Prerequisite | Skill Points 
; 90 


Grants a resistance bonus to Silence. 


Prerequisite | Skill Points 


= 90 
Grants a resistance bonus to Slow. 


Prerequisite | Skill Points 


5 90 


SIST|BIND 


Grants a resistance bonus to Bind. 


Prerequisite Skill Points 


G 90 


Grants a resistance bonus to Shackle. 


Prerequisite | Skill Points 


4 90 


ETASS REQUIREME! ENTS LEVEL, 


IRESISTESTIOP, 


Grants a resistance bonus to Stop. 


Pree sasieoins | 
- 370 


15} 15} 15) 15 1511 16 


CLASS REQUIREMENTS TEVEL,) RESISTIL EADEN 


Grants a resistance bonus to Leaden. 


13 


13 | 13 


13 13 13 


13] 13/13] 13 | 13} 13) 13) 13| 0 


wn 


Prerequisite _skiliPoints | 


260 


13} 13 13 13 13 


13 | 13} 13} 13 


OVW 


CLASS. REQUIREMENT Sc LEVEL RESISI/REARD) 


Grants a resistance bonus to Fear. 


Prerequisite Skill Points 


= 240 


10) 10 10/10) 8 | 10) 10/10) 10,10) 10}10) 10/10 0 


10/10) 10 10 10 10 10 10}10|10 10) 9 12/12/12) 12 12 


12|12)12 


CASS REQUIREMENT. LEVEL, )- RESISTAV, 


18) 16 | 18/18 18 15/18/18) 18 18 18 18, 18/18/15) 14/17/17|17) 17) 17 


———— _— ee ; % 
Mae ATTENUATE/AIR 

{ath | ! "} Reduces air damage. Amount reduced increases with 

18/18 18/18/ 18/18/18 8 18/ 18/18/18) 18 18|18| 18 18 Augment Air rank. 


Prerequisite Skill Points 


Augment Air 440 


18/18 18] 18] 18) 18] 18/18] 18] 18|18|18|18| 18] 18) 18/18] 18/181 18/18/18) 1811813 


FATTENUATE|EARTH 


Reduces earth damage. Amount reduced increases with 


Augment Earth rank. 


=) Ey 
Saad : =i ‘ Ite | Prerequisite Skill Points 
18/18 / 18/18/18 18/18) 18) 18) 18| 18| 18/18 18/18/18 18) 18| 1818/18/18 |18 18/18 ‘Augmient Earth 


(CATITENUATE|WATER 


(VATITENUATE|FIRE! SCTASS REQUIREMENT c 


{RAMPARTVAURA\ 


CLASS REQUIREMENT & LEVEL 


Reduces lightning damage. Amount reduced increases 


with Augment Lightning rank. 8 1 18/18/18 18 18/18 18/18/18 | 


Prerequisite Skil Points AWE a aie Eee 
Augment Lightning 440 18/18 18) 18! 18 18 18/18) 18 18/18) 18 18/18) 18) 18/18/18) 18/18/18) 18 18 18 18 


Reduces water damage. Amount reduced increases with 


Augment Water rank. 18 18) 18/18) 18| 18/48 18/18/18) 18|/18!18)/18/18 18 18! 18'18/18/18/18 18/18 18 18 
Prerequisite Skill Points 


. 
18} 18 | 18/18) 18/18/18) 18) 18| 18/18) 18/18|18|18/18/18|18/18 | 18) 18 


Augment Water 440 18/18)18 18 


Reduces fire damage. Amount reduced increases with 


Augment Fire rank, 


Augment Fire 


18 18 18 | 18) 18) 18) 18/18/18 18/18) 18 18 


18/18 | 18/18/18) 18/18/18 18 


+ 


JATMTENUATE|ICE: \eCLASS-REQUIREMENT & LEVEL 


Reduces ice damage. Amount reduced iner 


s with 


Augment Ice rank. 18/18/18 18) 18/18/18 18/18 18/18) 18/18|18/18 18/18/1818 18/18/ 18118 18/148 18 


Augment Ice 18 18 18/18 18 18 18) 18} 18/18/18) 18/18) 18 18) 18) 18/18/18 18/18/18,18/ 18/18 


JATTENUATEILIGHT: CLASS REQUIREMENT & LEVEL ——== 


Reduces light damage. Amount reduced increases with 


Augment Light rank. 18/18 18) 18/18/18) 18/18) 18/18) 18) 18) 18/18 18/18/18 18/18/18 18/18! 18/18 18/18 


ree Te 


oe 


18/18) 18 18/18) 18) 18 18 18 18 18| 18 18) 18) 18) 18) 18} 18 18! 18) 18 


18/18/18 


WeCLASS HEQUIREMENT & LEVEE 


Reduces dark damage. Amount reduced increases with 
Augment Dark rank. 


18 18/18) 18 18] 18) 18] 18| 18) 18] 18 | 18) 18) 18 | 181 18] 18 1811814 


Prerequisite Skill Points 
Augment Dark 440 18 18) 18 


18/18/18 18) 18| 18) 18/18/18 18) 18 


An aura that extends 1 tile from the front, rear, and sides 
of a unit, halting enemy movement (up to an elevation 


difference of 3). 


Prrvewusie | sillPanis 
: 50 


CLASS REQUIREMEN_S LEVEL RAMPBARIT/AURA\IID) 


An aura that extends 1 tile from the front and rear, and 


2 tiles from the sides of a unit, halting enemy movement 


(up to an elevation difference of 3 


Rampart Aura | 330 


RAMPART/AURAIIII 


An aura that extends 1 tile from the front, front left, front 
right, and rear, and 3 tiles from the sides of a unit, halting 
enemy movement (up to an elevation difference of 4). 


Prerequisite Skill Points 


Rampart Aura I! 530 


RAMPARTVAURAIIVE) 


An aura that extends 2 tiles from the front and rear, 1 tile 


from the front left, front right, rear left, and rear right, 

and 3 tiles from the sides of a unit, halting enemy move- 
Prerequisite | Skill Points 
Rampart Aura Il! 710 


CLASS REQUIREMENT.6. LEVEL, ) COUNTERATTACKI) 
} Launches a counterattack dealing 25% of normal damage 

after being targeted by a weapon or unarmed attack, as 

long as the attacker is within range. 


Prerequisite Skill Points 


120 


COUN AIANE 


Launches a counterattack dealing 50% of normal damage 


GLASS REQUIREMENT.6. LEVEL 


after being targeted by a weapon or unarmed attack, as 


within 


long as the attacker i: 


wierd pat 
4 


13) 13) 13/13) 13) 13) 14) 14 3 Counterattack | 330 


COUNTERATTACKIIIID) 


Launches a counterattack dealing 75% of normal damage 


after being targeted by a weapon or unarmed attack, as 


long as the attacker is within range. 


Prerequisite Points 
Counterattack II 500 


COUNTIERATMACKIV) 


Launches a counterattack dealing 100% of normal dam- 


age after being targeted by a weapon or unarmed attack, 


as long as the attacker is within range. 


31 ie | So ies Fes | 8 Counterattack II! 650 


DIS 


> 


( KNOGKBACK(| CESS REQUIREMENT © LV = 


Grants a 25% chance of pushing an enemy back 1 tile 


when a weapon attack hits 


JPrerenuiste sui Points | 


KKNOCKBACKIII 


Grants a 50% chance of pushing an enemy back 1 tile 


when a weapon attack hits. 


ee ee 


Knockback | 


14/13/13) 14) 14/12/14) 14 


1413 14/13/14 15 12 12|12 12 12} 12) 12 


KNOGKBAGKIIII CLASS. REQUIREMENTS TEVEL 


Grants a 75% chance of pushing an enemy back 1 tile 


when a weapon attack hits, 


Prerequisite Skill Points 


Knockback II 480 


1/23 a1 


- |23)| 23) 23 | 20 
| ~T 


sKNOGKBACKIIV) 


Grants «100% chance of pushing an enemy back 1 tile 


when a weapon attack hits, 


Knockback II} 


Grants a bonus to physical attacks. 


- 120 


CLASS REQUIREME NT ro LEVEL 


Grants a bonus to physical attacks. 


Prerequisite Skill Points 


Strengthen | 370 


15] 17) 17} 15} 17 


16 | 18) 18/18) 18) 18/17 


Grants a bonus to physical attacks. 


Prerequisite Skill Points 


Strengthen |! 560 


27129) - ~ 26/28 | 28/26/2826 28/28/29 28) - - | 0/28} - | - | - }26 


25| - | - |28/28/28/ 28/28 28) 27/97 


CTASS REQUIREMENT. SCLEVEL, 


EMEN TS LEVEL 


STRENGTHEN IV 


Grants a bonus to physical attacks. 


Prerequisite Skill Points 


Strengthen III 740 


FORTEYS! 


Grants a bonus to physical defense. 


Prerequisite sill Points 


120 


FORMEYAI 


Grants a bonus to physical defense. 


Prerequisite 


Fortify | 


FORTIFY 


Grants a bonus to physical defense. 


Fortify 11 560 


FORTIFYAIV 


Grants a bonus to physical defense. 


Prerequisite | skiliPoints 
Fortify li 740 


Grants a bonus to magic attack. 


Prerequisite Skill Points 


120 


SPEUUGRARTII 


Grants a bonus to magic attack. 
Prerequisite Skill Points 
Spelicraft | 


OV 


AUSPELLUGRAFTpIII 


Grants a bonus to magic attack. 


| Prereauisite Skil Points | 


Spellcraft | 610 


30/32/32] - | - | - | - | - |82] - | - | - |29/31] 0 | - |32/ 30] 29] - - | 28/29/34 


a a ey 


CTASS REQUIREMENT & LEVEL 


Grants a bonus to magic attack. 


Prerequisite Skill Points 


Spelicraft #1 820 


{ RESISTANCE! CLASS REQUIREMENT © ———= 
Grants a bonus to magic resistance. 


Prerequisite Skill Points 


10| 10 8 | 9} 10/10} 10} 10/10/10! 8 10/10) 8| 6) 0/10;/8|7/)8!10/10\ 8/8/18 
. raha Gy oy] r T 
10}8|8}8/8{8}8|}8}8/7/7/9)\10)10/10/1016/6)6]6 


4 - 
10; 9 | 8 | 10/10 


Grants a bonus to magic resistance. 


Prerequisite | Skill Points aed oy Bet oe TPS yt ete ale Mle BL a et ad 
Recistanca'l 440 22| 21 | 20| 22 22 20/20) 20/19/19) 21/22/22 


GESATEIM <CTASS REQUIREMENT & LEVEL 


Grants a bonus to magic resistance. 


Prrreniste | stilPuins | 


Resistance I! 650 - 13 ete 32/32 32) 32/3 


2 | $2 | 32 31 | 31/33) 3 30 | 30 | 30 | 30 


Grants a bonus to magic resistance. 


Prerequisite | Skill Points 
Resistance III 830 


AUTRUESTRIKE|I 


Grants a bonus to melee accuracy. 


Prerequisite Skill Points 


CL ASS. "REQUIREMEN, T& LEVEL 


MRUESTRIKEI 


Grants a bonus to melee accuracy 


Prerequisite | Skil Points| 


Truestrike | 370 


15/16/18) 16) 16/16 | 18/18 16 16/ 16/16/16 16) 16|16|17|18|18| 18} 18) 15 


CLASS REQUIREMENT.6 LEVEL, TMRUESTRIKE!II| 


Grants a bonus to melee accuracy. 


[Prerequisite SuillPoints 


29/3 Truestrike I! 580 


CLASS. REQUIREMENT & LEVEL 


MRUESTRIKENN, 


Grants a bonus to melee accuracy. 


Prerequisite sui Points | 


rike tt 770 


39 | 40 | 40 | 40 | 38 | 40 | 38 | 38 


40) 40/40! - |42| 40/40! 40 | 40| 40 | 40| 40 40 | 41 | 42 | 42 


Grants a bonus to ranged accuracy 


Prerequisite | skill Points 


Trueflight | 390 


19/16} 19/19/19|19|19| 19 199/19 | 15/17) 18/19/19) 19| 0 |17/19| 19) 19) 16) 19) 19| 19) 19 


Grants a bonus to ranged accuracy. 


Prerequisite | skit Points 


2101s RSauga UE RU BS oh CUT SEAT esc Sok Pes ad ees | Ue) Vc) (ad Paces Val PAST Bsc Ve) el bes Trueflight I! 600 


31/31) 28 31/31/31) 3 


Trueflight til 


289, 


<SPELUSTRIKE!| CTASS REQUIREMENT & LEVEL 
= SEAS 
Grants a bonus to magic accuracy. 


Prerequisite iii Points | 


CLASS REQUIREMENT & LEVEL = 


Grants a bonus to magic accuracy. 


Prerequisite ee ee 


Spellstrike | 


19 1914 


14 | 16 


eSPELUSTRIKEIIII (CLASS. REQUIREMENT & LEVEL 


Grants a bonus to magic accuracy. 


Prerequisite ‘Skill Points 


Spellstrike I! 550 


27 | 25| 28; 0 | 0 


+ 


Grants a bonus to magic accuracy. 


Prerequisite Skill Points 


Spellstrike 11 720 


{ DODGE! <CTASS- REQUIREMENT 


Grants a bonus to melee avoidance. 


Prerequisite Skill Points 


120 


{ DODGE\II; 


Grants a bonus to melee avoidance. 


Dodge | 390 


15/19! 19 


18) 19/19/19) 16) 17/18/18) 16 Bed SE 


7/17/17} 18|19| 19/19) 19} 16 16/18) 18 i 


( DODGEIII| CLASS, REQUIREMEN, 


Grants a bonus to melee avoidance. 


Prerequisite Skill Points 


Dodge II 600 


28 | 29 | 30 | 30 | 28 0 | 27/31/31 


30 | 27 | 27 


30/31) 31/31 31 | 30) 31/31 


Mb 
30 30 


28 | 29 | 31 | 30 30| 30 31 29 | 29 | 29 | 29 | 29 | 30} 31 | 31 | 34 


28 | 28 


29 


290 


DODGE, 


Grants a bonus to melee avoidance. 


Prerequisite Skill Points 


Dodge II! 


————— CLASS | REQUIREMENTS SOLEVEL SIDESTEP)! 


Grants a bonus to ranged avoidance. 


8 
Prerequisite | skitiPoints 
: 150 


NT 6CLEVEL SIDESTEPII 


Grants a bonus to ranged avoidance. 


requisite Points 


18 


1817 


16 | 22 | 2 0 16 | 22 


SIDESTIEPJII 


Grants a bonus to ranged avoidance. 


610 


34 | 34) 34 34 | 34) 28 2 


SIDESIEPIIV 


Grants a bonus to ranged avoidance. 


Prerequisite sill Points 


Sidestep II! 800 


SPEUL|WARD)! 


Grants a bonus to magic avoidance. 


Ce 


Grants a bonus to magic avoidance. 


Prerequisite Skill Points 


Spell Ward | 400 


18| 20 | 21 | 21) 21) 19) < 2 16/18) O |21/18\17|19) 21/21) 16 17) 18 


291 


ye 
S 


{ SPEUIAWARD)III 


Grants a bonus to magic avoidance. 


Prerequisite Stl Points | 


Spell Ward I! 610 


Grants a bonus to magic avoidance. 


Prerequisite sain Points 


Spell Ward {11 800 


CONSTITUTION 


Increases Max HP by 10%. 


a 


200 


CONSTITUTION 


Increases Max HP by 20%. 


Prerequisi Skill Points 


Constitution If 420 


CCONSTITUTIONTINI 


Increases Max HP by 30%. 


quisite Skill Points 


Constitution I! 610 


CONSTITUTION|IV, 


Increases Max HP by 40%. 


Prerequisite Skill Points 


Constitution tI) 790 


INSIGHT 


Increases Max MP by 10%. 


Prerequisite Skill Points 


170 


“WeCLASS-REQUIREMENT & LEVEL 


CLASS, REQUIREMENT & LEVEL 


eC LASS. REQUIREMENT. & LEVEL == 


CLASS REQUIREMEN. 


18 | 19 | 22 | 2 


18/18) 18/19} 19/21 | 22/17) 20/20/20) 20, 20/ 20/21 | 21/20 1919 22 | 22 & 


33 | 33/33 30/33/33] 0 
ay) Shy eT: 


3 | 33 | 30 


41/40] - | - | - /41/40/44!44/40} - | - | - [ay 


i 


+ i 


CLASS REQUIREMENTS L 


CTASS REQUIREMEN, 


TG LEVEL, 


CLASS REQUIRED 


INSIGHT 


Increases Max MP by 20%. 


Prerequisite 
Insight | 


INSIGHT II 


Increases Max MP by 30%. 


a 


Insight It 610 


Increases Max MP by 40%. 


Prerequisite Skill Points 
Insight U1 790 


EXPANDIMIND)I 


Increases the rate of MP restoration. 


Prerequisite 


EXPAND)MIND)II 


Increases the rate of MP restoration. 


Pere Tsaironts | 


EXPAND) MIND)III| 


Increases the rate of MP restoration. 


Prereqi | Skill Points 
Expand Mind | 42 


EXPAND)MIND)IV, 


Increases the rate of MP restoration. 


Prerequisite { Skill Points 


Expand Mind tll 760 


e 
= 


1 


294 


CHANNELING)II eG LASS. REQUIRE 


Reduces the MP cost of spells by 10%. 


Prerequisite Stil Points | 


Channeling | 420 


hSTONEPROOF 


Grants immunity Peteify. 


Resist Petrify 10000 


SCHANNELINGII CLASS REQUIREMENTS EVES — 
Rens : 3 


Reduces the MP cost of spells by 5% 


Sl fe y WFR lok fa NICS 
Prerequisite Skill Points Csi Pt H ? oA P, 


200 


18/19/21} 23/23} -|-}-|-]-]-]-|19}201 0 - [18/191 18/23/23 | 101 18 


23} 17 | 23 


Reduces the MP cost of spells by 15%. 


Prrremiste | suilrains 


Channeling I 610 


Reduces the MP cost of spells by 20%. 


Prerequisite Skill Points 
Channeling II! 790 


Grants immunity to Stun. 


Prerequisite i Skill Points 
Resist Stun 10000 


Grants immunity to Sleep. 


Prerequisite skit Fain | 


Resist Sleep 40000 30 30 30 | 30 | 30 30 30 | 30 30 30 30 | 30 30 30 | 30 | 30 30 30 | 30 30 30 30 30/30/30 


30 30 | 30 | 30 | 30 


CLASS REQUIREMENT.& LEVEL 


and 


30 | 30 | 30 30 | 30 | 30 


30 | 30 | 30 | 30 | 30 30 3 


CLASS. REQUIREMENT. S LEVEL 


He ae 


ASS "REQUIREMENT, & LEVEL 


NAS LEVEL 


30 | 30 30 30 | 30 | 30 


ee UNS REQUIREMENT S_LEVEL, 


tae 


30 | 30 30/30/30 30 30 30| 30) 30 | 30) 30 
i! WEN PS Ge ee 
iPS. NM e 


0 | 30 | 30 


30/3 


30 | 30| 30/30/30! 30 | 30| 30 | 30 | 30 | 30 | 30 


30 | 30 | 30 | 30 30 | 30 | 30 30 30 | 30 | 30 30 30 30 | 30 30 | 30 | 30 | 30 30 : 


30 | 30 | 30 | 30 | 30 


gE EASS REQUIREMENT, & LEVEL, 


30 | 30 | 30 ou 30 | 30 | 30 | 30 | 30 2 30 | 30 a 30 30 | 30 30} 30 | 30 30 | 30 | 30 | 30 
r 


30|30 30 


¢ 


ARMPROOF 


Grants immunity to Bewitch and Charm. 


10000 


Resist Charm 


FOOLERROO 


Grants immunity to Spendthrift and Paranoia. 


sul Pits 


10000 


Resist Sleep 


ROISONRROOF 


Grants immunity to Poison. 


Prerequisite Skill Points 


10000 


Resist Poison 


LENCERROOF, 


Grants immunity to Silence. 


Prerequisite Skill Points 


40000 


Resist Silence 


SUOWPROOF, 


Grants immunity to Slow. 


Skill Points 
10000 


Prerequisite 
Resist Slow 


STOPPROOF 


Grants immunity to Bind, Shackle, and Stop. 


Skill Points 
10000 


Prerequisite 
Resist Stop 


DPROOF. 


Grants immunity to Leaden. 


Skill Points 
10000 


Prerequisite | 
Resist Leaden 


295 


( RPROOF CLASS Rrour 


wae 


Grants immunity to Fear. 


Prerequisite | Skill Points 
Resist Fear 10000 


30/30 30/30/30 30/30 30 30 | 30 | 30 | 30/30/30 | 30 


fOVENOMPROOF: CTASS REQUIREMENT. & LEVEL 


\WeKELASS REQUL 


Grants immunity to Venom. 


Prerequisite Skil Points | 


Resist Venom 10000 


« CURSEPROOF: 


Grants immunity to Wither, Addle, and Curse 


Prrenuste | sillPaiis | 


Resist Curse 10000 


30 30 | 30 | 30 | 30 30 | 30 | 30 30 30 | 30 30 30 | 30 | 30 | 30 | 30 30 20 


KSWIETEOO Tis 


Increases Move by 1. 


Prerequisite Skill Points 


460 


{CSWIETEO Oss 


Increases Move by 2. 


Swiftfoot | 790 


Tncteases traversable elevation difference by 1. 


Frrequste )suilrains | 


- 500 


23 | 23 | 23 | 23 | 2 


<JUMPIII CLASS REQUIREMENT & LEVEL 


wee ee 


Increases traversable elevation difference by 2 


Prerequisite Skill Points 


Jump | 820 


CTASS REQUIREMEN.L.S.L 


PENAL Sc LEVEL, 


WADE! 


Allows movement through water at a movement cost of 2. 


Prerequisite Skill Points 
220 


Allows movement through water at a movement cost of 1. 


[Prerequisite Sul Points 


Wade | 420 


An aura that extends to the four tiles immediately 
adjacent to the unit, preventing Undead from stopping in 


those tiles (up to an elevation difference of 4). 


Prerequisite Skil Points 


An aura that extends 2 tiles from the unit, preventing 
Undead from stopping in those tiles (up to an elevation 
difference of 4) 


Prerequisite Skil Points 


Sanctuary | 690 


STEADFASIT 


This skill grants immunity to knockbacks when assigned. 


Has no effect on damage taken. 


Prerequisite sill Points 


Knockback | 370 


Adds the Double Attack melee attack command when: 


two one-handed melee weapons are equipped, 


Prerequisite | suiiPoits 


Displays a guide showing the trajectory of ranged weapons. 


Prerequisite sui Ponts 


2 


Prerequisite ee St Points | 


390 


Allows access to Category I consumables when using the 


Inventory command. 


{JFIELDJALCHE! ivi | 


Allows access to Category TI consumables when using the 


Inventory command. 


Prerequisite 
Field Alchemy | 


Allows access to Category II consumables when using 


the Inventory command. 


Prerequisite 
Field Alchemy II 370 


Allows access to Category IV consumables when using 


the Inventory command. 


Field Alchemy {11 500 


Increases Max TP (Tactical Points) by 25. 


[Peruse silo 


\MAXGTPII 


Increases Max TP (Tactical Points) by 50. 


Prerequisite ee Still Points | 


Max TP | 480 


Grants immunity to Rampart Aura. Move is reduced by 1. 


wae 


\\ “Se 


Nee IER 


CLASS.RE REMENT. ws LEVEE 


CLASS REQUIREM 


16/16 


16/16/16) 16/16) 16/16 


16 16 | 14 


16 | 16 


16| 16 | 16 


eee 
CLASS REQUIREMENT. & LEVEL 


24) 24 24/24/24) 24 24 


24 | 21 | 24 | 24 


24 | 24 | 24 | 24 24 24 | 24 | 24 


| pemaaheenaniar anaemia = 
@ELASS. REQUIREME ENT. & LEVEE r. 


0/0/0) 01/10/1010) 0 


EQUIREMENT & LEVEL 


CLASS,.R 


O;o;0j;0 20|20| 0 | 0/20/20) 20/ 20|20/20/ 20 20 29 


20 | 20 | 20 | 20 | 20/| 20 | 20 | 20 


0/0 40/40, 0 


0}0)0/0 40/4 40 | 40| 4040/40/40 | 40| 40 | 40/40/40) 40 40) 4 


CLASS REC QI REM ENT, 


ASS, REQUIREMENT, 


14/14/15) 15) 15/ 15/15/15) 15| 15 15 i 


IMAXGTPIIIL 


Increases Max TP (Tactical Points) by 75. 


Prerequisite Skill 


Max TP II 


MAXGTPLIV, 


Incre; 


Max TP (Tactical Points) by 100. 


Prerequisite Skill Points 
Max TP lil 800 


rd 


TREASURE|HUNIT I 


Improves the quality of buried treasure discovered. 


Prreque sults | 


390 


TREASUREJHUNTII 


Significantly improves the quality of buried treasure 


discovered. 
Prerequisite Skill Points 
Treasure Hunt | 650 


Increases the rate of TP (Tactical Point).restoration. 


Increases the rate of TP (Tactical Point) restoration. 


Tactician | 630 


Reflects 10% of damage taken back at the attacker. 


Includes attacks using weapons, special skills, and item 


effects. 


Prerequisite Skill Points 


350 


VW 8 STIS 


JREFUEGTIDAMAGEIII 


Reflects 20% of damage taken back at the attacker, Includes 
attacks using weapons, special skills, and item effects, 


Prerequisite Skill Points 
Reflect Damage | 650 


sREFLECT/MAGIG)I 


CLASS, REQUIRE, 


Reflects 10% of magic damage taken back at the caster, 
Includes Ninjutsu and War Dances. 


Prrrequste )skileains 


CLASS REQUIREMENT & LEVEL 


Reflects 20% of magic damage taken back at the caster, 
Includes Ninjutsu and War Dances, 


Prerequisite 
Reflect Magic | 


YABSORB)MPIl (CLASS REQUIRE, 


tee 


Absorbs 20% of the MP cost of damage-dealing spells when 
targeted by them. 


/ABSORB|MPIll 


Absorbs 40% of the MP cost of damage-dealing spells when 
targeted by them. 34/35, 0 


Prerequisite Skill Points 
Absorb MP | 660 


ACTION SKILLS 


Select the Skills command to use action skills in battle. Action skills consume the indicated amount of TP when cast. 


MIRONIMAIDEN go ay GRETA (HUAPANGOJWINDS; mh 


Fae Dun Remove Bound, Shackle, and Stop from friendly x : : 

Tnflict Wither and Poison on enemy units within 1 : e ih dae i Inflict Stagger and Air Averse on enemy units 

fed c. é * units within 1 tile. Chance of success increases with Pr, ines = ese, 

tile. Chance of success increases with rank. Se within 1 tile. Chance of success increases with rank, 
rank 


Class (Lv.) Requirement 
Dark Priest (20) 


Class (Lv.) Requirement 


Ranger (13), Knight Commander (14) Vartan (10) 
Prereg. SP | Range Area TP Prereg. SP = Range Area TP RT Prereq. SP Range Area TP. RT 
: 480 1 2 50 3 350 1 2 50 +20 5 290 1 2 50 +20 


Remove Leaden from the caster. Chance of success 
increases with rank. 


Stun enemy units within 2 tiles. Chance of success 


Hobble enemy units within 1 tile. Chance of 
increases with rank. 


success increases with rank. 


Class (Lv.) Requirement 


Class (Lv.) Requirement Class (Lv.) Requirement 


Gryphon (12), Cockatrice (12) Cyclops (16) Cyclops (6) 
" 
Prereg. SP Range Area TP RT Prereq. SP | Range Area {TP RT Prereq. SP Range Area ‘TP [RT 
300 = 330 1 Hl 40 +18 | 5 400 1 3 50 +20 = 200 1 2 50 +20 | 


Silence enemy units within 1 tile and reduce their 
MP by 25% of max. Chance of success increases 
with rank. 


Class (Lv.) Requirement 
Juggernaut (24) 


Prereq. Range Area TP RT 
50 +20 


. ‘SP 
- 550 1 2 
STEAL 


Steal items from enemies. Success rate and variety 
of items that can be stolen increase with rank. 


Class (Lv.) Requirement 


Rogue (1) | 
Prereg. SP | Range Area Tt = SORT 
i 50 1 1 50 +20 | 


RUMPKIN|LURE 


Act as a decoy, Effect fades when struck by physical] 
attacks or damage. 


Class (Lv.) Requirement 


Familiar (1) | 
Prereg. SP Range Area TP RT 
é 50 1 1 40 +18 


SNEAK(ATTACK 


Cause melee attacks from behind to deal consider- 
ably more damage. 


Class (Lv.) Requirement 


Rogue (8) | 
Prereq. SP Range Area TP | AT 
= 240 1 1 40 +18 


CHECK 


Bind enemy units within 1 tle. Chance of success 
increases with rank. 


Class (Lv.) Requirement 
Juggernaut (16) | 
Prereg. SP | Range Area | TP RT 

= 400 1 2 50 +20 
BUAGK(MUGUS; 
Inflict Falsestrike and Water Averse on enemy 


units within 1 tile. Chance of success increases with 
rank. 


Class (Lv.) Requirement 
Octopus (3) 


120 1 2 


0 +16 


Prereg.| SP Range Area _TP RT 
= 3 | 


<BUOODYAC 


Put to Sleep and Silence enemy units within 1 tle. 
Chance of success increases with rank. 


Class (Lv.) Requirement 
Dark Priest (10) 


Prereq., SP Range Area TP RT 


290 1 2 50 +20 


AEMPOWER' 


(EMPOWERIBEASTI 


AWITCHiS;S MILE 


AMEDITATE 


(EMPOWER 


Enhance attacks by friendly golem units to deal 
maximum damage. Target area increases with rank. 


RAPIER 


Shackle enemy units within 1 tile. Chance of 
success increases with rank. 


Class (Lv.) Requirement 
Warlock (8) 


Hoplite (24) 


Prereq. SP ‘Range Area Tt ORT. Prereg. SP Range 
- 240 Rank 1 70 +24 | - 550 1 2 50 +20 


INTIMIDATE 


Cause the Readied Skills of enemy units within 1 
tile to Fade, Chance of success increases with rank. 


Enhance att: 
maximum da 


by friendly dragon units to deal 
. Target area increases with rank. 


Class (Lv.) Requirement Class (Lv.) Requirement 


Beast Tamer (12) Knight Commander (10), Juggernaut (8) 
Prereq. SP | Range | Area TP RT Prereg.. SP Range Area TP RT 
330 Rank 1 70 +24 | F 240 1 2 50 +20 


(AERIAINRESONANGE 


Inflict Air Averse on all enemy units within range. 
Chance of success increases with rank. Also grants 
Wind-Touched to friendly units in the same area. 


Enhance attacks by friendly beast units to deal 
maximum damage. Target area increases with rank. 


Class (Lv.) Requirement 
Beast Tamer (8) 


Class (Lv.) Requirement 
Shaman (12), Cloud Dragon (14) 


Prereg.| SP Range Area TP RT Prereg. SP Range Area TP _AT 


240. Rank 1 7o | 424 | | 


Inflict Earth Averse on all enemy units within 
range. Chance of success increases with rank. Also 
grants Earth-Touched to friendly units in the same 
area. 

Class (Lv.) Requirement 
Shaman (12), Earth Dragon (14) | 


Prereg. SP Range Area P RT 
120 1 2 50 +20 | 2 330 1 a 60 


CHARGEDJRESONANCE 
Tnflict Lightning Averse on all enemy units within 
range. Chance of success increases with rar Also 
grants Lightning-Touched to friendly units in the 
same area, 
Class (Lv.) Requirement 
Shaman (12), Thunder Dragon (14) | 


Charm enemy units within 1 tile. Chance of sue- 
cess increases with rank. Has no effect on female 
units. 

Class (Lv.) Requirement 
Wicce (3) 


Prereg. 


Force all enemy units to turn in your direction. 
Chance of success increases with rank. 


Class (Lv.) Requirement 
Patriarch (16) 


SP Range Areas TP ORT Prereg. SP Range Area =P RT 


400 1 ; 30 +16 | = 330 a4 2 60 +22 


AQUATIC 


Tnflict Water Averse on all enemy units within 
range. Chance of success increases with rank, Also 
grants Water~Touched to friendly units in the same 
area. 

Class (Lv.) Requirement 


Shaman (12), Flood Dragon (14) 


Prereq. | 


Restore a small amount of MP. The amount of MPR 
restored increases with rank. 
Glass (Lv.) Requirement 
Wizard (3), Patriarch (4). Warlock (0), Necromancer (0), 
Dark Priest (0), Princess (0), Shaman (0), Wicce (0), Lich (0) 
= 
Prereg. SP Range Area | TP. RT Prereg. SP Range | Area | TP 
120 "| i 15 +13 | = 330 1 2 60 +22 | 


Inflict Fire Averse on all enemy units within range. fi 
Chance of success increases with rank. Also grants 
Fire~ Touched to friendly units in the same area. 


Frighten enemy units within 2 tiles. Accuracy 
increases with rank. 


Class (Lv.) Requirement 
Shaman (12), Flame Dragon (14) 

Prereg. SP | Range Area TP | RT Prereq. SP Range Area IP RT 
480 1 3 30 +16 = 330 1 z 60 


Class (Lv.) Requirement 
Terror Knight (20) | 


DIDVW SS STIIAS 


PAtiempe to Win Divine unit to your cause, The 
lower their HP and loyalty, the higher the chance 
of success, The Sacrology skill also affects the 
outcome, 

Class (Lv.) Requirement 


Cleric (10), Priest (5), Princess (1), Divine Knight (1), all | 
other classes (0) 


Tnflict Ice Averse on all enemy units within range. 


Chance of success increases with rank. Also grants 
Tce-Touched to friendly units in the same area. 


Until net attack tur, unit will preempt incoming 
melee attacks with an attack of its own. Does not 
apply to attacks from outside the unit's attack 
range. 


Class (Lv.) Requirement 
Shaman (12), Frost Dragon (14) 


Prereg. SP Range Area TP RT Prereg. SP. Range Area 


Prereg. SP Range Area TP RT 
330 1 2 60 422 5 290 : : 4 | a8 - 240 1 1 
a LUMINOUSJRESONAN DEMONS ANIMATED 


Inict Light Averse emy units within 
range. Chance of success increases with rank. Also 
grants Light-Touched to friendly units in the same 
area. 


Attempt to Bind an Umbra unit to your cause. The 
lower their HP and loyalty, the higher the chance 
of success. The Daemonology skill also affects the 
outcome. 


Arc Dragon (14) Lich (1), ali other classes (0) 


Prereg. SP Range Area TP. RT Prereq. SP Range | Area TP RT Prereg. SP Range Areas TP 
- 350 1 2 60 | +22 | 220 - - 40 +48 


“Attempt #6 Persuade a Faerie unit to join your 
cause. The lower their HP and loyalty, the higher 


the chance of success. The Aurology skill also af- 
fects the outcome. 


Gx SHADOWJRESONANGE 


Ge Dark Avérse'on all enemy units within 
range. Chance of success increases with rank. Also f 
grants Dark-Touched to friendly units in the same 
area. 

Class (Lv.) Requirement 


Dark Dragon (14) 


Negate the effects of Condemn, allowing resurrec- 
tions to be carried out once mor 


Rogue (5), Vartan (5), Shaman (1), all other classes (0) 


| Priest (18), Divine Knight (15), Cleric (0). Princess (0) | 
Prereg. §P Range Area TP RT Prereg. SP Range Area 1™P RT Prereg. SP Range Area 1P 
3 350 1 2 60 +22 | z 220 = = 40 +18 | 2 390 1 1 50 


Attempt t6 Pérsuade a Human unit to join your 
cause. The lower their HP and loyalty, the higher 
the chance of success. The Anatomy skill also af- 
fects the outcome. 
Class (Lv.) Requirement 
Cleric (5), Rune Fencer (5), Knight (5), Ranger (1), Princess (1),} 
White Knight (5), Songstress (5), all other classes (0) | Pi sp 5 A 1P = 5 SP 5 A 1P 
rereq, ange Area rereq. ange Area 
Prereg. SP Range Area TP RT a Ba u 0 = s 390 = = = 
2 220 = - 40418 . = z z wt, z s iQ 


@SUBDUE KCONTROINGOLEM 


mpt tc ‘Attempt to Command a Golem unit to join your 


tempt tO Pérsuade a Beast unit to join your 
Cause. The lower their HP and loyalty, the higher cause. The lower their HP and loyalty, the higher 


the chance of success. The Teratology skill also the chance of success. The Golemy skill also affects 
affects the outcome. the outcome. 


Class (Lv.) Requirement 


Attempt to Bind a Phantom unit to your cause. 
The lower their HP and loyalty, the higher the 
i The Thanatology skill also af- 


Boost the accuracy of ranged attacks to 100% for 
all friendly units within 2 tiles. Does not apply to 
fusils. 


fects the outcome. 


Class (Lv.) Requirement 
Archer (15) 


Necromancer (1), all other classes (0) 


Increase the melee damage dealt to umbra units by 


friendly units within 2 tiles, 


Class (Lv.) Requirement 


Beast Tamer (7), all other classes (0) | Warlock (1), Wicce (1), all other classes (0) | Divine Knight (6) 
Prerey. SP. Range Area TP RT Prereg. SP Range Area TP RT Prereg. SP Range Area T™ 
- 220 : - 40 | 418 | - 220 - - 40418 - 200 


Attempt to Persuade a Reptile to join your cause. 
The lower their HP and loyalty, the higher the 
chance of success. The Herpetology skill also af- 
fects the outcome. 
Class (Lv.) Requirement 


Wizard (5), Buecaneer (5), Patriarch (5), all other classes (0) 


GORDIAN|KEY, 


Remove a Gordian Lock with a 100% success rate, 


Increase ATK by 25% when making katana at- 
tacks. 


Class (Lv.) Requirement 
Warlock (14) Knight Commander (8) 


Prereg. SP Range Area TP RT Prereg. SP Range | Area TP RT Prereg. SP Range Area TP 
z 220 = : 40 +18 2 240 4 1 50 +20 = 400 


(AQUAVEIL 


Unit is treated as though it was in water until it 
attacks or uses a special attack. 


Swordmaster (16) 


Atmpt t6 Persuade a Dragon unit to join your 

use, The lower their HP and loyalty, the higher 
the chance of success. The Draconology skill also 
affects the outcome. 
Class (Lv.) Requirement 


Beast Tamer (7), all other classes (0) 


Grant Nullify to the caster, allowing them to 
completely avoid the next physical attack. Note 
that item effects will also be affected. 


Class (Lv.) Requirement 
Octopus (8) 


Prereg. SP Range Area at RT Prereq. SP Range Area 1P RT Prereg. SP Range | Area TP RT 


220 ; 2 40 +18 | 2 240 1 1 35 ue || a 240 1 1 70 +24 


Class (Lv.) Requirement 
Buccaneer (8), Hoplite (8) 


w 
S 
8 


“AG (GORDIAN 


Tiiuce HP damage taken by 90% until next attack 
Frurn and add damage taken to TP. The unit cannot 
make counterattacks during this time. 


Class (Lv.) Requirement 


Prereg. SP Range Area TT RT 
310 i 1 70 +24 


Launch a ciate attack that deals damage to 
es and leaves the caster Incapaci- 


units within 2 
tated. 


Ninja (25) 
Tt | ORT 
400 (All) +30 


Prereg. SP Range Area 
560 1 3 


Class (Lv.) Requirement 
Wizard (25) 


Prereg. SP | Range Area TP RT 
= 560 1 1 50 +20 


FIRSIPAID) 


Restore HP to all friendly units within 1 tile. 


Class (Lv.) Requirement 
Lord (10) 


Prereg. SP Range Area TP RT 
290 1 2 


30 (All) | +16 


Remove a debuff from friendly units within 1 tile. 
Chance of success increases with rank. 


Princess (10) | 


Prereg. SP Range Area | 


Class (Lv.) Requirement 


Wicce (10) 
Prereg. SP Range Area TP RT 


2901 1 40 +18 
(GUARDIAN|FORGE 


Redirect 50% of the damage taken by friendly units 
within 2 tiles to target unit until next attack turn. 


Class (Lv.) Requirement 
Knight (20), White Knight (19) 

Prereg. SP Range Area TP RT 
440 1 1 50 +20 


FAELCOUAS 


(GOURSEIG 


KGUUTTONY Ss 


(CONSERVEIRI 


Grant Truestrike and Air-Touched to friendly 
units within 1 tile. 


Vartan (15) 


Prereg. SP Range Area TP RT 
390 4 2 50 +20 


Grant Negate to the caster, allowing them to 
completely avoid the next magical effect. Note that 
this includes CRS and War Dances. 


Knight Commander (14), Patriarch (11) 


Prereg. SP Range Area 
310 1 1 50 +20 


Cause ranged attacks with fusils to ignore obstacles 
and hit with 100% accuracy. 


Class (Lv.) Requirement 
Fusilier (16) 


Prereq. SP Range Area TP RT 
400 4 il 60 +22 


Consume a Jack-o’-Lantern to restore some MP. 


Class (Lv.) Requirement 
Patriarch (8), Familiar (8) 


Prereg. SP Range Area TP | RT 
a 240 123 1 25 +15 


Increase the melee damage dealt to golem units by 
friendly units within 2 tiles. 


Class (Lv.) Requirement 
Warlock (18) 


Prereq. SP Range Area TP. | —RT 


440 1 3 50 +20 


CONSERVEIME 


Reduce MP cost of next spell cast to 0. 


Class (Lv.) Requirement 
Rune Fencer (16) 


Prereg. SP Range Area TP AT 


400 1 4 30 +16 


Reduce RT of next spell cast to 0. 


Class (Lv.) Requirement 
Wizard (15) 


Prereg. SP Range Area TP RT 


390 1 1 30 +16 


HPJINEUSION 


CPISOIF 


Convert accumulated TP to HP. 


Class (Lv.) Requirement 
Rune Fencer (8), Knight Commander (17) 


Prereg. SP Range Area TP RT 
50 (All) +20 


240 1 


Convert accumulated TP to MP. 


a 
R 
Class (Lv.) Requirement iS 
Rune Fencer (24) pe 
Prereq. ae Area = 
1 | 50(All) 420. | g 
a 
(SALVATION 
‘Divide the casters MP among friendly units within | 
2 tiles if it is at 50% or more of the max; otherwise 
absorb MP from surrounding units until the caster 
reaches max MP. | 
Class (Lv.) Requirement | 
Lich (8) | 
Prereg. SP Range Area TP RT 
Knight (16), White Knight (15), Divine Knight (15: 
Prereg. | Range Area 
Familiar (8) 
Prereg. SP. Range Area TT? RT 
240 1 1 50 +20 
Dispel a shadow. 
Class (Lv.) Requirement 
Terror Knight (13), Buccaneer (12), Knight Commander 
(14) 
Prereg. SP Range Area _TP RT 
330 5 1 40 +18 | 
(MIND: 
Cause target to evade all melee attacks until next 
attack turn. 
Swordmaster (24) 
Prereqg. SP Range Area TP RT 
550 1 1 60 +22 | 303 


Rogue (9), Buccaneer (10) 


Prereq. SP Range Area 


260 1 1 


Ninja (3) 


Prereg. SP Range Area 


Priest (6), Princess (0) | 


SP Range Area 
200 3 1 


\UOUTTERRS 


Prereq. 


Class (Lv.) Requirement 
Cleric (25) 


Prereg. SP | Range Area 
& 560 1 1 50 


( MOTHER;S/BEESSING 


Double HP restored by next Divine Magic spell. 
Tfnext divine magic spell does not restore HP, the 
effect is lost. 


Class (Lv.) Requirement 

Cleric (12) Cleric (12) 

Prereg. SP Range Area 
330 i 1 50 


Reveal the state of the eight elements on the 
battlefield. 


Class (Lv.) Requirement 
Shaman (3) i 
SP Range Area 
120 1 1 


Preraq. 


Class (Lv.) Requirement 
Shaman (10) 


SP Range 


Prereg. 


Area — 
290 1 1 


aKEGHOING 


Double the duration of songs. 


Class (Lv.) Requirement 
Songstress (8) | 


Prereg. SP Range Area TP RT 
- 240 1 1 50 | 40 | 


Cause fusils to score automatic critical hits with 
100% accuracy. 


Class (Lv.) Requirement 
Fusilier (3) 


Prereg. SP Range | Area TP RT 
= 120 1 1 


Allow two attacks to be made with melee weapons. 


Class (Lv.) Requirement 
Warrior (25) 


Prereg. SP | Range | Areas TP. RT 
- 560 1 1 50 | ah | 


DOUBLEISHO 


Allow two attacks to be made with ranged weap- 
ons. Does not apply to the Lobber or fusils. 


Class (Lv.) Requirement 
Archer (25) 


SP Range Area 
560 if 1 


Prereq. 


Songstress (16) 


Prereg. 
400 1 1 50 


Cause melee weapons to hit with 100% accuracy 
and always Frighten the target. 


Terror Knight (3) | 


SP Range Area 
120 1 1 


Prereg. 


a 


Therease Move by 3. 
Class (Lv.) Requirement 
Cloud Dragon (10), Earth Dragon (10), Thunder Dragon (10), Flood | 
Dragon (10), Flame Dragon (10), Frost Dragon (10), Arc Dragon (10), 
Dark Dragon (10), Hydra (10), Clay Golem (9), Stone Golem (9), | 
Iron Golem (9), Baldur Golem (9), Gryphon (10), Cockatrice (10), 
Octopus (11), Cyclops (11) 

Prereg. SP Range Area 


260 1 1 


‘(ORAGOIRSS am 


Cause melee attacks on dragon units to deal 
increased damage and hit with 100% accuracy. 


Class (Lv.) Requirement 
Dragoon (8), Knight Commander (16) i 


Prereg. SP Range Area 
= 240 1 1 50 


DRAGONS 


All Dragons (11), Hydra (11) 
Prereq. 


1 1 35 


Reduce HP damage taken by 80% until next attack 
turn and reflect all damage taken to the attacker 
‘The unit cannot make counterattacks during this 
time. 

Class (Lv.) Requirement 
All Dragons (21), Hydra (21) 


Prereg. SP Range Area ‘TP. 
2 500 1 1 75 


a 
a 


ADRAGONSIWOU 


Dragoon (21) 


Area 
500 4 1 50 


Prereg. SP Range 


Increase the melee damage dealt to dragon units by ff 
friendly units within 2 tiles, 


Class (Lv.) Requirement 
Dragoon (17) | 


Prereq. SP = Range Area TP | RT 
2 3 teh 


420 1 +25 


Cause ranged weapons such as bows and crossbows i 
fo score automatic critical hits with 100% accuracy. 
Does not affect fusils. 


Class (Lv.) Requirement 
Archer (3), Lord (0) 

SP Range 
120 1 1 


Prereg. 


ause melee weapons to hit all units in the tiles 
directly in front of, diagonally forward from, and 
to the sides of the er, regardless of weapon 
range. Friendly fire is possible. 
Class (Lv.) Requirement 


Berserker (7) | 
Prereg. SP Range Area TP RT 
220 1 1 40 +18 | 


(BACK(ATITACKS 


Cause attacks to hit as if they were being made to 
the target’s back, regardless of the target's facing. 


‘Class (Lv.) Requirement 
Ranger (8), Buccaneer (15) 


Prereg. SP 


Area TP RT 
240 1 1 40 


| Range 


PARALYSIS)BEADE 


Grant Stun-Bringer to the caster. 


Class (Lv.) Requirement 
White Knight (3) 


|Prereg. SP | Range 


Class (Lv.) Requirement 

Rune Fencer (10), Fusilier (8), Buccaneer (6) 
SP Range Area | 4P RT 
200 1 1 60 


Prereq. 


SQUASH 


Remove a barricade or Jack-o’-Lantem. 


Class (Lv.) Requirement 
Terror Knight (15), Knight Commander (20), Hoplite (14) 


Area TP RT 
+16 


Prereg. SP Range 


A 370 1-3 1 30 


Cause melee attacks on beast units to deal in- 
creased damage and hit with 100% accuracy. 


Class (Lv.) Requirement 
Dragoon (6), Knight Commander (16) 


Prereg. SP Range Area TP RT 


200 1 U 40 


e the melee damage dealt to beast units by 
friendly units within 2 tiles. 


Class (Lv.) Requirement 
Dragoon (14) 


Prereq. SP Range Area TP. RT 
370. 1 3 75 


AVIGOROUSJATTAGK 


Cause melee attacks of friendly units within 2 tiles 
to hit with 100% accuracy. 


Class (Lv.) Requirement 
Warrior (15) 

Prereg. SP Range Area TP RT 
390 il 3 75 


“(BROADEN| 


Tnerease Rampart Aura by one rank until next 
attack turn. Has no effect when Rampart Aura is 
not assigned. 


Reduce HP damage taken by 90% until next attack 
turn. The unit cannot make counterattacks during 
this time. 


Class (Lv.) Requirement 
Knight (5), Lord (0) | 


Prereg. SP Range Area 1? RT 
150 q 1 50 


BOOBY, 


Lay a trap in an adjacent tile. A tarot card is 
required to set traps. 


Clay Golem (20), Stone Golem (19), Iron Golem (18), 
Baldur Golem (17) 


Prereg. SP Range Area TP RT 
420 1 1 50 


VEUOCITVE 


Reduce the RT of friendly units within 1 tile by 
the amount of TP spent. 


Class (Lv.) Requirement 


Rogue (16) | White Knight (18) | 
Prereq. SP | Range Area Tt |) ORT Prereg. SP Range Area / 1p RT 
440 1 2  S50(All) +20 | 


Cause melee weapons such as swords and axes to 
scofe automatic critical hits with 100% accuracy. 
These attacks are not subject to counterattacks. 


Class (Lv.) Requirement 


Ninja (16) Warrior (3), Lord (0), Knight Commander (3) | 
Prereg. SP Range | Area soTP RT Prereq. SP Range Area ‘TP RT 
= 400 1 1 50 +20 a 5 120 1 i 40 +18 


Prevent stilled undead units from being revived. 
Can be negated with Animate Dead. 


Render unit immune to magic until next attack 
turn. 


Class (Lv.) Requirement 
Necromancer (22) 


Class (Lv.) Requirement 
Buccaneer (20), Hoplite (18) 


Prereq. SP Range Area ‘TP RT 
440 1 1 75 


ALUCKYSTARS 


Raise the LUCK of friendly units within 2 tiles 
between 1 and 5 points. 


Area = TP RT 
3 510 3 50 


Prereg. SP Range 


(CONDEMN 


Prohibit resurrection via magic or items. Remains 
in effect actoss the battlefield until negated. 


Class (Lv.) Requirement 
Necromancer (15) | 


Class (Lv.) Requirement 
Princess (20) 


Prereq. SP Range Area TP RT 
390 1 1 50 


KSANGUINEJASSAULT 


Increase target's STR by 50% when making melee 
attacks, 


| 
Prereq. Range Area ‘TP RT 
35 


Era 


SP 
+20. | - 480 1 3 


KRAMPART 


Create a shadow of caster with Rampart Aura. 


Class (Lv.) Requirement 
Knight (12), White Knight (11), Divine Knight (11), 
Clay Golem (12), Stone Golem (13), Iron Golem (14), 
Baldur Golem (15) 


Class (Lv.) Requirement 
Berserker (14) 


Prereg. SP 


Range Area TP RT 


Prereq. SP Range Area TP RT 
290 1 1 75 


(RISKIMANAGEMENT 


Redirect all damage taken by the target to friendly 
units within 2 tiles until next attack turn. 


Class (Lv.) Requirement 
Berserker (18), Buccaneer (22) 


SP 


Priest (18) 


Area TP 
1 50 


Prereg.. SP Range Area TP | AT 
440 3 1 50 


Prereg. Range 


+20 


OVW 2 STLDIS 


305 


Cause spells cast on friendly units within 2 tiles to 
be reflected back to the caster. 


Class (Lv.) Requirement 
Lich (24) 


Prereg. SP Range 


Area 1P RT 
550 1 3 75 +25 | 


MREPEDRAGON 


Evade all dragon units attacks until next kK 
tum. The unit cannot make counterattacks during 
this time. 


Class (Lv.) Requirement 
Beast Tamer (24) | 


SP Range = Area TP RT 
550 1 1 75 +25 | 


Prereq. 


SPECIAL SKILLS 


Evade all dragon units attacks until next attack 
turn. The unit cannot make counterattacks during 
this time. 


Beast Tamer (24) 


Prereg. SP TP RT 
2 550 1 1 75 +25 


until next 


Render unit immune to physical att 
attack turn, 

Class (Lv.) Requirement 
Knight Commander (23), Patriarch (21) 

SP Range Area TP RT 
500 i] 1 75 425 


Prereq. 


Disarm a trap in an adjacent tile. 


Class (Lv.) Requirement 


Rogue (20), Ranger (18) 
Prereg. SP Range Area 1P RT 


4404 1 3 | 7 | 


Select the Act command to use special skills in battle. Special skills consume the indicated amount of TP when performed. 


A ouANet attack that deals crushing Water 


damage to a single target with a spume of acidic 
foam. Has a chance to inflict Breach. Can only be 
used while on water tiles. 


Class (Lv.) Requirement 
Octopus (6) | 
Prerey. SP Range Area TP RT 

= 200 3-7 1 SO (All) +20 | 


av AGONALRSGREAM 


A short-range attack that unleashes a scream of 
ae ; 

pure anguish upon multiple targets. Has a chance 

to Frighten. 


Class (Lv.) Requirement 
Familiar (19), Rogue (0) | 


Prereq. SP Range Area TP RT 
= 460 1 3 50 +20 | 


A short-range attack that deals Water damage to 
multiple targets caught in the path of the corrosive 
breath. Has a chance to inflict Breach, 

Class (Lv.) Requirement 
Flood Dragon (6) 


Prereq. SP Range 
200 1-2 1 


Area 1? RT 
50 (All); +20 


A medium-range attack that deals Water damage 
to multiple targets caught in the path of the cor- 
tosive breath. Has a chance to inflict Breach. 


Class (Lv.) Requirement 


Flood Dragon (18) | 
7 
SP Range Area ™P RT 


440 3 2 100 (All) +30 | 


Prereg. 


306 


RWINDISHOMTs 


A short-range attack that deals crushing damage 
toa single target with a bone-shattering slap. Has a 
chance to Leaden and Hobble. 

Class (Lv.) Requirement 
Cyclops (12: 


) 
Prereg. SP Range Area TP RT 
330 


50 (All) +420 | 


1 if 


A medium-range attack that deals slashing damage fi 
to multiple targets with a ripple of tempestuous 
energy. 


Class (Lv.) Requirement 
Gryphon (24) 


Area 1P RT 
100 (All) | +30 | 


240 3 3 


A medium-range attack that entrances multiple 
targets with a seductive dance. Has a chance to 
Charm and Bewitch. 
Class (Lv.) Requirement 
Familiar (19) 


Prereg. SP Range Area TP RT 
= 460 1 3 50 +20 


CRUEVESTICUT 


A medium-range attack that deals slashing damage FF 
toa single target with a fierce blow unleashed with 
a coiled arm. Has a chance to Stun. 
Class (Lv.) Requirement 

Clay Golem (18), Stone Golem (18), Iron Golem (18), 
Baldur Golem (18) 


Prereg.| SP Range Area 1P RT 
440 1-2 1 SO (All) +20 


A medium Tange attack that deals slashing dam- 
age to a single target by delivering a punch with 
considerable weight behind it. 


Class (Lv.) Requirement 


Clay Golem (6), Stone Golem (6), Iron Golem (6), 
Baldur Golem (6) 


Prereg.| SP Range 
2 200 1-2 1 


Area 1P RT 
50 (All); +20 


A long-range attack that deals crushing damage to 
a single target by striking them with a crystalline 
pumpkin filled with divine light, Has a chance to 
destroy undead units, 


Class (Lv.) Requirement 


Familiar (28) 
Prereg. SP Range Area TP RT 
2 610 2-5 1 100 (All) +30 | 


A short-range attack that deals crushing damage to 
asingle target with a relentless pummeling. Has a 
chance to inflict Addle and Misstep. 


Class (Lv.) Requirement 
Cyclops (20) 


Prereg. SP Range 
480 1 4 


Area TP RT 
50(All) +20 | 


A medium-range attack consisting of an impish 
kiss blown at a single target. Has a chance to 
Charm and Bewitch. 


Class (Lv.) Requirement 

Familiar (15) 

Prereg. SP Range Area TP RT 
390 2 1 50 +20 


ss blown at a single target. Has a chance to 
Poison and Envenom. 


Class (Lv.) Requirement 

Familiar (15), Rogue (0) 

Prereg. SP Range Area TP RT 
= 390 2 1 50 +20 


SIVENTESONGE 


A medium-range that unleashed a hushed hymn 
sung in the divine tongue upon multiple targets. 
Has a chance to Silence. 


Class (Lv.) Requirement 
Divine Knight (8) 
Prereg. SP Range Area TP RT 
240 1 3 50 +20 


PIRATE|BREATH 


A short-range attack that deals crushing damage to 
a single target with a reeking belch. Has a chance 
to inflict Wither and Spoilheal. 
Class (Lv.) Requirement 
Cyclops (32) 
Prereg. SP Range Area TP RT 
680 1 1 50 (All) +20 


REQUIEM 


A medium-range attack that deals heavy Light 
damage on multiple undead units with a rueful 
requiem sung in the divine tongue. 


Class (Lv.) Requirement 
Divine Knight (15) 


Prereg. SP Range Area TP RT 
390 1 3 50 (All) +20 


THUNDER} 
A’Short-range attack that deals piercing Lightning fF 
damage to multiple targets caught in the path 
of the crackling breath. Has a chance to inflict 
Falsestrike. 
Class (Lv.) Requirement 
Thunder Dragon (6) 


Prereg. SP Range Area | TP RT 
200 1-2 1 50 (All) +20 


MHUNDERIBREAT Hg 
A medium-range attack that deals piercing 
Lightning damage to multiple targets caught in the ff 
path of the crackling breath. Has a chance to inflict 
Falsestrike. 

Class (Lv.) Requirement 
Thunder Dragon (18) 


Preregz.. SP Range Area ‘TP RT 
- 440 3 2 100 (All) +30 


ASTUN|BREATH 


A short-range attack that deals Dark damage to 
multiple targets with a cloud of miasmic gas. Has a 
chance to Stun. 


Class (Lv.) Requirement 
Gryphon (6), Cockatrice (8) 
Prereg. SP Range | Area TP RT 
= 200 ke 1 50 (All) +20 


(STUN|BREATHiII ADIVINE|BREATH 


multiple targets with a cloud of miasmic gas. Has a 


Gryphon (18), Cockatrice (24) 


A medium-range attack that deals slashing Air 
damage to multiple targets by targeting their vital 


Range Area 


A short-range attack that deals crushing Earth 
damage to multiple targets with a blast of sand. 
Has a chance to inflict Stagger. 


Class (Lv.) Requirement 


SANDIBREATHgll 


A medium-range attack that deals crushing Earth 
damage to multiple targets with a blast of sand. 
Has a chance to inflict Stagger. 


Class (Lv.) Requirement 
Earth Dragon (18) 


Range Area 


\Aimedium-range ability that plants a passionate 
kiss on a single target, splitting the caster’s HP with & 
them and reducing their RT to 0, allowing them to 
act immediately. 


Class (Lv.) Requirement 


LINGERINGIKISS 


A medium-range ability that plants a passionate 
kiss on a single target, absorbing HP and resetting 
RT. Deals Piercing damage. 


Class (Lv.) Requirement 
Familiar (24), Rogue (0) 


(DAY/OFJREGKONING 


A medium-range ability that unleashes a boisterous ff 
ballad sung in the divine tongue upon multiple 
targets. Has a chance to reset MP and TP. 


(VORTEX 


Class (Lv.) Requirement 
Divine Knight (25) 


A short-range attack that deals Light damage to 
multiple targets with a blast of hallowed breath. 
Has a chance to inflict Spoil Spell. 
Class (Lv.) Requirement 
Arc Dragon (6) | 
Prereg. SP | Range Area TP RT 
200 1-2 1 50 (All) +20 


DIVINEIBREAT HI 


A medium-range attack that deals Light damage 
to multiple targets with a blast of hallowed breath. 
Has a chance to inflict Spoil Spell. 


Class (Lv.) Requirement 

Arc Dragon (18) | 

Prereg. SP Range Area TP RT | 
440 3 2 400 (All) +30 


TAIEUAS Hig 


A medium-range attack that deals crushing dam- 

age to a single target with a tail flick that could tear 
through bedrock. 
Class (Lv.) Requirement 
All Dragons (3), Hydra (3) 


Prereg. SP Range Area 
120 | 42 1 | 50 (all) | 420. | 


aNTOXIC]BREATH 


A short-range attack that deals Dark damage to 


All Dragons (9), Hydra (9) 


Prereg. SP Range Area | TP RT 
: 200 «(1-2 1 5O(AN) +20. | 


TOXIGIBREATHII 


A medium-range attack that deals Dark damage 
to multiple targets with a blast of numbing breath. 
Has a chance to Leaden. 
Class (Lv.) Requirement 
All Dragons (24). Hydra (24) | 
Prereg. SP Range Area | TP RT 
440 3 2 100 (All) +30 


VORTEX(BREATH 


A short-range attack that deals slashing Air dam- 
age to multiple targets caught in the path of the 
vortex. Has a chance to inflict Misstep. 


Class (Lv.) Requirement 
Cloud Dragon (6) | 
Prereg. SP Range Area TP | RT. 

5 200 1-2 1 50 (All) +20 


BREATHill 


‘A medium-range attack that deals slashing Air 
damage to multiple targets caught in the path of 
the vortex. Has a chance to inflict Misstep. 


Class (Lv.) Requirement 

Cloud Dragon (18) 

Prereq. SP Range Area TP RT 
440 3 2 100 (All) +30 | 


DIDVW 9 STIS 


A medium-range attack that deals slashing damage ff 
to a single target with razor-sharp talons. Has a 
chance to Stun. 


Class (Lv.) Requirement 
Gryphon (3), Cockatrice (3) 


Prereg. SP Range Area | TP RT 


1-2 1 


A short-range attack that deals crushing damage to ff 
a single target with a jarring kick. Has a chance to 
Shackle the target. 


Class (Lv.) Requirement 


Cyclops (26) 
Prereg. SP Range Area T RT 
580 1 i SO (All) +20 | 


A long-range attack that deals crushing Dark dam-ff 
age to multiple targets by dropping a giant festering] 
pumpkin on them. Has a chance to Leaden. 


Class (Lv.) Requirement 
Familiar (11) 


Area TP sRT 
50 (All) 


Prereg.| SP. Range 
a 310 5 2 


(PUMPKIN|PIEs 


A long-range ability that calls forth a deluge of 
HP-restoring pumpkin pies from the heavens. 


+20 | 


Class (Lv.) Requirement 
Familiar (16) | 
SP Range Area TR. RT 
400 5 3 50 (All) +20 


Prereq. 


A suicidal medium-range attack that deals heavy 
Sees ees N 
Piercing Fire damage over a wide area, 


Familiar (22) 
Prereg. SP 


| Range 
510 1 4 


Area TP RT 
50 (All) 


+20 | 


A short-range attack that deals crushing Fire dam- 
age to multiple targets with a flaming breath. Has a 
chance to inflict Weaken. 


Class (Lv.) Requirement 
Flame Dragon (6) | 
Areas TPT 

1-2 1 


Prereq. SP | Range 
200 


A medium-range attack that deals crushing Fire 
damage to multiple targets with a lamin ig breath, 
Flas @ chance to inflict Weaken. 

Class (Lv.) Requirement 
Flame Dragon (18) | 


SP Range Area T™ | RT 
440 3 2 100 (All) +30 | 


Prereq. 
308 


ABUOOD 


A medium-range attack that deals slashing damage 
toa single target with razor-sharp talons while also 
absorbing a large amount of HP. 


Class (Lv.) Requirement 


Gryphon (12) | 
SP Range Area 1P RT 
50 (All) 


Prereg. 
330 


RSEUELESSIKISS: 


A medium-range ability that sends off a sweet, soft [i 
kiss to a single target. Removes Stun, Silence, and 
Petrify. 

Class (Lv.) Requirement 
Familiar (6) 


1-2 1 +20 


Prereg. SP = Range Area P| RT 
2 200 2 1 50 


KSEUFUESSIKISS 


A medium-range ability that sends off a sweet, 
soft kiss to a single target. Has a chance to Stun, 
Silence, and Petrify. 


Class (Lv.) Requirement 


Familiar (6), Rogue (0) | 
. 
Prereg. SP | Range Area TP RT 
: 200 2 1 50 +20 


ABUUEISPIRA La 


Avshort-range attack that deals piercing damage 

to multiple targets with a jet of water that could 
cut through steel. Can only be used while on water 
tiles. 

Class (Lv.) Requirement 


Octopus (18) 


Prereq. SP = Range Area | 


440 1-2 1 


(FROSTIBREATH 


A short-range attack that deals piercing Ice dam- 
age to multiple targets with a freezing cold breath. 
Has a chance to inflict Falseflight. 


Te | RT 
50 (All) 


+20 | 


Class (Lv.) Requirement 
Frost Dragon (6) | 


Prereg. SP = Range Area | TP RT 
50 (All) 


200 1-2 1 


FROSTBREATHiII 


A medium-range attack that deals piercing Ice 
damage to multiple targets with a freezing cold 
breath. Has a chance to inflict Falseflight. 


+20 


Class (Lv.) Requirement 


Frost Dragon (18) | 


SP Range Area Ped Oi 
2 100 (All) 


Prereg. 


440 3 +30 | 


A inediiim-range attack that deals crushing dam- 
age to multiple targets over a wide area with an 
ultrafast blow accompanied by shock waves. 
Class (Lv.) Requirement 


Clay Golem (24), Stone Golem (24), Iron Golem (24), | 
Baldur Golem (24) | 


Prereg. SP Range 
8 550 3 2 


Area TP ORT 


50 (All) +20 | 


(PETRO)BREATH 


A short-range attack that deals Dark damage to 
multiple targets with a cloud of noxious gas. Has a 


chance to Petrity. 
Class (Lv.) Requirement 
Cockatrice (6) 


SP Range 
200 1-2 


PETROJBREATHiII 


A medium-range attack that deals Dark damage to fl 
multiple targets with a cloud of noxious gas. Has a 
chance to Petrify, 


Prereq. 


Area TP ORT. 


420. | 


1 50 (All) 


Class (Lv.) Requirement 


Cockatrice (18) | 


SP Range Area = TP S| SORT 
400 (All) 


Prereq. 
440 3 2 


KROISON 
Wlong-range attack that deals Water damage to 
multiple targets by calling down a toxic rain. Can 
only be used while on water tiles. Has a chance to 
Poison. 

Class (Lv.) Requirement 


+30 | 


Octopus (12) | 


Area TP RT. 
50 (All) +20 


Prereg. SP Range 
2 330 5 3 


POISON 


A short-range attack that deals Dark damage to 
multiple targets with a cloud of toxic gas. Has a 
chance to Poison. 


Hydra (9) 


| RT 
+20 


Prereg. SP Range Area 
260 1-2 1 


(POISON|BREATH)II 


A medium-range attack that deals Dark damage 
to multiple targets with a cloud of toxic gas. Has a 
chance to Poison. 


| 1P 


50 (All) 


Class (Lv.) Requirement 
Hydra (24) 


Prereg. SP 
550 3 2 


a POIGNANT 


A medium-range ability that unleashes a heart- 
rending hymn sung in the divine tongue upon, 
multiple targets. Has a chance to Charm. 


_Range Area TP RT 
+30 


100 (All) 


Divine Knight (4) 


Prereg. SP Range Area | 1P RT 
150 1 3 50 


Atmedilim-range attack that deals slashing damage 
to multiple targets over a wide area by calling forth 
a swirling jet of water. Can only be used while on 
water tiles. 


Octopus (24 
Prereg. SP Range Area } TR} RT 
550 1 3 | 50(AN) | 420 | 


STIRRINGIKISS; 


A medium-range ability that blows a memorable 
kiss at a single target. Has a chance to Shackle and 
Hobble. 


lass (Lv.) Requirement 


Buccaneer 


(18) 
[Prereg. SP Range | Area TP RT 
- 440 50 | +20 | 


2 1 


MIRRING 


A medium-range ability that blows a memorable 
kiss at a single target. Has a chance to Shackle and 
Hobble. 

[Class (Lv.) Requirement 
Wicce (18) 


Prereg. SP | Range Area TP RT 
440 2 it 50 +20 


Wirard | Cleric | Valkyrie | Knight 


(RAVENIEVES 


A medium-range attack that deals crushing dam- 
age to multiple targets with a flailing arm assault. 


Class (Lv.) Requirement 


Clay Golem (12), Stone Golem (12), Iron Golem (12), 
Baldur Golem (12) 


Prereg.| SP | Range Area ‘TP RT 
50 (All) +20 


330 1 3 


CORRSEIBREATH, 


A short-range attack that deals Dark damage to 
multiple targets with a cloud of corrosive gas. Has a 
chance to Enfeeble. 


Class (Lv.) Requirement 
Dark Dragon (6) | 
| Range Area ai RT 
50 (All) +20 


Prereg.| SP 
200 1-2 1 


\CORRSE: 


BREATH 


A medium-range attack that deals Dark damage to ff 
multiple targets with a cloud of corrosive gas. Has a 
chance to Enfeeble. 


Class (Lv.) Requirement 
Dark Dragon (18) 


TP ORT. 
100 (All) 


Prereg. SP Range Area — 


: 440 3 430. | 


A medium-range ability that unleashes a rapturous 
hymn sung in the divine tongue upon multiple 
targets. Has a chance to remove the Zombie 
condition. 
Class (Lv.) Requirement 
Divine Knight (30) 

SP | Range Area | TP AT 
650 1 3 | 50 (All) +20 


Prereq. 


mms MAGIC SPELLS 3 


Divine 
Knight 


AIR MAGIC 


Call on the spirits of air to turn the very winds against your foes. Requires MP 


ch, Familiar | Cyclops 


An indirect spell that calls forth a powerful tornado dealing slashing Air dam- 
age to a single target. Has a chance to inflict Air Averse. 
oT ae . 


ey “L 


Arcana RT | MP 
Grimoire Tourbillon +14 22 = 5 1 


TORNADO) Sees 


An indirect spell that calls forth a powerful tornado dealing slashing Air dam- 
flict Air Averse. 


1|-|3}-|- tJ2|3]-|-]-|3]-jrijil-[ajaj-|asets 
Arcana RT | MP Reagents | Range Area 


Grimoire Rafale +13 15 3-6 1 


DEADSHOMII 


10 1a = P= b= 9 }11)10 - 1-142) - | 910) - 19) 8) - | 12)11)10 16 44147)415] - |18]19| - | - }14/ 45] - 114/13} - 116) - | 15 


Arcana | RT | MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Rafale 11 +16 30 = 3-6 1 Grimoire Tourbillon 11 +19 46 3 5 2 


TORNADO)III 
An indirect spell that calls forth a powerful tornado dealing slashing Air dam- 


age to a multiple targets, Has a chance to inflict Air Averse 
| DolinLeay cee 


{DEADSHOWII| ees 


A missile spell that emits a shock wave dealing crushing Air damage to a single 
target. Has a chance to inflict Air Averse. 


f i Bae Putra . : 
a4l-|-|-]- - |23| 26} 24] - |27| 28) - | - |23)24| - |23| 22] - j25] - |24 
Arcana {RT| MP | Reagents | Range | Area 
Grimoire Rafale {11 +19 45 Grimoire Tourbillon Ill +24 70 = 5 3 
A missile spell that emits a shock wave dealing crushing Air damage to a single ] An indirect spell that calls forth a powerful tornado dealing slashing Air dam- 


target. Has a chance to inflict Air Averse. age to a multiple targets. Has a chance to inflict Air Averse. 
—T 


i 


28| - |30 27 | 29) 28 30| - |27|28) - |27/26| - |30| 29) 28 32/33| - |32|31 
Arcana RT MP | Reagents Range Area Arcana RT MPL Reagents | Range Area 
Grimoire Rafale IV +22 60 = 3-6 1 Grimoire Tourbillon IV | +28 94 a 5 3 


3 
s 
a 
cS 
= 
= 
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RAEROGUARD = 


An indirect spell that draws power from the air spirits to grant Air Attuned to 
multiple targets. 


MUSYUPHIDE 


An indirect spell that summons the Air spirit Sylphide into battle dealing 
ctushsing Air damage to single or multiple targets. Has a chance to inflict Air 
Averse. 


E - foo! =| - 
Arcana RT MP Reagents Range Area 
Grimoire Syphide +19 45 = 3 2 

aC SYPHID EI WHIRLWIND sss 


An indirect spell that summons the Air spirit Sylphide into battle dealing 
crushing Air damage to single or multiple targets. Has a chance to inflict Air 


An indirect spell that draws power from the air spirits to grant Dodge to a 
Averse. 


single target. 


R % J Fel SAR Sak ee} : eG | : J 

eS bebe e falter itr les | witeio tt | ne ERSeSS Nat suai E : 
ers teed [eh 1 Nea | esd ei! fea rr) a el Fo 140) = Aroma [St] aay ete 12) - -|-]-]- 3/12] - 114] - | - | - 40/12] - 10} - 13) 44] - 
Arcana RT | MP Reagents | Range Area Arcana RT MP Reagents Range Area 
Grimoire Sylphide |! +24 70 - 4 3 Grimoire Trombe 413 15 - 5 1 


An indirect spell that draws power from the air spirits to inflict Falseflight ona jf 
single target. 


An indirect spell that creates powerful shock waves dealing heavy Air damage 
to multiple targets. Has a chance to inflict Air Averse. 


rar 


7 
,_ MP. Reagents Range Area Arcana | RT MP Reagents 
2 3 2 Grimoire Detournant +14 20 5 


IBAUMVBREEZE 


8 


Arcana RT 
Grimoire Onde +28 90 


ra AEROFLUX(I|\s eee 


Range Area 
5 1 


An indirect spell that creates powerful shock waves dealing heavy Air damage 
to multiple targets. Has a chance to inflict Air Averse. 


4 


38 | 40 3 5 2 5 : 
Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Onde 1! +38 = 140 - 4 i Grimoire Hypnose +14 20 : 6 2 


BUACK\WILLIWAW, 


indirect s : S fr ir spirits ant Air~Touche pane 4 "i : 
An indirect spell that draws power from the air spirits to grant Air-Touched to An inditect air spell that Binds multiple targets with a ferocious gust. 


asingle target 


8 2 15 - 16/15} - | - |13] - |16} 16 
Arcana RT MP Reagents Range Area Arcana RT | MP Reagents Range Area 
Grimoire Infuvent +13 15 = 5 1 Grimoire Fixateur +16 30 i 4 2 


EARTH MAGIC 


Call on the spirits of earth to send storms of dust and rock against your foes. Requires MP. 


A missile spell that sends forth a jagged piece of igneous rock dealing piercing 
Earth damage to a single target. Has a chance to inflict Earth Averse. 


A missile spell that sends forth a jagged piece of igneous rock dealing piercing 
Earth damage to a single target. Has a chance to inflict Earth 


3 
1 


1 3 ayes ie 3 1 2/0 |S | EE ES : call -}9 
Arcana RT MP Reagents Range | Area Arcana RT MP Reagents Range Area 
Grimoire Aiguille +13 15 - 3-6 1 Grimoire Aiguille I! +16 30 e 3-6 1 


VUUGANTUANCEIN 


D iniace spell that sends forth a jagged piece of igneous rock dealing piercing 
Barth damage to a single target. Has a chance to inflict Earth Averse. 


18/20 19 


RT MP 
+19 45 


Range Area 
3-6 1 


: VULCAN|PANGEIN 


A missile spell that sends forth a jagged piece of igneous rock dealing piercing 
Earth damage to a single target. Has a chance to inflict Earth Averse. 


Arcana 


Reagents 
Grimoire Aiguille II! 


Reagents Range | Area 


3-6 1 


An indirect spell that calls a gigantic rock down from the heavens dealing 
rth damage to a single target. Has a chance to inflict Earth Averse. 


Arcana RT | MP Reagents Range Area 
Grimoire Rocher +14 22 3 5 1 


IGRAGEALLII 


An indirect spell that calls a gigantic rock down from the heavens dealing 
crushing Earth damage to a multiple targets. Has a chance to inflict Earth 


15 15| - 14/43] - | 16] - | 15 
Arcana RT MP. Reagents Range Area 
Grimoire Rocher I! +19 46 a 5 2 

(St GRAGFALL A 


i An indirect spell that calls a gigantic rock down from the heavens dealing 
| crushing Earth damage to a multiple targets. Has a chance to inflict Earth 
Ave 


4 
bad fi . 

24 -|-]- 23/26 |24| - |27| 28 - |23|24| - |23)22) - |25| - |24 

Arcana RT | MP Reagents Range Area 

Grimoire Rocher Il! +24 70 : 5 3 


An indirect spell that calls a gigantic rock down from the heave 
crushing Earth damage to a multiple targets. Has a chance to inflict 


Arcana RT MP Reagents Range Area 
Grimoire Rocher IV +28 94 = 5 3 


z GNOME 


An indirect spell that summons the earth spirit Gnome to deal crushing Earth 
damage to single or multiple targets. Has a chance to inflict Earth Averse. 


= 
22| - ~|-}-|22|)-|-}-}-] = }22}-]|-[-|-}-]20 

Arcana RT | MP Reagents Range Area 

Grimoire Orestiad +19 45 ei 3 2 


GNOME! 


40 = 40 - 40) - | - 38 
Arcana RT MP Reagents Range Area 
Grimoire Orestiad I! +24 70 S 4 3 


EARTHQUA’ 


An indirect spell that causes tremors to shake the earth, dealing heavy Earth 
damage to multiple targets. Has a chance to inflict Earth Aver 
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: - | 28 - 2 Ba Pe We ese Bs! I) 
Arcana RT | MP Reagents Range Area 
+28 90 7 3 2 


Grimoire Seisme 


i 


EARTHQUAKEIII is 


An indirect spell that causes tremors to shake the earth, dealing heavy Barth 
damage to multiple targets. Has a chance to inflict Earth Averse. 


Arcana RT MP Reagents 


Range Area 
+38 | 140 = 4 3 


ae INSTILIEARTHDs 


An indirect spell that draws power from the earth spirits to grant Earth- 
| Touched to a single target. 


Arcana RT MP Reagents Range Area 
= 5 1 


Grimoire Infuterre +13 15 


PETROGUA 


An indirect spell that draws power from the earth spirits to grant Earth At- 
tuned to rnultiple targets. 


Arcana RT MP 
Grimoire Antiterre +12 10 


Range Area 
5 3 


PROTECT 


An indirect spell that draws power from the earth spirits to Fortify a single 
target. 


Reagents 


ale -}4t}4 - | 14 -|- 
Arcana RT MP Reagents Range Area 
= 5 1 


Grimoire Rempart +13 15 


31 12 10} 12) - 10 
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BUADE\WARD))s 


alsestrike 


| An indirect spell that draws power from the earth spirits to inflict 
| ona single target. 


Area 
5 ‘| 


Arcana RT MP. 
Grimoire 


Reagents Range 


Maladresse +14 20 
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10) - -}9} 41/10} - | - -|11/10/-)-|8 11/14 
Arcana RT MP Reagents Range | Area 
Grimoire Ensablant +14 20 : 6 2 


LIGHTNING MAGIC 


PETRIFOG) 


An indirect earth spell that Petrifies multiple targets with a mineralizing gas 
from the depths of the earth. 


RT MP, 
Grimoire Monolithe +16 30 


Arcana i Range Area 


Reagents 
: 4 2 


Call on the spirits of lightning to shower your foes with bolts from above. Requires MP. 


AE at 


1]-|3}-}-]-]-]|4]2 - -|3 -la}al4 
Arcana RT MP Reagents Range | Area 
Grimoire Foudrarc +13 15 e! 3-6 1 


AC UIGHTINING| BOW) lh 


A missile spell that unleashes a thunderbolt dealing piercing Lightning damage | 
to a single target. Has a chance to inflict Lightning Averse. 


Arcana RT MP Reagents | Range | Area 
Grimoire Foudrare II +16 30 = 3-6 1 


A missile spell that unleashes a thunderbolt dealing piercing Lightning damage 
toa single target. Has a chance to inflict Lightning Averse. 
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Arcana _ RT | MP Reagents Range Area 
Grimoire Foudrarc !I! 419 | 45 = 3-6 1 


A missile spell that unleashes a thunderbolt dealing piercing Lightning damage 
toa single target. Has a chance to inflict Lightning Averse. 


30/29 28 


Arcana RT | MP Reagents Range Area 
Grimoire Foudrarc IV +22 60 2 3-6 1 


An indirect spell that calls forth sheaves of lightning dealing piercing Light- 


ning damage to a single target. Has a chance to inflict Lightning Averse. 


Arcana RT MP Reagents Range Area 
Grimoire Scindeciel +14 22 3 5 1 
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- | - | 44] 15] - 
Arcana RT MP Reagents Range Area 
Grimoire Scindeciel Il +19 46 = 5 2 


MHUNDERFUARE\ lie 


Arcana RT Range Area 
Grimoire Scindeciel Ill | +24 70 - 5 3 


An indirect spell that calls forth sheaves of lightning dealing piercing Light- 
ning damage to multiple targets. Has a chance to inflict Lightning Averse. 


3231 34 33 


32/35/33) - | 36) 37 


Arcana |RT MP Reagents | Range | Area 
4 3 
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33) = p="| = ai ]2 32/33) - 


Grimoire Scindeciel 1V_ +28 94 


sTHUNDERBI ray, 


An indirect spell that summons the lightning spirit Thunderbird to deal crush- 
ing Lightning damage to single or multiple targets. Has a chance to inflict 
Lightning Aver 


7) (ea rs ea ae 


Arcana RT. MP Reagents Range Area 
Grimoire Tonnerre +19 45 2 3 2 


An indirect spell that summons the lightning spirit Thunderbird to deal crush- 
ing Lightning damage to single or multiple targets. Has a chance to inflict 
Lightning Averse. 
. aay 
Ze: 


Arcana RT MP 
Grimoire Tonnerre I! +24 70 = 4 3 


Reagents 


MHUNDERBURSI 


Ap indirect spell that sends forth a blast of energy dealing heavy Lightning 
Has a chance to inflict Lightning Averse. 


An indirect spell that draws power form the lightning spirits to grant Thu- 
trike to a single target. 


damage to multiple targ & 


11/13} 12 40112) - | - | 10) - }43) 41 


ait je Baler |re2 : 2 (a el Vl es ale lelealelcore elle 
‘Arcana. AT MP Reagents Range Area Arcana RT MP Reagents Range Area 
c clat +28 90 = 3 2 Grimoire Electrisant +13 15 - 5 1 


STORMSPARKG; 


An indirect lightning spell that Shackles a single target with a powerful flash 
of light. 


pe 
5 en Sen a) eS = 
a 
RT MP Reagents Range Area Arcana RT MP Reagents Range Area @ 
+38 (140 = 4 3 Grimoire immobilisant +16 30 E 5 1 = 
> 
see NSTIMIEUIGHTNING: z STUNBOMB 
An indirect spell that draws power from the lightning spirits to grant An indirect lightning spell that Stuns multiple targets with a massive discharge 
htning-Louched to a single target. | of light and energy. 
eS 
3 El A (ay FPS a Ve fd C5 a FN a FA F020) (0 fess Pa VN a 
Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Infufoudre 413 15 2 5 1 Grimoire Choquant +14 20 - 6 2 
ELEGTRIGUARD) STUNSUAY, 
An indizeet lightning spell that resets the RT of multiple targets to maximum 
with a brilliant radiance. 
Ei) Sh Pa He Ma fee Py A RY VS i eo | ke -|-|-|-[-]- -|-]-|-| - 116]15 16/16 
Arcana AT | MP. Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Antifoudre +12 10 < 5 3 Grimoire Eclair +16 30 a 4 2 
Call on the spirits of water to buffet your foes with searing mists and driving rain. Requires MP 
‘A missile spell that unleashes a jet of water dealing crushing Water damage to a 
| single target. Has a chance to inflict Water Averse 
by % 
Arcana RT MP Reagents Range Area 
Grimoire Aquamasse 413 15 = 3-6 i) Grimoire Aquamasse Ill +19 45 
AQUABLEAST Il TE AQUABUAS TAIN) 
nell that unleashes a jet of water dealing crushing Water damage to a A missile spell that unleashes a jet of water dealing crushing Water damage to a 
to inflict Water Averse. | single target. Has a chance to inflict Water Averse. 
a - 
10 9 }4ijio| - | - | - [42] - | 9410) - | 9] 8] - [12] 14) 10 30 | 29 | 28 
Arcana RT MP Reagents Range Area Arcana RT MP. Reagents Range _ Area 
Grimoire Aquamasse Il +16 30 S 3-6 1 Grimoire Aquamasse !V +22 60 = 3-6 4 31 


An indirect spell that causes an eruption of blistering steam dealing heavy 
Water damage to multiple targets. Has a chance to inflict Water Av 


Arcana RT | MP Reagents Range Area Arcana RT MP | Reagents Range Area 
. 5 3 4 3 


Grimoire Malepluie +14 22 


SACIDIRAIN(II 28 


An indirect spell that calls forth a corrosive downpour inflicting Water damage 
to multiple targets. Has a chance to inflict Water Averse. 


5 1 Grimoire Vaporisateur |] +38 140 


INSTI WATER 


An indirect spell that draws power from the water spirits to grant Water- 
Touched to a single target. 
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Arcana RT MP. Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Malepluie |! +19 46 = § 2 Grimoire Infueau +13 15 . 5 ii 


ACACIDIRAIN IIs 


‘An indirect spell that calls forth a corrosive downpour inflicting Water dam age 
to multiple targets. Has a chance to inflict Water Averse. 


An indirect spell that draws power from the water spirits to grant Water 
Attuned to multiple targets. 


Ba Ss 
Ie igea i 
5 E = 5 3 5 S - | 408 
Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Malepluie tI! +24 70 = 5 3 Grimoire Antieau +12 10 - i} 3 
+. 


AWACID) RAINIIV) 


An indirect spell that calls forth a corrosive downpour inflicting Water damage 
to multiple targets. Has a chance to inflict Water Averse. 


An indirect water spell that restores HP to multiple targets with a soothing 
rain. 
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33] - | -|-|-|-| - }32/35]33] - |36 -|- 33| - [32/31] - |34| - |33 g - -|- 0/9) - -|-|-]8]9]- 7 10/8 | - 
Arcana RT MP Reagents “Range Area Arcana RT MP Reagents Range Area 
Grimoire Malepiuie lV +28 94 = 5 3 Grimoire Bonnepluie +14 20 = 5 2 


hei ome 


An indirect spell that draws power from the water spirits to inflict Misstep on 


An indirect spell that summons the water spirit Undine to deal crushing Water J 
a single target. 


damage to single or multiple targets. Has a chance to inflict Water Averse. 
et SVS h 


~f22}-{-|-]-]-|-|22)-1)-1-]-| - 22 -|- 20} - | - al-j=|-}-]-]-|7]918)-]-]-1-1-l7[el-)-lel-lalz 
Arcana RT | MP Reagents Range Area Arcana RT | MP. Reagents | Range | Area 
Grimoire Naiade +19 45 = 3 2 Grimoire Stagnation +14 20 © 5 1 


UNDINEIIII es 


An indirect spell that summons the water spirit Undine to deal crushing Water | 
damage to single or multiple targets, Has a chance to inflict Water Averse. 


ROISONIMISIT 
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|= 440] -]-]-]-1-]-]40]-]-}-]-]-]40 -|-]- | - |38} - | - -|-|- -|-|5/71/6 -|-|- 5/6 -[4]-|7 : 
Arcana RT | MP Reagents Range | Area Arcana RT MP Reagents Range | Area 
Grimoire Naiade |! 424 70 = 4 3. Grimoire Toxibrume +14 20 = 7 2 
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An indirect spell that causes an eruption of blistering steam dealing heavy 


An indirect water spell that Hobbles multiple targets by conjuring forth a 
Water damage to multiple targets. Has a chance to inflict Water Averse. 


boggy quagmire, 


15] -|-}-|-]-|-|14]16]18}-}-}-] - 16/15 - |43] - [16] 16) - 
MP Reagents Range Area Arcana 
314 Grimoire Vaporisateur +28 90 - 3 2 Grimorie Embourbant +16 30 - 4 a 


Arcana 


MP Reagents Range Area 


FIRE MAGIC 


Call on the spirits of fire to sear your foes with gouts of flame. Requires MP 
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ARKSRHERE 


cP Ea Hees 3 Vat 144 Saal 
Arcana RT MP Reagents Range Area 
Grimoire Bouledefeu +13 15 - 3-6 1 


‘SPARKSPHERE III 


| A missile spell that unleashes a ball of hellfire dealing crushing Fire damage to 
i single target. Has a chance to inflict Fire Averse. 


14/10 12} -| 910) -}9)8 12/11/10 


Arcana RT MP. Reagents Range Area 


Grimoire Bouledefeu !l +16 30 =i 3-6 it 


SPARKSRHEREIIII| 


| A missile spell that unleashes a ball of hellfire dealing crushing Fire damage to 
| a single target. Has a chance to inflict Fire Averse. 
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19| - | 24 18/20/19 - | - [24] - }18) 49} - | 18} 17) - |21|20/19 
Arcana RT MP Reagents Range Area 
Grimoire Bouledefeu II] +19 45 3-6 1 


meee SPARKSPBHERE|N 


A missile spell that unleashes a ball of hellfire dealing crushing Fire damage to 
| 2single target. Has a chance to inflict Fire Averse. 


Arcana RT MP 
Grimoire Bouledefeu IV +22 60 


Range Area 


Reagents 
2 3-6 1 


= FIRESTORM 


An indirect spell that calls forth a pillar of incandescent flame inflicting Fire 
1 damage to a single target. Has a chance to inflict Fire Averse. 


§/6/-15)4 


alé|-|9 {tol - 
Arcana RT MP. Reagents Range Area 
+14 22 


71-16 
Grimoire Flammes = 5 1 


FIRESTORMIII| 


| An indirect spell that calls forth a pillar of incandescent flame inflicting Fire 
| damage to multiple targets. Has a chance to inflict Fire Averse. 


ns Via Pe al fe LS 14/17/15] - |18) 19 


14/15) - 14/13) - /16) - |15 
Arcana RT MP Reagents Range Area 
Grimoire Flammes It +19 46 2 3: 2 


FIRESTORMIII ps 


An indirect spell that calls forth a pillar of incandescent flame inflicting Fire 
hance to inflict Fire Averse. 
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Arcana RT MP Reagents Range Area 
Grimoire Flammes II! +24 70 E 5 3 


FIRESTORM) 


in indirect opellthat calls forth a pilla: of incandescent fame inflicting Fire 
| damage to multiple targets. Has a chance to inflict Fire Averse. 


33|-|-|-|- 32/35/93] - 36/37 32|33| - |32|31| - |34) - |33 


Arcana AT = MP Reagents Range Area 
5 3 


Grimoire Flammes {V +28 94 - 


Arcana RT MP 
Grimoire Salamandre +19 45 


Range Area 


Reagents 
- 3 2 


-}-}40} -| - -|-|-{40]-|- -|- 40] - | - - | - [38] - |40 
Arcana RT MP Reagents Range Area 
Grimoire Salamandre Il +24 70 z 4 


er SURERNOVAYZs 


An indirect spell that detonates a scorching ball of light dealing heavy Fire 
damage to multiple targets. Has a chance to inflict Fire Ave 


-|-]-]-]- -|-|- 27] - |28 -|- |26}27} - | - {25} -]-] - 
Arcana RT MP Reagents Range Area 
3 2 


Grimoire Calcination +28 90 2 


SUPERNOVA\IIDs 


An indirect spell that detonates a scorching ball of light dealing heavy Fire 
H damage to multiple targets. Has a chance to inflict Fire Averse. 


38 | 40 


Range Area 
4 3 


Arcana taiRT. MP. 
Grimoire Calcination I! +38 140 


Reagents 


a 


Az indirect spell that draws power from the fire spirits to grant Fire~Touched 
to a single target. 


3 3 -|-}8 2] - 
Arcana RT MP Reagents | Range Area 
Grimoire Infufeu +13 15 = i iJ 


aUPYROGUARD Sma 


An indirect spell that draws power from the fire spirits to grant Fire Attuned to 
multiple targets. 


Arcana RT MP. 


Grimoire Antifeu +12 10 S 5 3 


<UPYROGLASTIG 


|FUAME|FUSION 


An indirect spell that draws power from the fire spirits to Strengthen a single 
target. 


NSE f 

12} =) - -{- 41/13/42] - |44 ~ |10} 12) = | - |40} - 43} 44] - 
Arcana | RT MP Reagents Range Area 
Grimoire Enflammant +14 20 S 5 1 


ICE MAGIC 


Call on the sp 


A missile spell that sends forth a chilling blast dealing piercing Ice damage to a 
Single target. Has a chance to inflict Ice Av 


1/2/3 3 1] 4 1} 1 oo ea lai 
Arcana AT MP Reagents Range | Area 
Grimoire Glace +13 15 S 3-6 1 


‘A missile spell that sends forth a chilling blast dealing piercing Ice damage to a 
single target. Has a chance to inflict Ice Averse. 


10 12) - ~} 9111/10 - 12 9} 10 9} 8] - |12/11/ 10 
Arcana RT MP Reagents Range Area 
Grimoire Glace |1 +16 30 fi 3-6 1 


AUICEBLAST II 


A missile spell that sends forth a 
single target. Has a 


chilling blast dealing piercing Ice damage to a | 
chance to inflict Ice Averse. i 
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18/19 
Arcana RT MP Reagents Range Area 
Grimoire Glace II! +19 45 3-6 1 


An indirect spell that draws power from the fire spirits to inflict Breached on a 
single target. 


8 7|9|8 : 8) - 6 9|7 
Arcana | RT MP Reagents Range Area 
Grimoire Brulant +14 20 = 5 1 


An indirect spell that draws power from the fire spirits to Weaken multiple 
targets. 


4 -|- a} 5/4 : - §| 4 2]-|5)5 
Arcana RT MP Reagents Range Area 
Grimoire Calcinant +14 20 = 6 2 


An indirect fire spell that resets the TP of multiple targets with a scalding, 
poisonous gas, 


Whe} -]-|-[-]-}16)18}17]-])-|-]-|- l4eti7z}-] -f15] - ital tel = 


RT | MP Reagents Range Area 
+16 30 = 4 2 


Arcana 
Grimoire Fumerolle 


rits of ice to send freezing winds and glacial rock against your foes. Requires MP 


SIGEBLASTHIV) 


A missile spell that sends forth a chilling blast dealing piercing Ice damage to a 
single target. Has a chance to inflict Iee Averse. 


28| - | 30] - Hes 12728428) = - |30 27 | 28 


27 | 26| - | 30) 29 | 28 
Arcana RT MP Reagents | Range | Area 
Grimoire Glace IV +22 60 = 3-6 1 


An indirect spell that creates a freezing aura inflicting Ice damage to a single 
target. Has a chance to inflict Ice Averse. 


Arcana RT MP 
Grimoire Congelation 


+14 22 


An indirect spell that creates a freezing aura inflicting Ice damage to multiple 
targets. Has a chance to inflict Ice Averse. 


18/19) - | - [14/15 14/13) - |16 18 


Arcana RT MP Reagents 
Grimoire Congelation Il +19 46 3 5 2 


AVAUANGHE|III 


An indirect spell that creates a freezing aura inflicting Ice damage to multiple 
targets. Has a chance to inflict Ice Averse. 


- [25] - | 24 


Z 5 


AVAEANGHEIVI) 


An indirect spell that creates a freezing aura inflicting Ice damage to multiple 
targets. Has a chance to inflict Ice Averse. 


233) - | 32} 31) - 134] - [33 


36/37) - | - 
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5 | 33) - 
‘Arcana RT MP Reagents Range Area 
Grimoire Congelation IV +28 94 


WENDIGO 


An indirect spell that summons the ice spirit Wendigo to deal crushing Ice 
damage to single or multiple targets. Has a chance to inflict Ice Avers 


- | 22 -|-|-]- 20] - [22 


- {22} -|-]-|-|-|-]ae}-]-)-]- 
Arcana RT MP Reagents Range Area 
Grimoire Wendigo +19 45 = 3 2 


R Wa eo 


An indirect spell that summons the ice spirit Wendigo to deal crushing Ice 
damage to single or multiple targets. Has a chance to inflict Ice Ave 


Arcana RT MP. Reagents | Range Area 
Grimoire Wendigo II +24 70 z 4 3 


z ICE;REQUIEM 


‘An indirect spell that invokes a glacial aura dealing heavy Ice damage to mul- 
| tple targets. Has a chance to inflict Ice Averse. 
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Arcana RT MP Reagents Range Area 
Grimoire Grandfroid +28 90 e 3 2 


ICEIREQUIEMII 


} An indirect spell that invokes a glacial aura dealing heavy Ice damage to mul- 
tiple targets. Has a chance to inflict Ice Averse. 
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Arcana RT MP Reagents Range Area 
Grimoire Grandfroid |! +38 140 - 4 3 


An indirect spell that draws power from the ice spirits to grant Ice~Touched to 
a single target. 


Arcana AT MP Reagents Range Area 
Grimoire Infuglace +13 15 - 


| An indirect spell that draws power from the ice spirits to grant Ice Atruned to 
| multiple targets. 
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Arcana RT MP Reagents Range | Area 
Grimoire Antiglace +12 10 - 5 3 


a IGYAFOGUS)¥ 


An indirect spell that draws power from the ice spirits to grant Spellstrike to a 
| single target. 


Arcana RT MP Reagents Range Area 
Grimoire Serenite +14 20 ¢ 5 il 


see NDOMITABLE\WILIS 


| An indirect spell that draws power from the ice spirits to grant Battering Ram 
| toa single target. 


7 - -|6/8|7 617 5 8\6 
Arcana RT MP Reagents Range Area 
Grimoire Fragilisant +16 30 - 5 4 
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An indirect spell that draws power from the ice spirits to inflict Spellslip on 
| multiple targets. 


4) - -|3]5|4]- 5| 4) - 2 515 
Arcana RT MP Reagents Range Area 
Grimoire Engourdissant +14 20 = 6 2 


FREEZING|GUSIL) 


An indirect ice spell that Leadens multiple targets by freezing the air around 
them. 
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Arcana RT MP. Reagents Range | Area 
Grimoire Gelant H6 © 30 - 4 2 


317 


318 


DIVINE MAGIC 


Call on the spirits of the divine to scathe your foes with waves of light. Requires MR 


SPIRITSURGEssseees JUDGEMENT 


A missile spell that unleashes divine power dealing piercing Light damage to a An indirect spell that calls forth waves of divine light inflicting Light damage 
single target. F chance to inflict Light Averse. to multiple targets, Has a chance to inflict Light Aver 
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Arcana RT | MP Reagents | Range Area Arcana | RT MP. Reagents Range Area 
Grimoire Radiance +13 15 Ss 3-6 iJ Grimoire Punition Ill +24 70 = 5 3 


hit — 


An indirect spell that calls forth waves of divine light inflicting Light damage 
to multiple targets. Has a chance to inflict Light Averse. 


A missile spell that unleashes divine power dealing piercing Light damage to a 
Single target. Has a chance to inflict Light Averse. 


14 12 11/15 14 9 1 14 3 
Arcana RT MP. Reagents Range Area Arcana RT MP Reagents Range | Area 
Grimoire Radiance I! +16 30 2 3-6 1 Grimoire Punition \V +28 94 2 5 3 


TH - 


An indirect spell that summons the light spirit Wisplight to deal crushing 
Light damage to single or multiple targets. Has a chance to inflict Light Averse. 


A missile spell that unleashes divine power dealing piercing Light damage toa 
single target. Has a chance to inflict Light Averse. 
: 2 - 


20) - | 23 
Arcana RT MP Reagents Range Area Arcana | RT MP 
Grimoire Radiance 1!! +19 45 z 3-6 1 Grimoire Lumina +19 45 


An indirect spell that summons the light spirit Wisplight to deal crushing 


Light damage to single or multiple targets. Has a chance to inflict Light 
Averse. 


‘A missile spell that unleashes divine power dealing piercing Light damage to a 
: P P g piercing Lig ig 
Single target. Has a chance to inflict Light Averse. 
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Grimoire Radiance 1V +22 60 iy 3-6 1 Grimoire Lumina II +24 70 = 4 3 


JHEAVENLY/JUDGE ses 


An indirect spell that bathes an area in divine light dealing heavy Light damage | 
to multiple targets. Ha a chance to inflict Light Averse, 


‘An indirect spell that calls forth waves of divine light inflicting Light damage 
toa single target. Has a chance to inflict Light Averse, 


8 7 20 29 
Arcana RT MP Reagents Range Area Arcana RT mp Reagents Range Area 
Grimoire Punition +14 22 = 5 1 Grimoire Chatiment +28 90 = 3 2 


ACJUDGEMENT) II, 


An indirect spell that calls forth waves of divine light inflicting Light damage 
to multiple targets, Has a chance to inflict Light Averse. 


eS = a 


An indirect spell that bathes an area in divine light dealing heavy Light damage | 
to multiple targets. Ha a chance to inflict Light Averse. 
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Arcana RT MP Reagents Range | Area Arcana | RT MP Reagents Range Area 
Grimoire Punition 1 +19 46 £ 5 2 Srimoire Chatiment |! +38 «(140 e 4 4d 
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“Arcana _ RT MP Reagents Range Area Arcana AT MP Reagents Range Area 
orcisme a B = 6 1 


Grimoir 5 1 Grimoire Reveil +1420 


AWAKEN) IIS 


An indirect divine spell that removes Bewitch, Spendthrift, and Paranoia from 
a single target. 


EXORGISMill 


D 
f g z 

e/18| - - ~ | 18/18 -|-|-]-]-|16)-]-]- - |30] - | - -|-|- 31]29| - |30]-]}-1-|-}-|-|-]- - fe 
Arcana RT MP Reagents “Range Area Arcana RT MP. Reagents Range Area QP 
r +23 68 - 4 2 Grimoire Reveil I! +20, 50 = 5 il = 

> 


INNERVATE)) 


= a INSTILELIGHT, 


An indirect spell that draws power from the light spirits to grant Light- 
Touched to a single target. 


Ba Sa Fon ea 
sa) iy 
-|6 


MP Reagents Range Area Arcana RT MP Reagents Range Area 
15 = 5 i 3 


4|6|-|- = 
Arcana RT 
¢ 6 1 


ire Infulumiere +19 


LIGHTGUARD : s SINGING)LIGHTyys 


An indirect spell that draws power from the light spirits to grant Light At- 


: An indirect divine spell that removes Silence from a single target. 
tuned to multiple targets. 


Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Antiflumiere +12 10 = 5 3 Grimoire Volubilite +13 15 = 6 1 


Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
5 5 1 Grimoire Defigeant +14 2 as 6 1 


IBERATEV as 


An indirect divine spell that removes Bound, Shackle, and Stop from a single 


eee BOON|ORSWIRTNESS, 


An indirect divine spell that draws power from the goddess of time to Quicken 
a single target 


=| -] - 128) 26 


- | 10 


- }10} 11] - | - -|-]-}11}9 -|- -}-f-|-]- |}. - -|- - -|-]- 
Arcana RT MP Reagents Range Area Arcana MP Reagents Range Area 
Grimoire Celerite +16 30 é 5 1 Grimoire Fluidite 35 = § 1 


Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Annulation +16 30 - 5 1 Grimoire Purete +1420 - 8 1 319 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP to a single target. Deals damage to undead. 


Arcana RT | MP Reagents Range | Area Arcana RT MP. Reagents Range Area 
Grimoire Purete |! +19 45 A 5 1 Grimoire Vitalite 111 +19 45 3 6 1 


HEALS =— 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP toa single target. Deals damage to undead. 


32}30| - |32| - [3a] - | - | - -|-|- |34]% 


15 -|-|-|- 4} - 115} + | - -|-|-|- -|- + (81/34/33) - | -]-|-] - 
Arcana RT MP Reagents Range Area Arcana RT | MP Reagents Range Area 
Grimoire Mobilite +14 20 = 5 1 Grimoire Vitalite IV +22 60 e 6 1 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP to multiple targets. Deals damage to undead. 


Arcana RT MP Reagents Range Area 
Grimoire Soins +5 25 . 4 2 


MAJOR} HEALS! as 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP to multiple targets. Deals damage to undead. 


last = aye 


Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Bravoure 17 35 = 5 1 Grimoire Soins I! +19 45 = 5 3 


MAJOR\HEA 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP to multiple targets. Deals damage to undead. 


20)22)-]-}-]-|-]|-f2t}i9}- feo] -}-);-]-]-]-]-]-]-]-]- - |37) - -|-]-| + |38}96] =] - | - -|- -|-j- -|- 
Arcana RT MP Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Purgation +18 40 = Grimoire Soins III 423 65 = 6 3 


/RESURREGIi 5 


An indirect divine spell that revives a single incapacitated ally and restores 10% 


of Max HP and MP. 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP to a single target. Deals damage to undead. 


Be eam faiits|= | atetet |= | -f=(8) |=) al Slate | eee Ab dap eo = baad fof = -|-|-|- 
Arcana RT MP. Reagents Range Area Arcana RT MP Reagents Range Area 
Grimoire Vitalite +13 15 = 5 1 Grimoire Resurrection +30 100 es 2 1 


RESURREGIiII cee 


An indirect divine spell that revives a single incapacitated ally and restores 50% 
of Max HP and MP. 


An indirect divine spell that draws power from the goddess of mercy to restore 
HP to a single target. Deals damage to undead. 


Ce i)! 
Z103\2) 


11/14/13} -|-|-]-] - - | 12] - ]43] - | - 13| - 14) - 35}-}-{-|-]-]-] = |36)34}-]-]-]-]-]-]-]-]-]- - 


Arcana RT MP. Reagents | Range Area Arcana RT MP Reagents Range Area 
320 Grimoire Vitalite 1! +16 30 # 5 1 Grimoire Resurrection || +50 = 200 2 2 1 


DARK MAGIC 


Call on the spirits of the dark to case your foes into the stygian abyss. Requires MP 


\WORDIORPAIN)) 


| A missile spell that unleashes an agonizing curse dealing slashing Dark damage 
‘as a chance to inflict Dark Averse. 


toa single target. H 


Grimoire Douleur 


\WORDJORRAIN)II 


| A missile gpell that unleashes an agonizing curse dealing slashing Dark damage 
) to asingle target. Has a chance to inflict Dark Averse 


Grimoire Douleur I! 


WORDJOFPAINIIII 


A missile spell that unleashes an agonizing curse dealing slashing Dark damage 
to asingle target. Has a chance to inflict Dark Ave 


Grimoire Douleur Il! 


\WORDIOFPAINIV, 


A missile spell that unleashes an agonizing curse dealing slashing Dark damage 
| ta single target. Has a chance to inflict Dark Averse. 


Grimoire Douleur IV 


METEORISTRIKE; 


An indirect spell that calls down a meteorite dealing crushing Dark damage to 
s a chance to inflict Dark Averse. 


Grimoire Briseciel 


METEORISTRIKE, 


An indirect spell that calls down a meteorite dealing crushing Dark damage to 
| multiple targets. Has a chance to inflict Dark Averse. 


Grimoire Briseciel II 


sommes METEORISTRIKE MIDs 


An indirect spell that calls down a meteorite dealing crushing Dark damage to 
| i ; g g Bi 
| multiple targets. Has a chance to inflict Dark Averse. 


% 


-|- - 24|96|25| - |28} - |} - | -| - [25 gat - ja7| - |24 
Arcana RT MP Reagents Range Area 
Grimoire Briseciel 11 +24 70 - 5 3 


seen METEORISMRIKE|IV 


An indirect spell that calls down a meteorite dealing crushing Dark damage to 
| multiple targets. Has a chance to inflict Dark Averse. 


4|~|-|-]-]-| - $93}95/34] = [87}-}- | - 34| - [35/32] - |36| - |33 
Arcana RT MP. Reagents Range Area 
Grimoire Briseciel IV +28 94 2 5 3 


7 HELLHOUND Is 


‘An indirect spell that summons a hellhound to deal crushing Dark damage to 
) single or multiple targegs. Has a chance to inflict Dark Averse. 


eyed] =] |] =) pe4be ye] - -|- - | - |23) = |23 
Arcana RT MP. Reagents Range Area 
+19 45 = 3 2 


Grimoire Fenrir 


HELUHOUNDIIND) 


An indirect spell that summons. hellhound to deal crushing Dark damage to 
| single or multiple targets. Has a chance to inflict Dark Averse. 


SS 6) 16 


Arcana RT MP Reagents Range Area 


4 3 


An indirect spell that calls forth hellish phantoms that prey on souls of the 
| ving, dealing heavy Dark damage to multiple targets. Has a chance to inflict 


27| - | 28) - - 2 25| - | - | - |26 


7 
Arcana RT MP Reagents Range Area 
Grimoire Abimes +28 90 = 3 2 


An indirect spell that calls forth hellish phantoms that prey on souls of the 
living, dealing heavy Dark damage to multiple targets. Has a chance to inflict 
| Dark Averse. 


Arcana RT MP Reagents Range Area 
Grimoire Abimes II +38 (140 5 4 3 


OVW 3 STUAS 


————————— 


An indirect dark spell that draws power from a demon with dominion over 
time to Slow a single target. 


AUDRAIN| HEART 
a 


A missile dark spell that absorbs HP from a single target. 


Arcana RT MP Reagents Range Area Arcana | 


RT MP Reagents Range Area 
Grimoire Aspirevie +16 30 


3-5 1 Grimoire Torpeur +16 30 o 5 


{ PETRIBURSI ay 


An indirect dark spell that Petrifies a single target with a fossilizing gas. 


AU DRAIN|MIND 


A missile dark spell that absorbs MP from a single target 


-}13/ - [41 - - 13 11] - |15) - 
Arcana RT MP Reagents Range Area Arcana RT | MP Reagents Range Area 
Grimoire Aspiremagie +16 30 - 3-5 1 Grimoire Petrifiant +14 20 - 


AW ORAIN| POWER 


A missile dark spell that absorbs TP from a single target. 


17} - | - | - |49] - 16/18/17] - |48}-|-{-|- 47] -| - |4s] - lis] - l46 


fArcana, RTP Reagents Range | Area Arcana RT MP Reagents | Range Area 
Grimoire Aspirenergie +16 30 - 3-5 1 Grimoire Paralysie +12 10 = 5 2 


i] 


AL INSTILISSHADOW 


An indirect spell that draws power from the dark spirits to grant Dark- 
‘Touched to a single target. 


POISONICLOUD 


i ‘ 
: 4 6 4|-| - -|- - - -|5 -|-]- 3 
Arcana | RT MP Reagents | Range Area Arcana RT MP Reagents _Range Area 
Grimoire Infutenebres +13 15 - 5 1 Grimoire Toxigaz +14 20 - 4 2 


SHADOW|GUARD 


An indirect spell that draws power from the dark spirits to grant Dark Attuned 
to multiple targets | 


{DEAD LY{POISON eee 


An indirect dark spell that Envenoms a single target with a potent toxic cloud, 


ie; 


al 
al 


6 8| - 7 - : : 7 
Arcana RT | MP Reagents Range Area Arcana RT | MP Reagents Range Area 
Grimoire Antitenebres +12 10 z 5 3 Grimoire Miasme +19 45 3 3 1 


STEER , 


An indirect dark spell that transfers some of the caster’s MP to a single target. An indirect dark spell that puts a single target to Sleep with visions of torment. 


Arcana | RT | MP Reagents Range | Area Atcana RT | MP 
Grimoire Offrande +15 25 & 3-6 1 Grimoire Sommeil +14 20 o 5 


AWPARADIGMS CHARM _ 


An indirect dark spell that draws upon the knowledge of scholars from the ‘An indirect dark spell that Charms a single target by capturing their heart with 


abyss to set the RT of multiple targets to 0 act immediately. | a lascivious gaze. 


15] - | - -| =| 14} 16/45] - | = | - ~|- 415] -] - 143 -|- 44 


Arcana RT MP Reagents Range | Area Arcana RT | MP Reagents | Range | Area 
322 Grimoire Revirement +30 100 = 3 is Grimoire Tentation +15 25 2 4 1 


ap OMINATE 


| An indirect dark spell that draws power from a demon with dominion over 
time to Stop a single target. 


z GRAVITYAFUUXG) 


| An indirect dark spell that draws power from an unhallowed spirit to Leaden 
| asingle target. 


7 10| - 12 = PSA TGT — Cid pe | ef AO = Bub ae at Eg) 


33 
Arcana RT MP Reagents Range Area Arcana | RT MP Reagents Range Area 
Grimoire Arret +22 60 = 4 1 Grimoire Gravite +16 30 : 5 1 


SHACKLE: 


An indirect dark spell that draws power from the souls damned to hell to 
Shackle a single target. 


ADSCREAM is 


An indirect dark spell that draws power from an undead witch to Frighten a 


2|-|-|-|-|-| - feofaeler| - | - ~]-] - Jar] - | - }19} - [23] - }20 2e|-|-|-|-|-}- |21}23}22] - | -| - - }22] - | - Jao} -j24] - jor 


Arcana RT MP Reagents | Range Area Arcana RT MP Reagents Range Area 
Grimoire Menottes +16 30 > 4 4 Grimoire Epouvante +18 40 - 4 1 


IDEAD)MAN;S)INVi 


An indirect dark spell that Hobbles a single target with grasping arms that 
reach up from beyond the grave. 


An indirect dark spell that draws power from a crucified demon to Bind a 
single target. 


Arcana RT MP | Reagents Range | Area Arcana RT _MP Reagents Range Area 
Grimoire Entrave +1630 - 4 1 Grimoire Damnes +1 30 = 3 1 


DRACONIC MAGIC 


ul magics. Requires MP and reagents. 


Call on the elder spirits to unleash power, 


= GATAYSTIRIKEN Fs 


An indirect draconic spell that calls upon greater earth spirits to distort gravity, 
. Has a chance to inflict Earth Averse. 


An indirect draconic spell that calls upon greater air spirits to unleash a terrible 
storm, dealing heavy damage to multiple targets. Has a chance to inflict Air 
| Averse. 


re $ eats é i se} fee les 

-|- - - | = }25] - |24 - |a7| - | - |24)-|- | - |22 -|-|- -|- -|-|- 45} - /42] - | - | 48| - 44 -|-|40)-]-]}-]- 
Arcana | RT MP Reagents Range Area Arcana RT | MP Reagents Range Area 
Grimoire Tempete +26 80 3 Wyrm Gems 5 2 Grimoire Distorsion II +38 «140 5 Wyrm Gems 6 3 


MORTEXUs 


An indirect draconic spell that calls upon greater lightning spirits to ignite the 
} atmosphere, dealing heavy damage to multiple targets. Has a chance to inflict 


An indirect draconic spell that calls upon greater air spirits to unleash a terrible 


storm, dealing heavy damage to multiple targets. Has a chance to inflict Air 
Averse. 


45| - |42| - | - |48) - | - |44] - | - 40| - | - : 2|-}=[-]-]-]25 - |24] - - (22) -]-]- [= 


-|-]-|-|-]-]- 25] - |24| - | = |27] - 
Arcana RT MP. Reagents Range Area Atcana RT MP. Reagents Range Area 
Grimoire Tempete !I +38 140 5 Wyrm Gems 6 3 Grimoire Ouragan +26 80 3 Wyrm Gems. 5 2 


= VORTEX(I)} 


An indirect draconic spell that calls upon greater lightning spirits to ignite the 
} atmosphere, dealing heavy damage to multiple targets. Has a chance to inflict 
| Lightning Averse. 


a GAVA\STRIKE: 


) An indirect draconic spell that calls upon greater earth spirits to distort gravity, 
1 dealing heavy damage to multiple targets. Has a chance to inflict Earth Averse. 
AUNT ° | RIES 


Arcana RT MP Reagents Range Area Arcana RT iit Reagents Range Area 
Grimoire Distorsion +26 80 3 Wyrm Gems 5 2 Grimoire Ouragan II 438 (140 5 Wyrm Gems. 6 3 


JIOVW YY STUNS 


323 


324 


An indirect draconic spell that calls upon greater water spirits to summon a 
flood, dealing heavy damage to multiple targets. Has a chance to inflict Water 
Ayerse. 


: a i 
- - |25| - | 24 27 24) - | - 22 
Arcana RT MP. Reagents Range | Area 
Grimoire Inondation +26 80 3 Wyrm Gems 5 2 


i 


\DELUGEIII 


An indirect draconic spell that calls upon greater water spirits to summon a 
flood, dealing heavy damage to multiple targets. Has a chance to inflict Water 
Averse, 


- -}>|-]+]- 145] = 142] - | - [4a] - | - [44] -1-] - aol -}-]- 
Arcana RT MP Reagents | Range | Area 
Grimoire Inondation |! +38 140 5 Wyrm Gems 6 3 


An indirect draconic spell that calls upon greater fire spirits to unleash a con- 
flagration of hellfire, dealing heavy damage to multiple targets. Has a chance to 


inflict Fire Ave 


-|-]- : 25} - |24| - 27 24 22) - : 
Arcana RT MP Reagents Range | Area 
Grimoire Fournaise +26 80 3 Wyrm Gems § 2 


AVANNIHILATION)| |e 


An indirect draconic spell that calls upon greater fire spirits to unleash a con- 
flagration of hellfire, dealing heavy damage to multiple targets. Has a chance to 
inflict Fire Averse. 


: - 45| - |42| - | - |48 = |44) - | - 40) - - 
Arcana RT MP Reagents Range Area 
Grimoire Fournaise I! +38 (140 5 Wyrm Gems 6 3 


An indirect draconic spell that calls upon greater ice spirits to freeze the air, 
dealing heavy damage to multiple targets. Has a chance to inflict Ice Averse. 


- = ~ |25) - 24 « |27 24 - 22) - | - 
Arcana RT MP Reagents | Range | Area 
Grimoire Glaciation +26 80 3 Wyrm Gems 4 2 


A. IGEOVERII = 


An indirect draconic spell that calls upon greater ice spirits to freeze the air, 
dealing heavy damage to multiple targets. Has a chance to inflict Ice Avers 


- : - |45| - 42 48 - |44 -| - | 40 
Arcana RT | MP Reagents Range Area 
Grimoire Giaciation |! +38 140 5 Wyrm Gems 6 3 


ICT 


An indirect draconic spell that draws upon the power of divine spirits to invoke 
the radiance of the stars, dealing heavy damage to multiple targets. Has a 
chance to inflict Light Averse. 


: : : 45| - | 42 48 44 - | = 140/44 
Arcana RT | MP Reagents | Range Area 
Grimoire Stellaire I +38 140 5 Wyrm Gems 6 3 


DIABLO;S}SPITE esses 


An indirect draconic spell that draws upon the power of Diablo the 
Magewyrm to summon forth negative energy from the abyss, dealing heavy 
damage to multiple targets. Has a chance to inflict Dark Averse. 


-|-|- - - |25) - |24 - |27 24 - 22| - 
MP Reagents Range Area 
Grimoire Supplices 80 3 Wyrm Gems 5 2 


ADIT OYe a 
DIABLO;S/SPITE|I 

An indirect draconic spell that draws upon the power of Diablo the 

Magewyrm to summon forth negative energy from the abyss, dealing heavy 


Arcana RT MP Reagents Range Area | 
Grimoire Supplices | +38 140 5 Wyrm Gems. 6 3 


DETECT : 


An indirect draconic spell that reveals multiple traps laid in the area. 


2] - 17| - |18 - sie] - 
Arcana RT | MP Reagents Range | Area 
Grimoire Decelement +14 20 2 Wyrm Gems 6 3 


An indirect draconic spell that moves a single allied unit to an adjacent tile 
regardless of elevation difference. Cannot be used when the target tile contains 
another unit or a tarot card. 


20) - 19 19 7 
fArcana RT MPC Reagents Range Area 
Grimoire Grandsaut +20 50 2 Wyrm Gems 4 1 


MELERORT za 


An indirect draconic spell that instantly teleports a single allied unit to any tile 
they can move to. Cannot be used when the target tile contains other units or 
tarot cards. 


- 30/ - |28 -|-| + | 28 26) - - 
Arcana RT MP Reagents Range | Area 
Grimoire Transfert +27 85 3 Wyrm Gems 4 1 


22| 24 
Arcana RT MP Reagents Range Area 
Grimoire Stellaire +26 80 3 Wyrm Gems. § 2 


Arcana 


Reagents Range | Area 
2 Wyrm Gems. 4 1 


GIFTIORJRENEWAL 


An indirect draconic spell that grants Renewal to a single target, gradua ally 
restoring HP for a set time. Has no effect on vate 


Arcana RT | MP Reagents Range Area 
Grimoire Revigoration +19 45 2 Wyrm Gems 4 1 


INULUTEYASTIRIKE: 


An indirect draconic spell that grants Nullify to a single tar get, causing them to 
completely avoid a single phy sical effect. 


Arcana RT MP Reagents Range Area 
Grimoire Insensibilite +20 50 2 Wyrm Gems. 4 1 


: NEGATELSPELIE 


| Anindirect draconic spell that grants Negate to a single target, causing them to 
| completely avoid a single magical effect. 


Arcana RT MP Reagents Range | Area 
Grimoire Immunite +20 50 2 Wyrm Gems 4 1 


DODGE BLEADES 


An indirect draconic spell that grants Dodge to a single target. 


Arcana Reagents ane aria 
Grimoire Prestesse a oD 1 Wyrm Gem 


Arcana RT | MP Reagents Range Area 
Grimoire Oeildaigle +14 20 2 Wyrm Gems 4 it 


Arcana AT MP Reagents Range Area 
Grimoire Vifesprit +14 20 2 Wyrm Gems 4 1 


| An indirect draconic spell that grants Resilient to a single target. 


-|- she | FAS) = [48] fae = | = =| Sao 


Arcana RT | MP Reagents Range Area 
Grimoire Antimagie +14 20 2 Wyrm Gems 4 1 


=e HOLY;SHIEUD)} 


An indirect draconic spell that Brants Sanctified to a single target, preventing 
undead from entering their vicinity. 
! 


Arcana Reagents coe mid 
Grimoire Sanctuaire m1 a 2 Wyrm Gems. 


An indirect draconic spell that Revives a single incapacitated allied unit in 
) exchange for the caster’s life. 


Arcana RT MP Reagents | Range Area 
Grimoire Dondevie +50. 200 3 Wyrm Gems 1 1 


: PHANTOMISHELID)S 


3. 


7 


a 


NECROMANCY 


Wield the powers of the abyss to unleash pow 


AQLIVING CORPSE, 


Arcana 
Grimoire Mortvivant _ a 


Reagents 
2 Shoulder Shards 


ori a“ 


An indirect necromancy spell that Withers a single target by tormenting them 
with evil spirits. 


Arcana RT | MP 
Grimoire Malediction 


(CURSEII 


An indirect necromancy spell that Addles a single target by tormenting them 
with evil spirits. 


Reagents Range Area 
2 Bloodied Ventricles 5 1 


Arcana 
Grimoire Malediction || _ 2 


An indirect necromancy spell that Curses a single target by tormenting them 
with evil spirits. 


Reagents 
3 Bloodied Ventricles 


arn -" 


Arcana RT MP 
Grimoire Malediction II} +30 100 


AGTAINTEDILOVE 


An indirect necromancy spell that Bewitches a single target with a hex that fills 
their pet with desire. 


Reagents 
4 Bloodied Veniricles 5 1 


Arcana _ RT MP | 
Grimoire Ensorcelant +2 50 


AC PHANTOM) PAIN pss 


Reagents 
2 Bloodied Ventricles Bi 1 


ie indirect nectomancy spell that grants Pain Aura to a single target, causing 
them to be susceptible to damage, But dealing 10% to 50% of damage taken to 
their ‘Opponent. 


Arcana 
Grimoire Tourments 


ALIFE|FORGE 


A missile necromancy spell that Drains HP from a single target and converts 
the amount drained to MP for the caster. 


Reagents 
3 Dried Eyestems 


a i ats 


Arcana RT MP 


Reagents Range | Area 


Grimoire Metaponction +18 40 1 Shoulder Shard 5 1 


erful magics. Requires MP and re palsies 


Arcana RT MP. 
Grimoire Cendres +15 25 


An indirect necromancy spell affecting multiple targets that restores HP to 
undead and deals damage to the living. 


| Range 
1 Dried Eyestem 5 1 


Reagents Area 


Arcana RT MP 
Grimoire Sangnoir 


(PUTRIEY (IIs 


An indirect necromancy spell affecting multiple targets that restores HP to 
undead and deals damage to the living. 


Reagents 
2 Salted Lobes 3 2 


Arcana RT MP 
Grimoire Sangnoir I 


iBRAINRO} BS: 


Reagents | Range Area 
Salted Lobes 4 3 


An indirect necromancy spell that inflicts Spoilheal on a single target. 


Arcana RT MP | 
Grimoire Debilitation +15 25 


(BUACK(PLUME sss 


An indirect necromancy spell that transforms a single target into a crow, allow- 
ing them to flee combat. 


Reagents 
Dried Eyestem 4 1 


Arcana RT MP Reagents 


1 Shoulder Shard i! 1 


Grimoire Sombrailes +20 50 


An indirect necromancy spell that moyes a single incapacitated or stilled unit. 


Arcana RT MP 
Grimoire Necrotransfert, +23 65 


Reagents 


Range | Area 
1 Dried Eyestem 8 1 


5 WIND)DERVISH| 


An indirect ninjutsu spell that calls a wind dervish into battle inflicting slashing 
Air damage to a single target. 


Arcana 


Reagents Range Area 
1 Vibrant Whetstone 4 1 


WINDJDERVISHII 


An indirect ninjutsu spell that calls a wind dervish into battle inflicting slashing 
Air damage to single or multiple targets. 


| Arcana RT MP 
Scroll of Windshear II +18 = 


Reagents Range Area 
2 Vibrant Whetstones 5 2 


SANDISRIDER 


An indirect ninjutsu spell that calls a sand spider into battle inflicting crushing 


i 


Reagents | Range | Area 
1 Attercop Web 4 1 


SPIDERII! 


An indirect ninjutsu spell that calls a sand spider into battle inflicting crushing 
) Earth damage to single or multiple targets. 
l 


Arcana RT MP 
Scroll of Earthshear Ii +18 = 


Reagents Range Area 
2 Attercop Webs 5 2 


An indirect ninjutsu spell that calls a chimaera into battle inflicting piercing 
Lightning damage to a 


ngle target. 


Arcana RT MP 
Scroll of Stormshear 


Reagents Range | Area 
1 Nightjar Bell 4 1 


> GHIMAERAN 


An indirect ninjutsu spell that calls a chimaera into battle inflicting piercing 
Lightning damage to single or multiple targets. 


Arcana RT MP 
Scroll of Stormshear |] +18 


Reagents | Range Area 


2 Nightjar Bells 5 2 


NINJUTSU 


Call on the gods of war to smite your foes. Requires reagents. 


WATERSIIGER) ys 


An indirect ninjutsu spell that calls a water tiger into battle inflicting crushing 
Water damage to a single tar; 
| : g : 


Arcana RT MP 
Scroll of Waveshear +12 


Reagents Range Area 
4 Tortoiseshell Pin 4 1 


WATER TIGERIII 


| An indirect ninjutsu spell that calls a water tiger into battle inflicting crushing 
| Water damage to single or multiple targets. 


Minerale Acoli 


| 


Arcana RT MP 
Scroll of Waveshear Il +18 


Reagents Range Area 
2 Tortoiseshell Pins 5 2 


An indirect ninjutsu spell that calls a fire snake into battle inflicting crushing 


Arcana RT MP 
Scroll of Flameshear 


Reagents Range Area 
1 Fuse Ash 4 1 


RIREISNAKE\II Ys 


| An indirect ninjutsu spell that calls a fire snake into battle inflicting crushing 
| Fire damage to single or multiple targets. 
U 


= - |95 Seale 
Arcana RT MP. Reagents Range Area 


Scroll of Flameshear || +18 


2 Fuse Ashes 5 2 


- RIMEJRAVEN 


| An indirect nijutsu spell that calls a rime raven into battle inflicting piercing Ice 
| damage to a single target. 


Arcana RT MP 
Scroll of Iceshear +12 


Range _ Area 
1 Crow Track 4 1 


Reagents 


RIME|RAVENII Ds 


An indirect nijutsu spell that calls a rime raven into battle inflicting piercing Ice 
| damage to single or multiple targets. 


Reagents Range Area 
2 Crow Tracks 5 2 


Arcana RT __MP 
Scroll of Iceshear I! +18 


BRIDUES es 


An indirect ninjutsu spell that causes the melee weapon of a single target to 
Silence opponents. 


An indirect ninjutsu spell that Binds a single target by pinning their shadow to 
the ground. 


Arcana Reagents ul ren Arcana RT MP Reagents Range Area 
Scroll of Shadow a = 1 Short Kunai Scroll of the Reins +14 S 1 Horse Bit 


s\\LEAPING| MONKEYéae 


An indirect ninjutsu spell that grants Nimble to a single target, allowing them 
to ignore terrain elevation differences. 


NUMB) i 


An indirect ninjutsu spell that causes the melee weapon of a single target to 
Stun eigen 


Arcana RT | MP Reagents Range Area Arcana RT MP Reagents Range Area 
Scroll of the Monkey +18 = 1 Grappling Hook 1 1 Scroll of the Toad +14 - 1 Beaded Frogwax 1 1 


ENVENOM | eee 


An indirect ninjutsu spell that causes the melee weapon of a single target to 
Poison opponents. 


Arcana Reagents setae a Arcana RT MP Reagents Range Area 
Scroll of the Strider an - 1 pair of Water Striders Scroll of the Spider +14 = 1 Vermin Ichor 1 1 


Arcana AT | MP. Reagents Range | Area 
Scroll of the Cicada 415 - 1 Paper Doll 1 ‘f 


WAR DANCES 


Perform magical dances that have a variety of effects on nearby units. Requires TP and reagents. 


Arcana Reagents i re Arcana RT MP. Reagents Range Area 
Treatise on Courage a oe 1 Fan of the Brave Treatise on Resolve +16 | 30 1 Fan of Protection 1 3 


ACHARVESTIDANCE: 


An indirect war dance spell that restores a small amount of HP to multiple 


An indirect war dance spell that removes a small number of debuffs from 
nearby alhes, 


multiple nearby allies. 


Arcana RT MP. Reagents Range Area Arcana RT MP Reagents Range Area 
Treatise on Safety +1525 1 Fan of the Merciful 1 3 Treatise on Cleansing +1735 1 Fan of the Mists 1 3 


ss ENVIGORATING|DANGE)) 


‘An indirect war dance spell that reduces the TP of multiple nearby enemies 
| while increasing the caster’s TP. 
K 


rr (COMELY/DANCE: 


ircana Reagents a ued Arcana RT MP Reagents Range Area 
reatise on inferiority mm 1 Fan of the Serpent Treatise on Technique +20 50 { Fan of Wasting 


BEDEVIUING)DANCE: sDEMONPETALSDANGED, 


An indirect war dance spell that Slows multiple nearby enemies. 


| Arcana RT MP. Reagents Range | Area Arcana RT MP. Reagents Range Area 
Treatise on Excess +19 45 1 Fan of Depravity 1 2 Treatise on Seduction +20 50 1 Fan of Charisma 1 2 


SONGS 


Sing magical songs that have a variety of effects on nearby units. Requires MP and reagents. 


ARDENTICONGA’ 


An indirect song spell that grants Spellcraft to multiple nearby allies and 
| restores a small amount of their MP. 


SOMBERICHAGARERAY, 


An indirect song spell that inflicts Misstep on multiple nearby enemies, 


Arcana RT MP. Reagents Range Area Arcana RT MP Reagents Range | Area 
Devil's Score +14 20 1 Songstress’s Score 1 3 Resonant Score +18 40 3 Songstress's Scores sl 3 


\WEAKENINGHORORO 


An indirect song spell that grants Renewal to multiple nearby targets, gradually 
restoring HP for a set time. Has no effect on the undead. 


Arcana | RT MP Reagents Range Area Arcana RT | MP Reagents Range Area 
Cursed Score +15 25 1 Songstress's Score 1 3 Glorious Score +19 45 4 Songstress’s Scores K 


= TAUNTING) MAMBO AARABESQUEYs 


An indirect song spell that restores a small amount of HP and MP to multiple 


An indirect song spell that inflicts Stagger on multiple nearby enemies. 
: ) | nearby allies. 


Arcana RT MP. Reagents Range | Area Arcana RT MP Reagents Range Area 
Raucous Score +16 30 2 Songstress's Scores 1 ) Rapturous Score +20 50 5 Songstress's Scores i 3 


STIRRING|FOUCLORE 


Arcana RT MP Reagents Range Area 
Limpid Score +17 35 3 Songstress’s Scores 1 3 
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UNDERSTANDING EQUIPMENT DATA ) 


This chapter contains a complete listing of every piece of weaponry, armor, and jewelry available in the game. For 

each category of equipment, we list the classes that can equip it and what types can be used. There are multiple types 
of items within each category and only some classes can use certain types. Equipment is arranged in ascending order 
based on the level required to equip the weapon. This level requirement applies to all classes who can equip the item. 


£. © The letters in the “Type” box (A through I) denote a 


specific type of weapon/armor and dictates which class 
can equip it. Note that some types are further restricted 
in that their availability is limited to male or female 
units, although this is very rare, 


3% Pay attention to the number of hands required to 
MO 


equip a given weapon. Sometimes it pays to use a less 
powerful, one-handed weapon if it frees up the unit’s 
left hand for a shield. 


( £ The weight and RT values typically go hand-in-hand. 


The heavier an item, the more time it adds to the 
Recovery Time which means that using heavier equip- 
ment can lead to fewer turns for the unit. 


¢ A “Buy Price” is listed for each piece of equipment that 


can be purchased directly from a shop. A recipe book 

is listed for those pieces of equipment that are primar- 
ily obtained through crafting, Note that there are some 
very rare pieces of equipment that cannot be purchased 
or crafted. These items can only be obtained by fighting 
high-level enemies, typically during side quests. 


ms worn on the hands to bolster hand-to- 
wpons are for front-line fighters who care 
tion. Many fist ‘weapons often provide a 


Icon 
. 


Class Icon Class 


hy 


rs 


*7\ ca LEATHER CAESTUS 


The data tables for each piece of weaponry (and shields) 
list the type of damage inflicted, the elemental affin- 

ity, and any particular racial bonuses that are awarded 
against particular species. Don't overlook this informa- 
tion! Consult the tables of enemies that accompany. each 
battle in the walkthrough and throughout the side quests 
chapters to see which types of enemies you'll be fighting 
and equip the party accordingly. 


Equipment doesn’t always increase a particular stat 


rating. It’s not uncommon for an item to-lower the 
rating fer one of the unit’s main attributes. 

Negative numbers are represented within parentheses. 
For example, the AVD (1) rating for Iron Claws means 
that equipping Iron Claws will lower the Avoidance 
rating for that class by 1. 


‘t Pieces of armor also contain lengthy tables of possible 
= 


resistances. Don't always base your equipment decisions 
purely on the DEF rating or how a piece of jewelry 
benefits the units’ offensive attributes. Some seem_ 
ingly weaker items offer tremendous resistances against 
various elemental attacks, attacks specific to individual 
faces, or even against types of damage. Consult the 
information throughout the “Classes & Races” chapter 
to understand enemy tendencies and equip your units 
appropriately. 


Level Hands Range Weight RT 
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Buy Price Recipe 


Elem.Aff. R. Bonus 


Omg. Type S. Bonus 


ishing 5 


On Hit 


ATK DEF HP MP LUCK STR vit ‘DEX AGIL AVD 


Raia 
=e 


Type Level 


ATK DEF HP 


Type Level 


Type Level 


Type Level 


Type Level 


Dmg. Type 
Piercing 8 


ATK DEF HP 


Type Level 


Dmg. Type 
Slashing 6 


ATK DEF HP 
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Hands Range Weight RT Buy Price Recipe 


Melee Weapons | 


Effect 


Elem.Aff. R. Bonus S. Bonus 


MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


“Buy Price Recipe 
On Hit DR Effect 


INT MIND RES 


Hands Range Weight RT 


Elem.Aff. R.Bonus S. Bonus 


BRONZE, 


Hands Range Buy Price Recipe 


a Melee Weapons | 


On Hit OR Effect 


Weight RT 


Elem.Aff. R.Bonus S. Bonus 


MP LUCK STR VIT DEX AGIL “AVD INT MIND RES 


Buy Price Recipe 


paws oer | 


Hands Range Weight RT 


Elem.Aff. R.Bonus S. Bonus 


—— are 
MP LUCK STR VIT DEX AGIL AVD 


Hands Range Weight RT ‘Buy Price Recipe 


Bea Melee Weapons | 


On Hit OR Effect 


INT MIND Ri 


Elem.Atf. R. Bonus S. Bonus 


MP LUCK STR VIT DEX AGIL AVD 


Hands Range Weight 


On Hit. DR Effect 


INT MIND RES 


Elem.Aff. R. Bonus S$. Bonus 


MP LUCK STR VIT DEX AGIL AVD. 
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Type Level 


Dmg. Type 
Slashing 8 


ATK DEF HP 


Type Level 


Dmg. Type 
Piercing 7 


ATK DEF HP 


Type Level 


Dmg. Type 
Piercing 9 


ATK DEF HP 


Type Level 


Dmg. Type 


Piercing 7 


ATK DEF HP 


Type Level 


Omg. Type 


Piercing 9 
ATK DEF HP 


Type Level 
Dmg. Type 


ATK DEF HP 


Hands Range Weight RT Buy Price Recipe 


+32 as Melee Weapons | 


S.Bonus  OnHit OR Effect 


ee 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Elem.Aff. R. Bonus 


Hands Range Weight RT Buy Price Recipe 


eT 


On Hit Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Elem.Aff. R. Bonus S. Bonus 


Weight RT ‘Buy Price Recipe 
+34 ES Melee Weapons II 


On Hit OR Effect 


AVD INT MIND RES 


Hands Range 


—— 
Elem.Aff. R.Bonus S. Bonus 


Weight AT — Buy Price Recipe 


Paco) om] | 


S.Bonus  OnHit DR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


= TS, 


Hands Range 


Elem.Aff. R. Bonus 


Hands Range Weight RT ‘Buy Price Recipe 


Elem.Aff. R.Bonus §.Bonus OnHit OR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND 


Hands Range 


On Hit 


DEX AGIL AVD INT MIND RES 


Elem.Aff. R.Bonus S. Bonus 


MP LUCK STR VIT 
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Type Level Hands Range Weight Buy Price Recipe Hands Range Weight RT Buy Price Recipe 


7 E Fist Enchiridion 


Omg. Type Elem.Aff. R. Bonus S. Bonus On Hit Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR Effect 


Slashing 10 | a Slashing dy 


Hands Range Weight RT Buy Price Recipe Level Hands — Weight RT Buy Price Recipe 
The Fist 


Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit DR Effect Omg. Type Elem. Aff. R. Bonus S.Bonus OnHit DOR Effect 


rsa 


ATK DEF HP MP LUCK STR “VT DEX AGIL AVD INT MIND RES ATK DEF HP MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


— 


evel ~ Hands Range Weight RT ‘Buy Price Recipe Tie Level Hands Range Weight RT Buy Price Recipe 
< The Fist 


Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit DOR Dmg. Type Elem.Aff. R. Bonus S. Bonus OnHit DR Effect 


Piercing 10 P| Gon s | sts +1 - Crushing 12} Dark15 | a 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Revel “Hands Range Weight RT Buy Price Recipe {ors Level Hands Range Weight RT Buy Price Recipe 


The Fist Secrets of the Master 


Dmg. Type Elem.Aff. R. Bonus Ye OnHit DR Effect Dmg. Type Elem. Aff. b i DR Effect 


Crushing 9 Ex Dragon 10 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT ATK DEF HP MP LUCK SiR Vit DEX AGIL AVD INT MIND RES 


Type Level Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem. R. Bonus f i Omg. Type Elem-Aff. R. Bonus S. Bonus On Hit DOR 


= ae 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Wi 
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Level Hands Range Weight ; RT i i Type Level Hands Range Weight Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus S.Bonus OnHit Dmg. Type Elem.Aff. R. Bonus S$. Bonus On Hit OR Effect 


Slashing 9 a = 5 Piercing 11 | uaa Augment — |Lightning Slowproot | THunder 


z Lightning +1 Averse Breath 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
Fi SS 


Type Level Hands Range Weight i Recipe Type Level Hands Range Weight RT Buy Price Recipe 


Ss Da] 600 cel 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR Effect Dmg. Type Elem.Aff. R.Bonus S.Bonus  OnHit DR Effect 


Sleepproof] Syiphide I! 


ATK DEF HP MP LUCK STR Vit DEX AGIL AVD INT MIND RES 


“222, RARE] 


Type Level Hands Range Weight RT Buy Price "Recipe Type Level Hands Range Weight RT Buy Price Recipe 


Pent [=P ses vase 


Dmg. Type Elem.Aff. R.Bonus S. Bonus OR Effect Omg. Type  Elem.Aff. R.Bonus §.Bonus  OnHit OR Effect 


Slashing 13 - ee Stunproof} Judgement III |e |= | a 
Pascoe oe 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Daggers are melee weapons used to slash and stab. Daggers make Type Level Hands Range. Weight ‘RT Buy Price Recipe 


good secondary weapons for ranged units equipped with a one- | +t | 2100 lis the accu al : 


handed weapon. Daggers are lightweight and often yield boosts to Dmg. Type Flew: Aff’ MR. Bonus SeBonusls On Hit 
DEX and AVD. 


AVAILABLE CLASSES 


ATK DEF HP MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


Icon Class 


Type Level Hands Range Weight ‘RT Buy Price Recipe 


[os || see Ween 


Dmg. Type Elem.Aff. R. Bonus $. Bonus On Hit DR Effect 


es 


ATK DEF HP MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


KNIBE & 


Type Level Hands Range Weight R uy i Type Level Hands Range Weight RT Buy Price Recipe ; 


Omg. Type Elem.Aff. R.Bonus S.Bonus On Hit Omg. Type Elem.Aff. R.Bonus $.Bonus OnHit 
Piercing 4 Slashing 4 


ATK DEF HP ATK DEF HP MP LUCK STR vit DEX AGIL AVD INT MIND RES 


Type Level Hands Range Weight Buy Price Recipe Type Level Hands Range RT Buy Price Recipe 


[eS] Melee Weapons | Eases Melee Weapons | 


Dmg. Type Elem.Aff. R. Bonus S. Bonus DR Effect Dmg. Type Elem.Aff. R.Bonus $.Bonus OnHit 


Piercing 6 ears Slashing 6 


ATK DEF HP ‘INT MIND RES ATK DEF HP DEX AGIL AVD INT MIND RES 


| - | | | aia 
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Level Hands Range Recipe 


Dmg. Type Elem.Aff. R. fonts $s. iS On Hit DR Effect 


Psasings J || 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


See 


INT MIND RES 


) —_—_—_—_—_—_—_——<—————————————— — — 
a. BALDUR, DAGGER #1, 

=) Type Teas Hands Range Weight 

| a 


Dmg. Type Elem.Aff. R. Bonus 


fsasino7 || ovis | 


ATK DEF HP MP LUCK STR VIT 


S.Bonus  OnHit OR 


DEX AGIL AVD INT 


Type Teel Hands Range Weight 
Liters 


Ding. Type Elem.Aff. R. Bonus §$. Bonus 
Piercing 5 


Recipe 


On Hit OR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


| ne 
_— — 


INT MIND RES 


Level Hands Range 
Dmg. Type _Elem.Aff. R. Bonus. 


Piercing 7 sy 


DEF HP MP LUCK STR VIT DEX AGIL AVD INT 


Weight 


S.Bonus OnHit OR 


& 2 KL, SPIKE 


i avers Hands RT Buy Price Recipe 


Omg. Type Elem.Aff. R.Bonus §.Bonus  OnHit DR Effect 


a 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Type Level Hands Range Weight RT ‘Buy Price Recipe 


Dmg. Type Elem. Aff. R. Bonus S.Bonus  OnHit OR 


Piercing 7 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus $§.Bonus  OnHit OR Effect 


Slashing 6 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


ea 


(NT MIND RES 


Level Hands Weight RT Recipe 


The Blade 


Range Buy Price 


Dmg. Type Elem.Atf, R.Bonus $§.Bonus OnHit OR Effect 


Slashing 8 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Hands Recipe 


The Blade 


Range Weight RT Buy Price 


Dmg. Type R. Bonus §.Bonus OnHit OR 


Piercing 7 


a 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


INT MIND RES 


Type Level Hands Range Weight RT Buy Price Recipe 


Dagger Enchiridion 


Dmg. Type Elem.Aff. R. Bonus 


[ erongo | 7 | Un 


Level Hands Range Weight RT Buy Price Recipe 


The Blade 


Dmg. Type Elem.Afl, R.Bonus S$. Bonus OnHit OR 


F sasnnoe war? | 


ATK DEF HP MP ~ LUCK STR VIT DEX AGIL AVD INT MIND RES 


Hands Range Weight RT Buy Price Recipe 


Dagger Enchiridion 


Dmg. Type R. Bonus S. Bonus On Hit DR Effect 


Slashing 10 | icets | 


ATK DEF HP MP LUCK “STR ViT DEX AGIL AVD INT MIND RES 


Type Level Hands Range Weight AT Buy Price Recipe One-handed swords are melee weapons used primarily 


Omg. Type _Elem.Alf.__R. Bonus . en DRE siete! often yield a boost to STR and either DEX or AGI. 
ugmen' 


Lightning +1 AVAILABLE CLASSES 


AVD INT MIND RES Icon Class Icon Glass 


Type Level Hands 


OnHit OR Effect 


Ding. Type Elem.Aff. R. Bonus S. Bonus 


Piercing 9 
ATK DEF HP 


Level Hands Range Weight RT Buy Price Recipe 


DRAGON.FANG.Ss/ 


Type Level Hands Range Weight RT Buy Price Recipe 


— | 
SWORDS (1H) 


WOWRV  SNOdVIM 


y 
Ww 


Type 
a Z aa 
Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit DR Effect Omg. Type OR Effect 
Piercing 10 | Earth 15 | Dragon 20 | Draconology +2} Envenomed | - | Poison Breath | Siashing 4 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Ww 
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Type Level Hands Range Weight 


Weight 


Type Level Hands Range Recipe RT Buy Price Recipe 

Cc Baas Melee Weapons | 
Dmg. Type Elem.Atf. R. Bonus S. Bonus On Hit DR Effect Omg. Type On Hit DR Effect 
Piercing 12 Augment Air +1 | Air Averse | = [Tornado i Slashing 5 Eins) 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD ATK DEF HP INT MIND RE 


Level Hands Range Weight RT Buy Price Recipe 


Type Type Level Hands Range RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus S.Bonus — OnHit Effect Elem.Atf. R.Bonus $.Bonus  OnHit OR Effect 
Augment Meteor 
Slashing 13 Darkness +1 Strike Il 


Type Level RT Buy Price Recipe 


Dmg. Type DR Effect 
Piercing 6 


ATK DEF HP 


ERI | 
ana ——— | 


SHORTSWORD st] Sty) 
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MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


7 oN CUTLASS 


Level Hands Range Weight 5 RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus §.Bonus  OnHit DOR 


a 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


RT ‘Buy Price Recipe 


Melee Weapons | 


On Hit DR Effect 
Falsestrike 


Dmo. Type Elem.Aff. R. Bonus s. Bonus 


re oo 


TK DEF HP MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


Level Hands Range RT 
Dmg. Type Elem.Aff. R.Bonus S. Bonus 


P sans JD 


ATK DEF HP MP LUCK STR vit DEX AGIL AVD 


Buy Price Recipe 


On Hit DR 


INT MIND RES 


level Hands Range Weight RT 


Sa 
Omg. Type Elem.Aff. R. Bonus 


P searing | vans 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Buy Price Recipe 


S. Bonus 2 On Hit 


INT MIND RES 


Type Level Hands Range 
Dmg. Type Elem.Aff. R. Bonus S. Bonus 
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ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Weight Recipe 


On Hit DR Effect 


INT MIND RES 
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Dmg. Type Elem.Aff. 


Slashing 7 free ol 
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Range Weight Buy Price Recipe 
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Slashing 7 


Range Buy Price Recipe 


Melee Weapons II 


R. Bonus S.Bonus OnHit DR Effect 
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Type Level Hands Range Weight RT 
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Ding. Type Elem.Aff. 


Slashing 6 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
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Buy Price Recipe 


R. Bonus $.Bonus OnHit DR Effect 
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Slashing 8 
INT MIND RES 


Level Hands Range ‘Weight Buy Price Recipe 


Dig. Type Elem.Aff. R.Bonus S.Bonus  OnHit OR Effect 


Slashing 6 
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Piercing 6 
ATK DEF HP 
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Sword Enchiridion 


R. Bonus S. Bonus DR Effect 
Lightning Averse 
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Slashing 7 
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Slashing 7 
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Slashing 9 
ATK DEF HP 


Type Level Hands Range Weight RT Buy Price Recipe 
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Type Level Hands Range Weight RT ‘Buy Price Recipe 
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Augment Slashing 4 € = ; 
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Type Level 


Dmg. Type Elem.Atf. 


ATK DEF HP MP LUCK STR iT 


R. Bonus 


MP LUCK STR VIT 


Weight RT 


R. Bonus 


RT Buy Price Recipe 


Ss 


On Hit OR Effect 


Vit DEX AGIL AVD INT MIND RES 


RT Buy Price Recipe 


[a7 | =| ose wenos 


On Hit DR Effect 


IEE 
S. Bonus 


RT Buy Price Recipe 


Poser. 
MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


PaeeeR ie 


AMASG. BLA 


Buy Price Recipe 


439 | - | __ The Blade 


S$. Bonus On Hit OR Effect 


Twos cr) st [suns [=| 


VIT DEX AGIL AVD INT MIND RES 


Recipe 
The Blade 


RT ‘Buy Price 


S. Bonus On Hit OR Effect 


Augment Earth +1 [earth averse | - | -_| 


a 
DEX AGIL AVD INT MIND 


ae 


RT Buy Price Recipe 


(aes 2-H Sword Enchiridion 


OnHit OR Effect 


Earth Vulcan 
Averse Lance Ill 


ATK DEF HP MP LUCK STR vit 


WOW 8 SNOdVIM 


\GMOGREBLADE,IRARE| 


40 


(CNS BALMUNG [RARE] 


Type Level Hands Range Weight Buy Price Type Level Hands Range Weight RT Buy Price Recipe 
(Seale a a 
Dmg. Type Elem.Aff. R.Bonus  §. Bonus On Hit DR Effect 


Augment 
Darkness +1 


The Blade 


Omg. Type R. Bonus §.Bonus  OnHit DOR 


Augment 
Fire +1 


Flame 
Breath 


Slashing 6 Dark 7 Human 5 Slashing 10 


ATK DEF HP MP LUCK STR viT DEX AGIL AVD INT MIND RES ff LUCK STR VIT DEX AGIL avD 


" SGNRGTIHE DARIGHEADSMAN R222 RARE] 


nee 


*} Type Level Hands Range Weight Type Level Hands Range 
ae 0 


Dmg. Type Elem.Aff. R. Bonus Dmo. Type 


RT Buy Price Recipe 


DR Effect 


Lament of the 
Dead +2 


Augment 
Water +1 


Slashing 8 Dark 15 | Umbra5 Slashing 9 Quench 


ViT DEX AGIL AvD 


lel [s| 


INT MIND RES 


Type Level Hands RT Buy Price Recipe Level Hands Range Weight RT Buy Price Recipe 


A 
Dmg. Type Elem.Aff.  R. Bonus Dmg. Type _Elem.Aff. A.Bonus $.Bonus OnHit DR 


a ee Light +4 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


St eae eee, 


as 


q \GSRGRA SSHEWER BLADE 
{ Type Level Hands Range Weight Level Hands Range Weight RT Buy Price Recipe 
(Sc aaa a 


1 
Dmg. Type Elem. Aff. Omg. Type 


Effect 


Instill 
Light 


Slashing 11 


Elem.Afl. R. Bonus §. Bonus On Hit DR 


Augment Lightning Augment Ice Ava- 
Crushing 9 Lightning +1 Averse Slashing 12 Ice +1 Averse Stunproot lanche {I 
ATK DEF HP MP LUCK STR vit : DEX AGIL AVD ; VIT DEX AGIL AVD INT MIND RES 


139 


‘\@NOTOS 


Type Level Hands Range Weight Buy Price Recipe 
lee] 1 | 


Dmg. Type Elem. R. Bonus $. Bonus 


Dead- 
shot Ill 


aE test Axes are melee ‘weapons used primarily for slashing attacks. Axes 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT are of moderate weight and often provide their wielder with a 


Man ay boost to VIT; AGI, and DEX. 
aie oR % 


AVAILABLE CLASSES 


Icon Class 


Icon Class 


Type Level Hands Range RT Buy Price Recipe 


Dmg. Type Elem.Aff. R. Bonus S. Bonus 


Ee 


Type Level 


Dmg. Type 
Slashing 1 


ATK DEF HP 


Type Level 


Type Level 


Type Level 


Type Level 
Dmg. Type 


Slashing 3 
ATK DEF HP 


Type Level 


Hands Range Weight RT ‘Buy Price Recipe 


Pio 


ElemAit. R.Bonus §.Bonus Onvit OR Effect 


Hands Range Weight RT Buy Price Recipe 


See Melee Weapons | 
— 


Scents DR Effect 
fe sare 


INT MIND RES 


Elem.Aff. R. Bonus 


MP LUCK STR VIT DEX AGIL AVD 


Hands Range Weight RT Buy Price Recipe 


Pie 


On Hit OR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Elem.Aff. R. Bonus S. Bonus 


Hands Range Weight Buy Price Recipe 


aa Melee Weapons | 


On Hit OR Effect 


INT MIND RES 


Elem.Aff. R.Bonus S. Bonus 


MP LUCK STR ViT DEX AGIL AVD 


Hands Range Weight RT Buy Price Recipe 


Peon er aa 


Elem.Aff. R.Bonus S. Bonus DR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Hands Range Weight "Buy Price Recipe 


Elem.Aff. R. Bonus S. Bonus On Hit DR Effect 


“INT MIND RES 


ae Melee Weapons | 


Type Level 
Dmg. Type 


Slashing 5 
ATK DEF HP 


Type Level 
Dmg. Type 


Slashing 7 
ATK DEF HP 


Type Level 
Dmg. Type 


Slashing 4 
ATK DEF HP 


Type Level 
Dmg. Type 


Slashing 6 
ATK DEF HP 


Type Level 
Dmg. Type 


Slashing 3 
ATK DEF HP 


Type Level 


—BALDUR-AXE, By) 


Weight RT —_ Buy Price Recipe 


S.Bonus  OnHit OR Effect 


MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


Hands Range 


Elem.Aft. R. Bonus 


Range Weight RT ‘Buy Price Recipe 


Les | | Melee Weapons | 


On Hit OR Effect 


~ STR VIT DEX AGIL AVD INT MIND RES 


cae eae 


Hands 


Elem.Aff, R. Bonus S. Bonus 


MP LUCK 


Weight ‘RT Buy Price Recipe 
R.Bonus §.Bonus  OnHit OR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Rn ea RElk= | 


Hands Range 


Elem.Aff. 


Weight RT — Buy Price Recipe 


Ps | | woke Wess 


R. Bonus $8.1 On Hit DR 


MP LUCK STR vit ‘DEX AGIL AVD INT MIND RES 


Hands Range 


Elem.Aff. 


Weight RT Buy Price Recipe 


$.Bonus OnHit DR 


Range 


Hands 


Elem.Aff. R. Bonus 


Buy Price Recipe 


[ae | =] Melee Weapons II 


On Hit DR Effect 


a 


MP LUCK STR vit DEX AGIL AVD INT MIND RES 


3 cee 


Hands Range : Weight RT 


Elem.Aff. R.Bonus S. Bonus 


UOWUY FS SNOdVIM. 


Level Hands Range Buy Price Recipe Type Level Hands Range Buy Price 
Ps [in| a | 


Dmg. Type Elem.Aff. R. Bonus Dmg. Type Elem.Aff.  R. Bonus S. Bonus OnHit DR Effect 


Axe, Spear & Hammer 


Slashing 4 le ree eae = Slashing 6 Dragon 10 | Draconology +1 
7 z: — 


ATK DEF HP MP LUCK STR viT DEX AGIL AVD ATK DEF HP MP ~ueK STR VIT DEX AGIL AVD INT MIND RES 


Pee] | celia | aes 
cian BTERRE.AXE, _ 


— — lige — 
~|_Type Level Hands Range Weight RT Type Level Hands Range 
eee 2s 2 | pee 2 


Dmg. Type Elem.Aff. R. Banus §.Bonus  OnHit Omg. Type Elem.Aff. R. Bonus 


Slashing 7 aes a= 2 Slashing 8 Earth 10 
ca 


DEF HP MP LUCK STR ViIT roa 
ist04 ean es] 5 [iaenyl ? : ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
mI OSE Eee 
a = = pee ae — 
Re — 
DA MASG/AXE “\ ask .GLAMROCK [RARE] 
Type Level ids Range ; Weight ; Type Level Hands RT Buy Price Recipe 


2 
Dmg. Type Elem.Aff. R. Bonus Dmg. Type Elem.Af OR Effect 


Slashing 6 [Wise oa = = = Slashing 7 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD ATK DEF HP MP LUCK 


igs | 
eae =aos 
SEEDAMASCAXE #1 


Type Level Hands Range Weight RT Type Level Hands Range Weight 


RT Buy Price Recipe 
Axe Enchiridion 


On Hit 


Earth 
Averse 


DR Effect 


Sand Breath 


INT MIND RES 
-]| - ]4 


(a Potala 


Dmg. Type Elem.Aff. R.Bonus §. Bonus Dmg. Type Elem.Atf. R. Bonus 


Psesnn 8 | coons 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


icy | 


Type Level Hands Range F Type Level Hands 
eel ee 
Dmg. Type Dmg. Type 
Piercing 5 aa - = > Slashing 6 


Recipe 


DOR Effect 


Umbra 15 | Augment Fire +4 


VIT DEX AGIL AVD 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD ATK DEF HP MP LUCK STR INT MIND RES 


—PATeS ——— 


TROVAON 


Type Level Hands Range Weight 


| Pane 


Dmg. Type Elem. R. Bonus 
Piercing 7 | Lightning 7 Anatomy +1 


Dmg. Type Elem. Aff. S.Bonus OnHit OR 


Slashing 8 
a 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


A FHP MP X AGIL AV 
ee ee | aE : : TK DEF HP MP LUC VIT DE is D INT MIND RES 


Deadshot III 


342 


Type Level Hands Range Weight Type Level 


Dmg. Type Elem.Aff. R. Bonus On Hit § OR Effect 


Stopproof | Instill Ice 


INT MIND RES ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


ae XVSTON GH Say) 
Level Hands 33 R Buy Price ; Recipe 


psee [Sd Melee Weapons | 


Dmg. Type Elem.Aff. A. Bonus S. Bonus OnHit Dmg. Type Elem.Aff. R.Bonus $.Bonus  OnHit DR Effect 
Augment 
Darkness +1 


Type 


Slashing 10 


WOWUY 8 SNOdVIM 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Type Level Hands Range Weight Type Level 5 ‘RT "Buy Price Recipe 


a |e oa 


“ i Ses 
Omg. Type __Elem.Aff. R. Bonus _S. Bonus Dmg. Type Elem.Aff. R.Bonus S.Bonus  OnHit Effect 
Augment Water Aqua- 
Water +1 | Averse blast III 


Slashing 12 Water 15 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Spears are melee weapons capable of piercing targets up to two 
tiles away. Spears provide the ability to strike two enemies simul- 
taneously. Many spears improve STR, VIT, and even MP. 


AVAILABLE CLASSES 


RT Buy Price Recipe 


[zeal Melee Weapons | 


“OnHit OR Effect 


STeesnes) | 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Golem 5 


Class 


Icon 


Icon Class Types 


_ Re | Bu ‘i 


Dragoon Al 
Lo fall 


| Juggernaut i nae | a = —. 
BRONZE,SPEAR, No) i Bs 


Level Hands Range ; RT ‘Buy Price Recipe 
Dmg. Type Elem.Aff, R. Bonus ‘ y OnHit OR 
ATK DEF HP ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
ee Le 
\LDUR,SREA Rule) 


Type Level Hands Range Weight RT Buy Price Recipe Buy Price Recipe 
Melee Weapons | ee Melee Weapons II 


Elem.Aff. R. Bonus DR 


Type 


INT MIND RES ATK DEF HP MP LUCK STR vit ‘DEX ~AGIL AVD INT MIND RES 


Rees ee 


343 


DAMASC, SPEAR 


Level Hands Range Weight RT Buy Price Recipe Type 
Dmg. Type Elem.Aff. R. Bonus §. Bonus On Hit DR Dmg. Type 


DEF HP MP LUCK STR vir DEK AGIL AVD INT MIND RES ATK DEF HP MP. LUCK STR VIT DEX AGIL AVD 


Level Hands Range Weight RT Buy Price Recipe 


Elem. Aff. R. Bonus S$. Bonus On Hit 


DR 


Piercing 6 


INT MIND RES 


RT Buy Price Recipe Type Range Weight RT 


Level Hands Buy Price Recipe 


Axe, Spear & Hammer 


it 


Dmg. Type Elem.Aff. R. Bonus i i Dmg. Type. Elem, Aff. R.Bonus  S. Bonus On Hit 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Ls || 
Pa - 


INT MIND RES 


Type Level Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight 


‘ Axe, Spear & Hammer 


Dmg. alvig Elem.Aff. R.Bonus $.Bonus OnHit DR Effect Dmg. Type i Elem. Aff, R. Bonus §.Bonus OnHit DR Effect 


TE 


DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Weight RT 


Type Level Hands Range Weight RT Buy Price Recipe Type Hands Range 


Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit OR Effect Dmg. Type 


P Pecrg7 J 


VT DEX AGIL AVD INT MIND RES > MP LUCK STR VIT DEX AGIL AVD 


Level Buy Price Recipe 


Spear Enchiridion 


R. Bonus S. Bonus On Hit 


Elem. Aff. DR Effect 


INT MIND RES 


RT 


Type Level Hands Ranie Weight RT Buy Price Recipe Type 


Level Hands Range Weight Buy Price Recipe 


Dmg. Type Elem. Aft. Bonus S. Bans On Hit Dmg. Type 


Elem.Aff. R. Bonus DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD ATK DEF HP MP Luck STR 


‘ RoR s 


ViT DEX AGIL AVD INT MIND RES 


RT 


Type Level Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight Buy Price Recipe 
Melee Weapons II Ramis Spear Enchiridion 


Elem.Alf. R. Bonus 


_Light i 


Dmg. Type Elem.Aff. R. Bonus S$. Bonus On Hit DR Omg. Type 


rs 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


i a a 
ee 


S. Bonus On Hit DR Effect 


Piercing 8 


344 


Type Level Hands Range Weight RT Buy Price Recipe 


OnHit OR Effect 


Knockback | Stunproof a 


iL AVD INT MIND RES 


Elem.Aff. R. Bonus 


Dmg. Type 


orn 


Type Level Hands Range Weight RT Buy Price Recipe 


R. Bonus S. Bonus On Hit Wit Effect 


Dmg. Type _Elem.Aft. 
Piercing 9 Fire 15 oy Augment Fire +1} Fire Averse 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Level Hands Range Weight Recipe 


Type 


On Hit OR Effect 


Elem. Aff. 


Dmg. Type 


Piercing 8 Air 15 Paes 


— 


MP LUCK STR VIT DEX AGIL 


ATK DEF HP 


Level Hands 


Type 


Dmg. Type Elem.Afl. R.Bonus §.Bonus OnHit DR 


Frost 

Piercing 9 Ice 15 heey Breath 
See 

ATK DEF HP INT MIND RES 


“Weight 


Type Level Recipe 


Effect 


Elem. Aff. S. Bonus 
Augment 


Water +4 


Dmg. Type R. Bonus 


Piercing 10 Water 15 


AV! 


ATK DEF HP 


RT Buy Price Recipe 


Level 


Type 


153 


Ne 


P| Soar Ennion | 
Fsumpreot] | 
SLC 


ZERHYROS Wy) 


Sleep- Balmy 
proof Breeze 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


a al 


Type Level 


DR Effect 


aralytic 
if 
earproot | Wave 


INT MIND RES 


Dmg. Type Elem.Aff. R. Bonus S$. Bonus On Hit 


Augment Dark 
Darkness +1 | Averse 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Hammers are melee weapons used to deliver crushing ai 
There are hammers of many different types and sizes. Vic 
bonuses to HP and STR. 


AVAILABLE CLASSES 


- LAL T, HAMMER. < 5) 
RT Buy Price Recire 


DR Effect 


ae) 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Grande eallacelle| 


HALT. HAMMER 1b) 


Type Level RT Buy Price Recipe 


$22 az Melee Weapons | 


eras 


Ding. Type Elem.Aff. .Bonus §.Bonus  OnHit OR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


“a Ww 
_CALDIAsas 
Type Level : Weight RT Buy Price 


[oT 


A 
Dmg. Type Elem.Aff. R.Bonus S$. Bonus On Hit OR Dmg. Type Elem.Aff. R. Bonus s. Bonus On Hit OR 
Augment | Lightning Instill Augment 
Fiereingitl Humanit3 Lightning +1 | Averse Sidi Lightning Crushing’ Darkness +1 
a : 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Ea) alsa aa 


WOWUYV 3 SNOdVIM 


Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus $.Bonus  OnHit 


P cusinas [| humans] 


“s Wave! Hands Range 


Dmg. Tyne Elem.Aft. R. . Bonus Ss. Bonus 


Ba 5 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


On Hit DR Effect 


INT MIND RES 


d Level Hands Range Weight RT Buy Price 
i ee 


Dmg. Type Elem. Aff. 


Crushing 6 aay 


ATK DEF HP MP LUCK STR vit DEX AGIL 


al | Le 


Recipe 


On Hit 
Knockback 


R. Bonus §. Bonus DR Effect 


HEME = 
AVD INT 


ih 
AN 


Type Level Hands Range 
Dmg. Type Elem.Aff. R. Bonus 


Pcusings TTT 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Weight RT Buy Price 


S.Bonus  OnHit DR 


INT MIND RES 


RBA LDUR, HAMMER +1 


, Type Level Hands 
Dmg. Type Elem.Aff. 


Crushing 7 mz 


ATK DEF HP MP LUCK SIR VIT DEX AGIL AVD INT 


Range Weight 


Type Level Hands Range 
Omg. Type Elem.Aff. R. Bonus 


Piercing 4 are 


ATK DEF HP MP LUCK. STR 


Weight 
S.Bonus  OnHit DR 


ViT DEX AGIL AVD INT MIND RES 


Type Level Hands Weight RT 


Dmg. Type 
Piercing 6 


Range Buy Price Recipe 


Melee Weapons {] 


Elem.Aff. Bonus §.Bonus OnHit OR 


Type Level Hands 
Omg. Type Elem. Aff. 
Crushing 5 


Range Weight RT Buy Price Recipe 


R. Bonus S.Bonus OnHit 


ATK DEF HP MP LUCK STR MIT DEX AGIL AVD INT MIND RES 


Type Level Hands Range Weight AT 


a | 
Dmg. Type 
Crushing 7 


Buy Price Recipe 


Melee Weapons II 


Elem.Aff. R.Bonus S. Bonus On Hit OR 


ATK DEF HP MP LUCK STR VIT DEX AGIL 


JS ea 


AVD INT MIND RES 


SPIKED ELALL 


Type Level Hands Range Weight RT 


Omg. Type Elem.Atf. 
Crushing 6 


Buy Price Recipe 


R. Bonus §.Bonis  OnHit DR Effect 


ATK DEF HP MP Luck STR VIT DEX AGIL AVD 


Eola 


INT MIND RES 


Level 
Omg. Type 
Crushing 8 


Type Hands Range Weight RT Buy Price Recipe 


Elem.Aff. R.Bonus $§.Bonus OnHit 


“Range Weight RT Buy Price Recipe 


Omg. Type Elem.Aff. R.Bonus $.Bonus OnHit DR 


Crushing 6 


ATK DEF HP MP Luck “STR vit DEX AGIL AVD 


biz | fe 


INT MIND RES 


Level Hands Range Weight RT Buy Price Recipe 


Axe, Spear & Hammer 


Type 


Dmg. Type Elem.Aff. .Bonus S$. Bonus On Hit DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGI 


SETS was 


DRAGO! 
Level Hands AT Buy Price 


Range Weight Recipe 


Axe, Spear & Hammer 


——— Eas 


OnHit OR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


SANGUINE. HAMMER. 
Tae 
Recipe 


Type 


R. Bonus S. Bonus 
Dragon 5 | Draconology +1 


Dmg. Type Elem.Aff. 


Crushing 7 


Type Level Hands Range Weight RT Buy Price 


Hammer Enchiridion 


DR Effect 


x Stun Breath 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


eae 


Dmg. Type Elem.Aff. R. Bonus 


Crushing 9 


Type Level Hands Range Weight RT 


Dmg. Type Elem.Aff. R.Bonus S. Bonus 


Crushing 7 


On Hit 


re a= 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


We 
os 


Type Level Hands Range Weight RT Buy Price Recipe 


Hammer Enchiridion 


Dmg. Type Elem.Aff. _R. Bonus On Hit DR Effect 


Type Level Hands Range Weight AT Buy Price 


Dmg. Type Elem.Aff. R. Bonus S. Bonus OR 


Augment 
Water +1 


Effect 


Water 
Averse 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD MIND RES 


Peale ol aaa] 


Hands 


Type Level 


S. Bonus 


Augment 
Lightning +1 


Dmg. Type Elem. Aff. R. Bonus On Hit DR Effect 


Lightning 
Perry | 
ATK DEF HP MP LUCK STR VIT DEX GIL AVD INT MIND RES 


v2 |p| ze Pe 
— —_ | 


Hands 


Level RT Buy Price Recipe 


EAB | 


S$. Bonus On Hit DR Effect 


MP LUCK SIR Vit DEX AGIL AVD INT MIND RES 


Type Range Weight 


Type Level 


R. Bonus $. Bonus On Hit DR Effect 


Augment Fire Sparksphere 
Averse ul 


Fire +1 
Mp LUCK STR VIT DEX AGIL AVD INT MIND RES 


Dmg. Type 


Crushing 10 


ATK DEF HP 


Level Range 


On Hit DR Effect 


Air Sleep- Black 
Averse proof | Williwaw 


—— 
DEX AGIL AVD INT MIND RES 


Dmg. Type 


Augment 


Crushing 9 Aine 


ATK DEF HP 


Type Level 


Elem. Alt “Onwit OR Effect 
Petri: 


Dark Stone: 
Averse proof 


Dmg. Type R. Bonus 
Augment 
Crushing 12 | Dark 15 Darkness +1 


burst 


ATK DEF HP MP LUCK STR VIT DEX. AGIL AVD INT MIND RES 


[=| |] sees 


oe 


“SANSCIONs|RARE|thy 


222cI RARE Ie 


Recipe 


WOW 9 SNOdVAM. 


Type Level Recipe 


Effect 


Spi 
surge III 


OR 


Charm: 
proof 


Dmg. Type 


Crushing 13 


ATK DEF HP 


347 


KATANA (1H) 
d katana are melee weapons used primarily for slash- 
t Katana tend to weigh very little and can be equipped 
/ ing to double-attacks. One-handed katana often 
ove VIT, AVD, and RES. 
AIWABLE CLASSES 
leon Class Types Icon Class Types 
$8 | Lord 


RT 


Range 


Type —_Level 


Eee 


Dmo. Type Elem.Aff. ‘ R. Bonus $.Bonus OnHit OR Effect 
Crushing 3 = 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Weight Buy Price Recipe 


Melee Weapons | 


A SRIRITBLADE 


Type Level Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight RT ‘Buy Price Recipe 


ees 


Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit DR Ding. Type Elem.Aff. R.Bonus §.Bonus OnHit DR 


: si 


eT, 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


aT. 


Type Level Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight RT Buy Price Recipe 


a 


Dmg. Type Elem.Aff. R. Bonus S. Bonus 


rT a 


R.Bonus §.Bonus OnHit DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


GaSe: 


Type Level Hands Range 


; 


Type Level 


Ding. Type Dmg. Type 
Slashing 1 Ti = = Slashing 2 


aes 


ATK DEF HP MP LUCK STR VIT ~ DEX AGIL AVD 


IORJWAKIZASHI 
Type Level Hands Range Weight RT —_— Buy Price Recipe Type Level RT Buy Price Recipe 
> ia foal Melee Weapons I 


Dmg. Type Elem.Aff. R.Bonus $.Bonus OnHit OR Dmg. Type R. Bonus §.Bonus Onbhit OR Effect 
Slashing 3 ea Human 5 


a a 


ATK DEF HP MP LUCK “STR ViIT DEX AGIL AVD MP Luck STR VIT DEX AGIL AVD 


Level Hands Range Buy Price Recipe Type Level Hands Range RT 
nee ei sy 
Dmg. Type Elem.Aff. Dmg. Type : 


Buy Price Recipe 


On Hit DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
IE Se iaole : 2 


(NT MIND RES 


Type Level Hands Range Recipe Type Level Hands Range Weight Buy Price Recipe 
* Melee Weapons II foe | Katana Enchiridion 
Dmg. Type Elem.Aff. R.Bonus S. Bonus OR Effect 
Slashing 4 


ATK DEF HP MP LUCK STR VIT DEX AGIL 


Type Level Hands Range Weight Type Level Range ‘ RT Buy Price Recipe 


ee The Katana 


Dmg. Type Elem.Aff. R.Bonus $. Bonus Dmg. Type Elem.Aff._R. Bonus OnHit DR __ Effect 


ATK DEF HP ATK DEF HP INT MIND RES 


Type Level Hands Range Recipe Type _Level 


A = Melee Weapons II 


‘OnHit DR Elem.Aff. .Bonus S.Bonus  OnHit Effect 


Augment Water Charm- Aqua- 
Water +1 proof blast Il 


DEX AGIL AVD INT MIND RES 


Dmg. Type Elem.Aff. .Bonus S$. Bonus 
Piercing 5 


ATK DEF HP 


“MUSO.BLADE Sas 


Level Hands Range Weight ser [ Type _Level Buy Price Recipe 
al The Katana 


On Hit OR Effect 


Type 


Dmg. Type Elem.Aff. R.Bonus S. Bonus 
Slashing 3 Augment 
Earth +1 


son 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


ATK DEF HP 


SUPERIOR; MUSO.BLADE ~ im 


—— 


Type. Level Hands Range Weight RT Buy Price Recipe Recipe 
Ls The Katana Katana Enchiridion 
Dmg. Type Elem.Aff. R. Bonus S. Bonus 2 DR Effect Dmg. Type Elem.Aff. R. Bonus On Hit DR Effect 


Augment 


Slashing 5 x 
Light +1 


Light Charm- 
Averse proof 


ATK DEF HP 


TIGERBLADE Nes) 


Type Level Hands RT Buy Price Recipe 


Type Level Hands Range 


The Katana 


Elem.Aff, R.Bonus S.Bonus OnHit DR 


Ice 
tunproot 


Omg. Type Elem.Aff. R.Bonus S$. Bonus On Hit DR Effect 
Slashing 4 


Effect 


Iceblast 
ill 


ATK DEF HP 


YOWUY 8 SNOdVAM 


350 


Level Hands Range Weight 


Dmg. Type 


Slashing 7 Lightning 


Lightning +1] Averse Bow Ill 


VIT DEX AGIL AV 


RT ¢ Buy Price Recipe 


Pol 


Omg. Type Elem.Aff. 


OR Effect 


Vortex 
Breath 


ses | 15 [oon 5 


ATK DEF HP MP LUCK STR VIT DEX AGIL AvD 


PAP ES 


ss 
Dmg. Type Elem.Aff. R. Bonus 


Augment 
Darkness +1 


ATK DEF HP MP LUCK STR- VIT DEX AGIL AVD 


Slashing 9 Dark 15 


Hands Range Weight 
Ba 


Dmg. Type R. Bonus S. Bonus 


Elem.Atf. On Hit 


Fire 
Averse 


Slashing 10 Fire 15 Ae 


storm Il 
——— 

ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
148 


aM 
G\\ 


‘d. apons used primarily | for slash~ 
Two-handed katana are much heavier and often yield 


Icon Class 


[Swordmast 


Icon Class Types 


| All 


Lightning 


fi 
CX 


Type Level 


Hands Range Weight RT Buy Price Recipe 


Melee Weapons | 


Dmg. Type R. Bonus DR 


Elem.Aff. S.Bonus OnHit Effect 


WY 


RT Buy Price Recipe 


Dmg. Type Elem.Aff. 


R. Bonus S. Bonus OnHit 


ATK DEF HP MP LUCK STR 


(ec i a a 


VIT DEX AGIL AVD INT MIND RES 


SS 
Type Level Hands 


ts | 


Dmg. Type 


RT Buy Price Recipe 


Melee Weapons | 


Elem.Aff. R.Bonus §.Bonus On Hit OR 


Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL 


AVD INT MIND RES 


RT Buy Price Recipe 


R. Bonus S.Bonus  OnHit 


ATK DEF HP MP LUCK sTR WIT DEX AGIL AvD 


pee) ed 


NODACHI 


Type 
A 


Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type El m.Aft. 


R. Bonus  S. Bonus 
Human 5 


On Hit 
Knockback 


Luck STR ViT DEX AGIL AVD INT MIND RES 


Type Level Hands Range 
ie eS a 


Dmg. Type 


Weight 


ATK DEF HP MP LUCK , S$ 
sac enlee ees 
acs : 


Type Level 
PT | 
Dmg. Type 
Slashing 4 


Hands Range Weight RT Buy Price Recipe 


OR Effect 


a 2 
ATK DEF HP MP LUCK 


hao 


Type _Level 


Omg. Type 
Slashing 6 


ATK DEF H 
80 


Type _Level 


Dmg. Type 
Slashing 4 


ATK DEF HP 


Level 


Type 


Dmg. Type 
Slashing 6 


ATK DEF HP 


Type _Level 


Dmg. Type 
Slashing 5 


ATK DEF HP 


Type Level 


Dmg. Type 
Slashing 7 


ATK DEF HP 


Level 


Type 


Omg. Type 
Slashing 5 


ATK DEF HP 


Hands Range Weight RT ‘Buy Price Recipe 


Melee Weapons II 


DR Effect 


INT MIND RES 


RT Buy Price Recipe 


Elem.Aff. OnHit 


R. Bonus S$. Bonus 


MP LUCK STR VIT DEX AGIL AVD 


Hands Range Weight 


Melee Weapons II 


Elem.Aff. R. Bonus S. Bonus DR Effect 


Hands Range Weight 


Elem.Aff. R.Bonus S.Bonus  OnHit 


“INT MIND RES 


Hands Range Weight 


BR Effect 


INT MIND RES 


Elem.Afl. R.Bonus $. Bonus 


Knockback 


MP LUCK STR VIT DEX AGIL AVD 


Hands Range Weight RT 


Elem.Aff. .Bonus S. Bonus 


MP LUCK STR VIT DEX AGIL AVD 


SUPERIOR. MAGEBLADE, Ss i 


SUPRERIOR.CANE.BLA DENS 


DECHEVALIER Nw) 


Type Level Hands Range Weight RT Buy Price Recipe 
pers Melee Weapons I! 


OR 


THALVER Ny 


RT Buy Price Recipe 


Peo] | 


DR Effect 


Recipe 


Hands RT 


Type Level Buy Price bh 
ee 


Dmg. Type Elem.Atf. R. Bonus On Hit OR Effect 
Tsuneo] 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


is 


poe TOAKBLADE Ny) 


Type Level Buy Price Recipe 
| The Katana 


On Hit DR Effect 


MP LUCK STR Vit DEX AGIL AVD INT MIND RES 
fot tl. 


Sasa NENESBA NEw 


Range Weight RT 


Type Level Hands Buy Price Recipe 
ea 2-H Katana Enchiridion 
Dmg. Type Elem.Atf. A.Bonus $.Bonus OnHit OR Effect 


Tsun | 


DEX AGIL AVD INT MIND RES 


EES 
as - stat 
RTOUGHeBLAD, EN 


Recipe 
The Katana 


Range 


Type Level Hands Buy Price 


Onvit OR Effect 


joorawne] = [= | 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


S. Bonus 
Augment 
Darkness +1 


Omg. Type Elem.Aff. R. Bonus 


YOWUY F SNOdVIM 


ee 


‘ SSG FIREELY on ‘ 


eth a — = 5 = 
b Type Level Hands Range Weight RT Recipe RT Buy Price Recipe 


; 


Omg. Type Elem. Aff. Elem.Aff. R.Bonus $.Bonus OnHit DR 


Silence- Light 
proof Averse 


Slashing 7 Air 10 


Type Level Hands Range Type Level RT Buy Price Recipe 
la ain eal . 
Dmg. Type Elem.Aff, _R. Bonus 


Slashing 8 | Earth 10 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


cia 


S. Bonus 


Augment 
Darkness +1 


yn evel Hands Range Weight RT 
tele) 


Dmg. Type Elem. R. Bonus 


Slashing 8 | Lightning 10 lee 


Cudgels are melee weapons used to deliver crushing attacks. Cud- 
gels are lightweight and typically offer increases to MIND, INT, 

and RES. 

AVAILABLE CLASSES 

Class 
Warr 
Wizard 
Terror Knight 


Augment 
Lightning +1 


Class Types 
Dark Priest | 


Icon 


Type Level Hands Range. 


Dmg. Type Elem.Aff. _R. Bonus S. Bonus On Hit OR 


Flame 
Breath 


Slashing 9 Fire 15 


| Patriarch | A,B, D, E, F 
| Familiar 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
Se ee ee 


Type Level Hands Range Weight 


Type Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus S.Bonus  OnHit DR Effect 
Crushing 1 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Augment 
Water +1 


Water 


Water 15 eres 


Slashing 8 


Recipe ‘ RT 


Buy Price Recipe 


Melee Weapons | 


Omg. Ty; Elem. Dmg. Type 


Slashing 11 - u Sie, Crushing 3 


S.Bonus OnHit 
= Phantom 5 = = 


OR Effect 


UCK STR VIT DEX AGIL AVD 
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Type Level 


Dmg. Type 
Crushing 1 


ATK DEF HP 


Type _Level 


Dmg. Type 
Crushing 3 


ATK DEF HP 


Type Level 


Dmg. Type 
Crushing 6 


ATK DEF HP 


Type Level 


Dmg. Type 
Crushing 8 


ATK DEF HP 


Type Level 


Dmg. Type 
Crushing 3 


ATK DEF HP 


Type Level 


Dmg. Type 
Crushing 4 


ATK DEF HP 


Hands Range Weight 


Elem.Aff. R.Bonus §S.Bonus On 


MP LUCK STR IT DEX AGIL AVD INT MIND RES 


Hands Recipe 


Melee Weapons | 


Range Weight RT Buy Price 


Elem.Aff. .Bonus S. Bonus DR Effect 


Hands Range Weight 


Elem.Aff. R.Bonus $.Bonus OnHit 


MP LUCK STR VIT DEX AGIL AVD 


Hands Range Recipe 


Melee Weapons | 


Elem.Aff. R.Bonus S. Bonus 


Hands Range Weight 


Elem.Aff. R.Bonus S. Bonus 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Hands Range Weight RT ‘Buy Price Recipe 


Melee Weapons II 


Elem.Aff. R. Bonus S. Bonus OR 


INT MIND RES 


Effect 


MAGUS.STAERE. 


Type Level Hands Range Weight RT Buy Price Recipe 


V0. asa 
Dmg. Type i 
Crushing 1 
ATK DEF HP 


Fac eats 


a 
MAGUS. SITAR Eats as / 


Level RT Buy Price Recipe 


Melee Weapons II 


On Hit DR Effect 


Type 


Dmg. Type Elem.Aff. R.Bonus S$. Bonus 


Crushing 2 
ATK DEF HP 


Level g RT Buy Price Recipe 


[7000 | ee 


“OnHit OR Effect 


Type 


R.Bonus _S. Bonus 
Human 5 | An 


Dmg. Type Elem.Aff. 


Crushing 7 


ATK DEF HP MP LUCK STR VIT DEX “AGIL AVD INT MIND RES 


Buy Price Recipe 


(eral Cudgel & Whip 


Type Level 
Dmg. Type 
Crushing 9 


ATK DEF HP 


STAFE OF.RESTORATION 
- =a ra! 


Buy Price Recipe 


es | Cudgel & Whip 


On Hit DR Effect 


a I 


MP LUCK STR viT DEX AGIL AVD INT MIND RES 


Pes ee 


Type Level Hands Range 


Dmg. Type Elem.Aff. R.Bonus S. Bonus 


Crushing 2 
ATK DEF HP 


PURIEICATION.B&y)) 


Recipe 
Cudgel & Whip 


Type Level Hands RT Buy Price 


Elem.Aff. $.Bonus On Hit OR Effect 


MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


am 


Dmg. Type R. Bonus 


Crushing 2 
ATK DEF HP 


WOW °F SNOdVIM. 


(ety MALITZA'S STARE 


Type Level 1 Buy Price Recipe 


Level Hands Range Weight RT Buy Price Recipe 
Cudgel Enchiridion 


Dmg. Type Elem.Aff. R. Bonus 


Crushing 1 eee 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit DR Effect 


Crushing 2 


Type Level Hands Range RT 


Ele 


Buy Price Recipe 


») Type Level Hands 
ee to | 
Dmg. Type Elem.Aff. R.Bonus  S. Bonus OnHit DR Effect Omg. Type 


Crushing 2 Augment Air +1 


ATK DEF HP MP LUCK STR ViIT DEX AGIL AVD INT MIND RES 


On Hit 


Light 
Averse 


S. Bonus 


Augment 
Light +4 


R. Bonus DR 


Spiritsurge 
Ul 


Type Level Hands Range Weight Hands Range 
F 


a aN a 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit DR Effect 


RT Buy Price Recipe 


wit Effect 


Augment Dark Word of 
Crushing 2 Earth 5 Augment Earth +1 | Earth Averse 
ora oe aia Darkness +1 | Averse Stoporons Pain Hil 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD eee 

MP LU INT MIND RES 


Type Type Level RT Buy Price Recipe 


Elem.Atf. R. Bonus Dmg. Type 


Augment 
Lightning +1 


= — 
Elem.Aff. R.Bonus §.Bonus  OnHit DR 


Augment Light 
Light+1 | Averse 


Crushing 2 | Lightning 5 


Fearproof | Ease 


INT MIND RES 


Hands Range Buy Price 


Recipe Recipe 


Cudgel Enchiridion 


S. Bonus 


Augment 
Darkness +1 


On Hit 
Dark 
Averse 


R. Bonus DR 


Silence- 
proof 


INT MIND RES 


Dmg. Type Elem.Aff. R. Hit DR Effect Dmg. Type —_Elem.Aff. 


Crushing 2 


Water Averse 


Crushing 5 Dark 15 


IP MP LUCK STR 


INT MIND RES 
ATK DEF 


VIT DEX AGIL AVD 


a 


WAN 


Type Level Hands Buy Price Recipe 
d a (CO er f Cudgel Enchiridion 


Dmg. Type OnHit OR Effect 


Crushing 2 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


pa | 
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Whips are melee weapons capable of delivering crushing attacks to 


targets up to two tiles away. Whips are primarily heavy, Type Level Hands Range Wei Recipe 
two-handed weapons that often yield bonuses to VIT and DEX. S 


AVAILABLE CLASSES Dmg. Type Elem. Aff. R. Bonus 7 OnHit OR Effect 
Crushing 6 Augment Light +1 
a 


ATK DEF HP MP LUCK STR VIT DEX -AGIL AVD INT MIND RES 


Type Level Hands Range Recipe 


Dmg. Type Elem.Aff. R. Bonus On Hit OR Effect 


e Chari Indomitable 


Type Level Hands Range Weight 


Dmg. Type Elem.Aff. R.Bonus S. Bonus 
Crushing 3 


VD 


ATK DEF HP 


Type Level Hands Buy Price Recipe 


Level Hands Range Weight Recipe 


Type 
A Melee Weapons | = Whip Enchiridion 
Dmg. Type Elem.Aff. R.Bonus S. Bonus 7 ; Effect Dmg. Type Elem.Aff. R. Bonus $. Bonus On Hit OR Effect 


Augment 
Darkness +4 


Crushing 5 Beast 5 Drain Heart 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


|_| sure 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Type Level Weight RT Buy Price Recipe 


Type Level Hands Range Weight RT Buy Price Recipe 


“OnHit DR __ Effect 


Piste | 


a _ 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Omg. Type Elem.Aff. R.Bonus S.Bonus  OnHit 
Crushing 4 


Type Level Hands Range 4 Recipe Type Level Hands Range 


jelee Weapons II 


Dmg. Type Elem.Aff. R.Bonus S. Bonus z DR Effect Dmg. Type  Elem.Aff. -R. Bonus On Hit OR Effect 


Augment Drain 
HR Darkness +2 | = |r| ee | 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


WED EAES rae 


Crushing 6 


Crushing 12 Dragon 15 


ATK DEF HP 


CLEARCRACK. WHIP.) 
———— — ooo meta )) 
Weight 


Level 


Type Hands Range 


Cudgel & Whip 


DR séEffect 


INT MIND RES 


_ a pre n eee TET 


Omg. Type R. Bonus 


Crushing 7 


Elem.Aff. S$. Bonus 


110 
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AS are melee weapons used to deliver crushing attacks. Equip- 

Mbook often yields bonuses to MP MIND, INT, and RES. Type _Level RT Buy Price 
A 15 

LE| GLASSES EES 

Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit 

Crushing 10 Umbra 15 | Daemonology +2 


Recipe 
Transcription 


Class Types OR Effect 


Icon Class Types. leon 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


RT Buy Price Recipe Type Range Weight RT Buy Price 
Dmg. Type Elem.Afl. R.Bonus  S.Bonus  OnHit DR Effect Dmg. Type Elem.Aff. R.Bonus §. Bonus  OnHit 


Crushing 10 BESS Crushing 10 Faerie 15 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Recipe 
Transcription 


Transcription 


DR 


«P-BIBLION.THANATOS 
ss soo a. = = 
Type Level Hands RT Buy Price Recipe Type Level Hands Range Weight RT Buy Price Recipe 


a ae aay Transcription Transcription 


cee ee 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR Effect Dmg. Type ; Elem.Aff, S. Bonus OnHit DR Effect 


Crushing 10 ike | Beast 15 | Teratology +2 a = Crushing 10 


ee 


ViT DEX AGIL AVD INT MIND RES 


“\eu@-BIBLION.RUPPARIS 
Type Level Hands Type Level 

3 
Dmg. Type Elem.Afl. R.Bonus  §.Bonus  OnHit DR Dmg. Type 


Crushing 10 (Bae Reptile 15 | Herpetology +2 Crushing 10 


TK DEF HP MP LUCK STR VIT DEX AGIL AVD 


ry 


Buy Price Recipe 


Transcription 


On Hit 


DR 


Effect 


RT Buy Price Recipe Type Level Buy Price 


Recipe 


Transcription 


Dmg. Type Elem.aft. Bonus S. Bonus OnHit OR Effect 


Crushing 10 La 


ATK DEF HP MP LUCK STR ViIT DEX AGIL AVD 


Dmg. Type Elem.Aff. R. Bonus §. Bonus On Hit 


Crushing 15 


DR Effect 


Radius 


Dragon 15 


ViT DEX AGIL AVD INT MIND RES 


Type Level Hands Range RT Buy Price Recipe 


7 {Ares Pet | | Transcription 


Dmg. Type  Elem.Aff. R.Bonus S.Bonus OnHit Effect 


Crushing 10 | ree 


ATK DEF HP MP LUCK “STR VIT DEX AGIL AVD 


Bee] 


INSTRUMENTS Jp 


Instruments are melee weapons used to deliver crushing attacks. 
Instruments are of medium weight and yield increases to MIND 


AVAILABLE CLASSES 


NT MIND RES 


Musical Instruments | 


[= [sere 


“AGIL AVD INT MIND RES 


MP LUCK STR VIT DEX 


au 
STR IT DEX AGIL AVD 


Hands Range Weight 


Musical Instruments | 


EI 


INT MIND RES 


Recipe 


[ena Musical Instruments II 


OR 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


=| 2 |e aaa 


Charm: Pyr 
proof guard 


YOWUV 8 SNOdVIM 


INT MIND RES 


Recipe 


wit 


Recipe 


DR 


Poison: 


Spir 
proof surge Ill 


RA N G é D No EROGI ART. BLOWGUN 
»WEAP 0 NS | Level Hands "Range Weight RT Buy Price 


Dmg. Type Elem. Aff. R. Bonus $.Bonus OnHit 
Piercing 10 


ns are Tanged weapons with a straight trajectory. Many ATK DEF we MP LUCK STR VIT DEX AGIL AVD 


ins also inflict debuffs. Blowguns often increase DEX, soy ea ee ea 


een MUTEDART. BLOWGUN 


Class 


{con 


Type Level Hands Range Weight RT Buy Price Recipe 
af ie Ways of the Gerges 
Dmg. Type Elem.Aff, R.Bonus §.Bonus  OnHit DR Effect 


Pera | 


ee 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


arene taal 


Mie fice Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight RT Buy Price Recipe 


|e Ways of the Gerges 


Dmg. Type Elem.Aff. A. Bonus 8. Bonus OnHit DR Effect Dmg. Type Elem.Aff. R. Bonus S. Bonus 
Piercing 8 Tost | - Piercing 11 z Reptile 5 


ATK DEF HP MP Luck STR VIT DEX AGIL AVD INT MIND RES 


oe Level Hands Range Weight RT Buy Price Recipe Type Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit Dmg. Type Elem.Aff. R.Bonus  S. Bonus On Hit DR Effect 
Piercing 9 ei Piercing 12 


Ranged Weapons II 


INT MIND RES 


Weight 


Type Level Hands Range Weight RT Buy Price Recipe Type Level Hands _ Range RT Buy Price Recipe 


Elem.Atf. aR. Bonus S. Bonus  OnHit DR Effect 


Divine 
Breath 


Omg. Type  Elem.Aff. Bonus S. Bonus if Dmg. Type 


Pecos || 


ATK DEF HP MP LUCK STR ViIT DEX AGIL AVD INT MIND RES 
VIT DEX AGIL AVD 


ATK DEF HP MP “LUCK STR 
aS Se Ws) Tiel tt eds 


Piercing 13 


INT MIND RES 


\GRSBALDUR BLOWGUN 


Weight — 


r = = - a = ; ; 
Type Level Hands Range Weight AT Buy Price Recipe Type _Level__Hands Range RT Buy Price Recipe 


Dio. Type Elem.Aff. R.Bonus  S. Bonus i DR Omg. Type 


ATK DEF HP MP LUCK SIR vit DEX AGIL AVD INT MIND RES 


Ls | | 8 
ae, =: 


Elem.Aff. R. Bonus S. Bonus 


Corpse 
Breath 


Piercing 15 


BOWS Js 


Bows are ranged weapons with an arched trajectory that varies = — ; ; 
with the distance and terrain covered by the target. Bows can be Type__Level_ Hands Range Weight OAT Buy Price BetIne 


fired beyond their recommended attack range. Equipping a bow Jai eeu ae | 
often increases the units DEX and VIT ratings. Dmg. Type OR Effect 


AVAILABLE CLASSES Piercing 11 
ATK DEF HP 


Type Level Hands Range Weight AT Buy Price Recipe 


Ea Ranged Weapons | 


‘OnHit DR Effect 


1c 


Level Hands Weight Type Level Hands Range Weight RT Buy Price Recipe 


Pop op 


S. Bonus Dmg. Type DR Effect 
Piercing 11 


Type Range 


Omg. Type 
Piercing 10 


Elem.Aff. 


R. Bonus 


ATK DEF HP ATK DEF HP 
28 


Level Hands Range Weight Recipe Type Level | Buy Price Recipe 


Type 
A | - Ranged Weapons | | (Rawal Ranged Weapons II 


Dmg. Type Elem.Aff. R.Bonus S. Bonus DOR Effect Omg. Type Elem.Aff. R. Bonus S.Bonus OnHit OR Effect 
Piercing 12 Piercing 13 | sitenced | - | = _| 
. : Sees 
ATK DEF HP ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Level Hands Range Type Level Hands Range Buy Price Recipe 


Elem.Att, R. Bonus. Bonus DR Effect Dmg. type Elem.Aff, R.Bonus S.Bonus OnHit OR _ Effect 


hice] | Piercing 12 


INT MIND RES ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Type 


GREAT.BOWat1a Nw) 


Recipe Type Level Hands RT Buy Price Recipe 


RT 


Type Level Hands Range Weight 


B Ranged Weapons | ese) Ranged Weapons II 
Dmg. Type Elem.Aff. R.Bonus $.Bonus OnHit DR Effect Dmg. Type Flem.Aff. .Bonus S.Bonus  OnHit DR Effect 


Piercing 12 Piercing 14 


INT MIND RES | | ATK DEF HP MP LUCK STR  VIT "DEX AGIL AVD INT MIND RES 


Y | | 


ATK DEF HP 


LONGBOWatl ey) 


WOWHV 8 SNOdVIM 


7a USEIG ELBOW 


Level Hands Range Weight RT Buy Price 


Dmg. Type Elem.Aft. R. Bonus S. Bonus 


Piercing 12 Laesren ie 


Buy Price 


Dig. Type Elem.Aff. R.Bonus S$. Bonus 


Piercing 14 ees 


Level Hands Range Weight RT ‘Buy Price 


Dmg. Type Elem.Aff. R. ‘Bonus . Bonus OnHit 


Piercing 12 aay 


ATK DEF HP MP LUCK STR vit DEX AGIL AVD 


Le | | 


MLNS Ce 


DAMASC.BO, 


Tie Level Hands Range Weight RT Buy Price 
ae 


Dmg. Type Elem.Aff. R.Bonus §.Bonus  OnHit 


Piercing 14 ce 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Pa ||. | 


vel Hands Range Weight AT Buy Price 


alt 
Dmg. Type Elem.Aff. R.Bonus S.Bonus  OnHit 


Piercing 12 Bee) 


Type Level Hands Range Weight RT Buy Price 


Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit 


Piercing 14 ESS 


ATK OEF HP MP LUCK STR VIT DEX AGIL AVD 


Es ee 
: 


OR 


DR 


INT 


OR 


DR 


Recipe 


Effect 


Recipe 


Recipe 


Effect 


MIND RES 


Recipe 


Recipe 


Effect 


Recipe 
The Bow 


Effect 


Type Level Hands Range Weight RT ‘Buy Price Recipe 


aE 


Dmg.Type Elem.Aff. R.Bonus S. Bonus DR Effect 


Piercing 13 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Level Hands Range RT 


Type Weight Buy Price Recipe 


On Hit DR 
Shackled |Stoneproof| Instill Ice 


S. Bonus 
Augment Ice 


Omg. Type Elem.A Aft. R. Bonus 


ATK DEF HP MP Luck STR VIT DEX AGIL AVD 


ee ; 


INT MIND RES 


Hands RT 


Range Weight 


Type _Level 
2) 
Dmg. Type = 
Piercing 13 


Buy Price Recipe 


Elem.Aff. R. Bonus §$.Bonus OnHit OR 


Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


GOES ea 


INT MIND RES 


RT 


Range 


T Level ~ Hands ; Weight Buy Price Recipe 


Bow Enchiridion 


Dmg. Type ~ Elem.Aft. R. Bonus S. Bonus On Hit OR 


Piercing 15 


Instill Air 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


THA NDERs BOW 


RT 


Range 


Level Hands Weight Buy Price Recipe 


Elem.Aff. R.Bonus $.Bonus  OnHit 


Dmg. Type 
Piercing 14 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


INT MIND RES 


RT 


Weight 


Type 


Level Hands Range Buy Price Recipe 
habe Bow Enchiridion 


S. Bonus 
Augment 
| Lightning +1 


UCK STR VIT DEX AGIL AVD 


Elem.Alf. R. Bonus On dit 


Lightning 
Averse 


Dmg. Type OR 
Silence- 


proof 


Effect 


Instill 
Lightning 


Piercing 16 


INT MIND RES 


_ a 

CROSSBOWS 

Crossbows are ranged weapons with a straight trajector) TI 
cannot be fired beyond their recommended target range. 
often jyield increases to DEX, VIT, and AGI. 


AVAILABLE CLASSES 


Type Level Hands Range Weight 


Dmg. Type Elem.Aff. _R. Bonus S$. Bonus OnHit DR Effect 


Piercing 15 Human 15 |Augment Fire +1] Fire Averse ay Instill Fire 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT “MIND RES 
Bi ateals : 


Icon Class 


Type Level Hands Range Weight 


Dmg. Type Elem.Aff. R. Bonus DR Effect 
Piercing 15 | Earth 15 | - | instil Earth 


ATK DEF HP MP LUCK STR VIT DEX AGIL “AVD INT MIND RES 


ausCROSSBOW.Ss/ 


Weight Type Level Hands Range RT Buy Price Recipe 


Type Level Hands Range 
5 rial ee 
Dmg. Type Elem.Aff. R. Bonus S$. Bonus On Hit DR Effect Dmg. Type Elem.Aff, R.Bonus $.Bonus OnHit DR Effect 
Augment Dark- Dark Charm- Instill Piercing 11 
Percng 16 apaolieplenreiies a en eS | 
= ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


ATK DEF HP MP LUCK STR  VIT DEX AGIL AVD INT MIND RES 
SX ROnSEAea re a= [ime | 


sh 


SROSSBOWa Ss) 


Type Level Hands Type _Level MV ; RT Buy Price Recipe 

: To | vie] | Raroed Weapons |B 
Dmg. Type __Elem.Atf. Dmg. Type ——_Elem.Att. R. Bonus |S. Bonus On Hit DR Effect 
Piercing 16 | Light 15 a a Piercing 13 : coe ae ie 
MRCEUEE ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
ss i : Z 3 
ER SO eas aaa 


2.222. /RARE} as) <sseu STONE BOWER / 
—_— oe eT) = = Seca . 3 
Tyne Level Hands RT ‘Buy Price Recipe Type Level RT Buy Price Recipe 


8 a Peo | 
Omg. Type _Elem.Alf. t DR Effect Dmg. Type Elem.Aff. R.Bonus S.Bonus  OnHit DR Effect 
Augment | Water Acid Crushing 12 S 
Pretcingilit Water +1 | Averse see z 


ATK DEF H STR VIT 


ATK DEF HP MP LUCK STA VIT DEX AGIL AVD INT MIND RES 


RA a CI 


Type Level Buy Price Recipe 


Par | = pares esse 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit Effect 
Crushing 14 Knockback as! 


ATK DEF HP AVD INT MIND RES 


WOWUY ¥B SNOdVIM 
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Level Hands Range 


Dmg. Type Elem.Aff. R.Bonus $.Bonus OnHit 


Piercing 12 ==] 


BOW GUN 


Type Level Hands Range Weight RT 


Elem.Aff. R.Bonus S. Bonus 


Pass | 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


pase Teen ea] Cee ole 


Omg. Type 
Piercing 14 


Level Hands Range 
Dmg. Type Elem.Aff. R. Bonus 
Piercing 11 


Weight RT Buy Price Recipe 


S.Bonus OnHit OR Effect 


| Type Level Hands Range Weight RT Buy Price 


Dmg. Type Elem.Aff. R. Bonus Ss. Bonus On Hit 
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ATK DEF HP MP LUCK STR vir 


HEBoOIE 


DEX AGIL AVD 


oS. HEAVY.CROSSBOW, 


- 


| Type Level Hands Range 

| | 
Dig. Type Elem.Aff. 
Piercing 11 


Weight Recipe 


R. Bonus S. Bonus On Hit DR Effect 


ATK DEF HP MP LUCK “STR ViT DEX AGIL AVD INT MIND RES 


3S HEAVY 


Type Level Hands Range Weight RT Buy Price 


Et Sea 


Dmg. Type Elem.Aff. _R. Bonus 
Piercing 13 


Recipe 


S. Bonus On Hit 


Level Hands Range Weight Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus S.Bonus  OnHit OR 


Piercing 12 


ViT DEX AGIL AVD INT MIND RES 


Range Weight RT Buy Price Recipe 


Ranged Weapons I! 


Omg. Type Elem.Aff. R. Bonus 


Piercing 14 


S.Bonus  OnHit OR Effect 


ViT DEX AGIL AVD INT MIND RES 


Type Level Hands Weight RT 


Pes Ja [2 | 
Dmg. Type Elem. Aff. 


Crushing 12 later, 


Range Buy Price Recipe 


R. Bonus S.Bonus  OnHit OR 


Type Level Hands Range Weight RT 


ar 


Dmg. Type Elem. Aff. 


Crushing 14 ee 


aera 
R. Bonus S$. Bonus On Hit 


Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR Effect 


Piercing 12 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Type Level Hands Range Weight RT Buy Price Recipe 


The Crossbow 


Omg. Type Elem.Aff. &. Bonus S. Bonus 


Piercing 14 


OnHit OR Effect 


ATK DEF HP “MP LUCK STR VIT DEX AGIL AVD 
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Level Hands Range Weight RT Buy Price 


Dmg. Type Elem.Aff. R. Bonus On Hit 


ATK 


Type 


Type 


ATK 


Type 


ATK 


Type _Level 

B 
Dmg. Type Elem.Aff. R.Bonus  S. Bonus 
Piercing 14 Augment 


Type 


B 
Dmg. Type Elem.Aff. R. Bonus 
Augment Dark 
Piercing: 14 Darkness +1 Averse 


ATK 


Piercing 13 


Dmg. Type Elem.Aff. R. Bonus 


Dmg. Type Elem.Aff. R. Bonus 
Piercing 13 


Dmg. Type Elem.Aff. R.Bonus $.Bonus  OnHit 
Piercing 20 


Phantom 5 


Light 5 Augment Light +1 


DEF HP MP LUCK STR VIT DEX AGIL AVD 


Level Hands Range Weight 


On Hit 


S. Bonus DR 


KEENING.B 


Buy Price 


Level Hands 
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DEF HP 


Level Hands Range Weight 


DR 


DEF HP 


Buy Price 


Water +1 


Level 


Hands Range 


DEF HP MP LUCK STR VIT DEX AGIL AVD 
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Recipe 
Crossbow Enchiridion 
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Recipe Type Level Hands Range Weight RT Buy Price Recipe 


Secrets of the Master 


Recipe Type Level Hands Range RT Buy Price 


DR Effect Dmg. Type Elem.Aff. R. Bonus OnHit OR Effect 


Frremvse | — | sre 


ATK DEF HP 


Type Level Hi Range 


Effect Dmg. Type 


Augment 


Piercing 16 Earth 10 Earth +1 


ATK DEF HP 


Saas 
Recipe Type Level Hands Range Weight Recipe 


Effect Dima. Type On Hit DR Effect 


Piercing 16 | Airaverse | - | nstill Air 
oa 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Effect Dmg. Type Elem.Aff. R. Bonus On Hit DR Effect 


Piercing 17 Augment Ice +1 instill Ice 


ATK DEF HP MP LUCK STR” vit DEX “AGIL AVD INT MIND RES 
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Dmg. Type On Hit DR Effect 


Augment | Lightning Instill 
Piercing 17 Lightning +1 Stopproof Lightning 


“a 
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Gre fanged Weapons with a straight trajectory. Fusils are 
cally wery heavy, add a lot to the RT, but offer bonuses to HP 


| Icon Class Icon Class 


Type Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus §.Bonus  OnHit OR 


Piercing 11 Bea 


ATK DEF HP MP LUCK STR ViT DEX AGIL AVD INT MIND RES 


Hands Range Weight AT  BuyPrice ‘Recipe 
Fusil Enchiridion 


Dmg. Type Elem.Aff. R. Bonus S.Bonus OnHit DR Effect 
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ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Dmg. Type Elem.Aff. R.Bonus S. Bonus On Hit OR Effect 
Piercing 13 
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Level Hands Range Weight RT Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus S$. Bonus it OR Effect 
Piercing 15 


ATK DEF HP MP Luck STR ViT DEX AGIL AVD INT MIND RES 
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The Fusil 


Dmg. Type Elem.Aff. R.Bonus S$. Bonus On Hit DR 
Piercing 15 


Piercing 18 [ease 
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Piercing 21 (Sea 
Sas 


Range Weight RT Buy Price Recipe 
Fusil Enchiridion 


Dmg. Type Elem.Aff. R. Bonus §. Bonus 
Piercing 17 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


RT Buy Price Recipe 


Dmg. Type Elem.Afl. R. Bonus S.Bonus OnHit OR 


Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Range Weight Buy Price Recipe 


Omg. Type Elem Aff. R. Bonus S$. Bonus On Hit OR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Level Hands Range Weight RT ‘Buy Price Recipe 


Dmg. Type Elem.Aff. R.Bonus §. Bonus OnHit OR Effect 
Piercing 20 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Recipe 


Dmg. Type Elem.Aff. R. Bonus §S. Bonus On Hit 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


INT MIND RES 


Thrown weapons travel in an arched trajectory that varies with 
the distance and terrain cover of the target. Thrown weapons 
range in size and heft and often yield bonuses to STR and DEX. 


AVAILABLE CLASSES 


Type Level RT Buy Price Recipe 


Dmg. Type On Hit DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Type Level RT Buy Price Recipe 
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Dmg. Type Elem.Aff. R.Bonus S.Bonus OnHit DR Effect 
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o 
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Ww 
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Level Hands Range Weight RT 2 “Buy Price Recipe Type Level Hands Range Weight Buy Price Recipe 
Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit DR ~Oniiit OR 

Slashing 5 a 
ATK DEF HP DEX AGIL AVD INT MIND RES 
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Type Level Recipe 


Type Level Recipe 
Ranged Weapons | Axe, Spear & Hammer 
Dmg. Type Elem.Aff. R.Bonus  S. Bonus DOR Effect i DR Effect 


Slashing 10 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Slashing 5 Thrown +1 


ATK DEF HP 


Level RT Buy Price Recipe Type Level RT Buy Price Recipe 
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Dmg. Type A Effect 
Piercing 8 
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ATK DEF HP 
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Dmg. Type Elem.Aff. R.Bonus §.Bonus OnHit DR Effect Dmg. Type Elem.Aff. R.Bonus S.Bonus OnHit DR Effect 
Piercing 5 = 


Piercing 8 


ATK DEF HP ATK DEF MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Crushing 5 


Type RT Buy Price Recipe 
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Dmg. Type Elem.Aff. R. Bonus ; R. Bonus 
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Recipe 
Thrown Weapons II 


R. Bonus S$. Bonus DR Effect 
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Dmg. Type Elem. Aff. DR Effect 
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ES 
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Dmg. Type _Elem.Aff. 


Dmg. Type Elem.Aff. 
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| Everything but 
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Weight 


R. Bonus 
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Dark Priest 


Juggernaut 


On Hit 


ViIT DEX AGIL AVD 


C2 60. 


Weight 


R. Bonus S. Bonus 


Deflect +1 


On Hit 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
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Smithing Armor | 
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back proof 
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Shields are held in one hand. In addition to raising DEF, shields 
can also deliver crushing attacks. All shields have an attack range 


Everything but G | 


Everything but 
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Everything but 
|G,H.1 


DR Effect 
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Recipe 


OR Effect 


Type Level Weight i Recipe 


Dmg. Type Elem.Aff. R. Bonus On Hit DR Effect 


Procite 
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=a Smithing Armor | 


Dmg. Type Elem.Aff. R.Bonus  S. Bonus On Hit DR Effect 
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Level 


Dmg. Type Elem.Aff. R. Bonus b On Hit DR Effect 


Proatack |= | 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Dmg. Type Elem.Aff. R.Bonus  S. Bonus On Hit OR Effect 
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Dmg. Type  Elem.Aff. R. Bonus 5 S. Bonus. On Hit 
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RA 
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mE ee 
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a 
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Dmg. Type Elem.Aff. R. Bonus S$. Bonus On Hit OR Effect 
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Dmg. Type Elem.alt. R. Bonus S. Bonus 
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On Hit 
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=NEREME NRE Has 
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Elem.Aff. R. Bonus S. Bonus On Hit 


LucK STR WIT DEX AGIL AVD INT MIND RES 


Level Weight “AT —Buy Price 


Smithing Armor II 


Elem.All. R. Bonus OnHit 


Knockback 
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S. Bonus 
Deflect +1 


Dmg. Type DR 


Crushing 4 


Effect 
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On Hit DR Effect 
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Dmg. Type Elem.Aff, R. Bonus 


ATK DEF HP MP LUCK STR VIT 
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Weight RT Recipe 
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On Hit OR Effect 
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Type Level 


Dmg. Type Elem.Aff. R. Bonus S$, Bonus 
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Dmg. Type Elem.Aff. R. Bonus 
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Recipe 


Shieldcraft 
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Kno Poisor Poison 
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Level Weight Buy Price Recipe 
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R. Bonus jonus On Hit DR Effect 
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RT Buy Price Recipe 
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Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR Effect 


Crushing 5 p> Deflect +2 Knockback | Fearproot | - | 


ATK DEF HP MP LUCK STR “Vit DEX AGIL AVD INT MIND RES 


Level Weight 
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Weight RT Buy Price 


OnHit OR Effect 


Knockback 
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Dmg. Type Elem.Aff. R. Bonus S$. Bonus 
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Level Weight RT Buy Price 


OnHit DR Effect 
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Recipe 


Dmg. Type Elem.Aff. R. Bonus S$. Bonus 
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Dmg. Type Elem.Aff. R.Bonus  S. Bonus On Hit OR Effect 


Augment 
Crushing 6 | Lightning 10 le Lighting 4 Knockback 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Electriguard 


Level Weight RT “Buy Price Recipe 
io] el aman ipa 


Dmg. Type Elem.Aff. R. Bonus $. Bonus On Hit DR Effect 
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Dmg. Type Elem.Aff. R. Bonus S$. Bonus 
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Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR 
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Frostguard 


 @ 


Type Level Weight RT Buy Price 


‘R.Bonus _S. Bonus OnHit OR Effect 


Knockback Lightguard 


Dmg. Type Elem.Afi. 


Crushing 7 Light 10 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Type Level Weight 
40 


S. Bonus On Hit DR Effect 


Augment - Dead- 
| Darkness +1 scream 


Omg. Type Elem.Aff. R. Bonus 


Crushing 7 Dark 10 


ATK DEF HP MP LUCK STR VT DEX AGIL AVD INT MIND RES 


Level ; Weight RT Buy Price 


Dmg. Type Elem.Aff. R. Bonus S$. Bonus On Hit DR 


ATK DEF HP MP LUCK STR “VIT DEX AGIL AVD INT MIND RES 
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Sian 
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R. Bonus S. Bonus On Hit 
Knockback 


Dmg. Type Elem. Aff. 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Stoneproof | Evil Eye 


Helms protect the head. Units can equip up to two pieces of armor 
and a shield. 


AVAILABLE CLASSES 


Class 


Level Weight RT Buy Price Recipe 


On Hit OR Effect 


Type 


Dmg. Type Elem.Aff. R. Bonus S. Bonus 


Icon Class 
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(Wizard 


Cleric 


2OO0R0 && 


Buy Price Recipe 


ioe Smithing Armor | 
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On Hit D Effect 


S. Bonus 
ae Se) 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 


Type Level Weight 


Dmg. Type Elem.Aff. R. Bonus 
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Type Level Weight RT 


Omg. Type Elem.Aff. R.Bonus §.Bonus  OnHit Dmg. Type Elem.Aff. R.Bonus $.Bonus OnHit 


INT MIND RE! ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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1] 


ATK DEF HP MP LUCK STR ViT DEX AGIL AVD 


a 


RT Weight RT ‘Buy Price 


Type Level Weight Buy Price Recipe Type Level Recipe 
Smithing Armor | ‘ee eo| Smithing Armor II 
Dmg. Type Elem.Aff. R. Bonus S. Bonus Dmg. Type Elem.Aff. R. Bonus S. Bonus Onkit DR Effect 


iNT MIND RES 


Resist Charm +1 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 


Resistances) 
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Dmg. Type Elem.Aff. 


ATK DEF HP MP 


R. Bonus 


Resistances 


16 


Dmg. Type Elem. Aff. 


ATK DEF HP MP 
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Dmg. Type 
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ATK DEF HP MP LUCK STR 


(sna i 


\w@. DAMASCHELM. +1 


Weight 


Level 


ATK DEF HP MP LUCK STR 


Ree ie 


LUCK STR VIT DEX AGIL AVD 


RT Buy Price 


S. Bonus 
Meditate +1 


LUCK STR VIT DEX AGIL AVD 


Elem.Aff. .Bonus S. Bonus 


SR) 


Buy Price 


VIT DEX AGIL AVD 
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INT MIND RES 


a 


INT MIND RES 


Dmg. Type Elem.Af. 


Type Level Weight 
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ATK DEF HP MP LUCK 


a 


Elem. All. 


Ss 


R. Bonus 


STR VIT DEX AGIL AVD INT 


a -&.GLISTENING, HELM.[RARE] 


R. Bonus 


LUCK STR VIT DEX AGIL AVD 


a 


RT Buy Price Recipe 


S. Bonus OnHit DR Effect 


RT Buy Price Recipe 


Shield Enchiridion 


OnHit DR Effect 


MIND RES 


a _ 


ws ON 


RT Buy Price Recipe 


S.Bonus OnHit DR Effect 


INT MIND RES 
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Recipe 


S. Bonus On Hit DR Effect 


Augment 
Darkness +1 


Type Level Weight 


Dmg. Type Elem.Aff. R. Bonus S. Bonus DR 


Augment : Dea 
Darkness +1 scream 
ATK DEF HP MP LUCK STR VIT DEX AGIL AVD 
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* 


Type Level Weight RT 


Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit OR 


Body armor protects the torso. Units can equip up to two pieces of 
armor and a shield. 
AVAILABLE CLASSES 


flare 


@ Familiar 


Type Level 


Dmg. Type Elem. Aff. 


R. Bonus S. Bonus 


ATK DEF HP MP LUCK STR VIT OD 


Dmg. Type Elem.Aff. 


R. Bonus S. Bonus 


Type Level Weight RT 


Type Level 


Dmg. Type Elem.Aff. 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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R. Bonus 


@ 


Buy Price Recipe 


Ree Smithing Armor | 


On Hit DR Effect 


AVD INT MIND RES 


DR Effect 
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Ny 


Oo &@ @ 


Recipe 
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DR Effect 
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ea 
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Dmg. Type 


Smithing Armor | 


Elem.Afl. R. Bonus DR Effect 
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es liete eas |e] 3 
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— 
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Dmg. Type Elem.Aff. R. Bonus S. Bonus On Hit DR 
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wk 
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© 
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RT 


Dmg. Type Elem.Aff. R.Bonus §.Bonus  OnHit OR Effect 
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RT Buy Price 


Elem.Aff. R.Bonus $.Bonus OnHit 
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ATK DEF “HP MP LUCK STR VIT DEX AGIL AVD INT MIND 
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RT Buy Price 
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R.Bonus $.Bonus  OnHit DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND 


Type Level Weight RT 


Dmg. Type Elem.Aff. &. Bonus Ss. Bonus On Hit DR Effect 


ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Buy Price Recipe 
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S. Bonus On Hit DR Effect 
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Dig. Type Elem.Aff. R. Bonus 
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Dmg. Type Effect 
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Buy Price Recipe 


S.Bonus OnHit OR Effect 
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Omg. Type Elem.Aff. R. Bonus 
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R. Bonus S.Bonus  OnHit DR 


HP MP LUCK STR vit "DEX AGIL AVD INT MIND RES 


Dmg. Type Elem. Aff. 


ATK DEF 


Resistances) 


Buy Price Recipe 


[eS] Body Armor Enchiridion | 


OnHit OR Effect 


pT Tec 


“DEX AGIL AVD INT MIND RES 
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Dmg. Type _Elem.Aff. R. Bonus 
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Buy Price Recipe 
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Dmg. Type Elem.Atf. R. Bonus ‘S. Bonus 
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wo 
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RT 
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Effect 
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Type Level Weight RT. Buy Price Recipe Level Weight RT Buy Price Recipe 
Dima. Type Elem.Aff. R. Bonus 8. Bonus OnHit OR Effect Dmg. Type Elem.Aff. R. Bonus §. Bonus OnHit DOR Effect 


Augment Water +1 Har Aquaguard Augen! Darkness +1 Ese Shadow Guard 
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G BEACURING DRESS. 
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= 
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Armguards protect the hands and forearms. Units can equip up to Dmg. Type EinmAth aR! Banas SeBunuse =e On Hit DR Effect 


two pieces of armor and a shield. ae eae 
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Psmitig armor 
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Dmg. Type Elem.Aff. R.Bonus S. Bonus 
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RT Buy Price 
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RT Buy Price 
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p77 
MP LUCK STR VIT DEX AGIL AVD 
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Dmg. Type Elem.Aff. R. Bonus 
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ATK DEF HP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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Dmg. Type Elem.Aff. R. Bonus 
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Legguards protect the legs. Units can equip up to two pieces of 
armor and a shield. 


AVAILABLE CLASSES 


Recipe 


Dmg. Type Elem R. Bonus S$. Bonus On Hit OR 
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Type Level Weight RT 2 Buy Price Recipe Type Level Weight RT Buy Price Recipe 
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RT Buy Price Recipe 
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RT Buy Price Recipe 
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DR 
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Dmg. Type Elem.Aff. R. Bonus Ss. Bonus On Hit a Effect 
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Jewelry is a special type of armor enchanted to pr 
the wearer. All classes can wear all types of, ‘jewelry, : 
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Dmg. Type 
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Type Level 
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DEX AGIL AVD INT MIND RES 
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Dmg. Type Elem.Aff. R.Bonus S.Bonus OnHit 
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Dmg. Type Elem.Aff. R.Bonus $.Bonus OnHit 
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Dmg. Type Elem.Aff. R.Bonus $.Bonus  OnHit DR Effect 


Codex of Jewelry IV 


ATK DEF HP MP LUCK STR vit DEX AGIL AVD INT MIND RES 


r Type Level Weight 
ie tt | 
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Resistances) 
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ATK DEI IP MP LUCK STR VIT DEX AGIL AVD INT MIND RES 
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S00 BG @ © 
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Denam to earn the corresponding title. Many of the more difficult decisions that Denam must mal 


TITLES 


The following table contains the 90 ti 


make in that instance. Use the World Tarot to return to the anchor point after completing the game and explore a different outcome to unlock the other titles. 


Hero of Golyat 
Corpse Dancer 
Freedom Fighter 
Peace Seeker 

He Who Fights Alone 
The Impassive 
Butcher of Golyat 
Fallen Hero 

The Merciful 

The Unfaithful 

Man of Proven Worth 
Helpful Spirit 

The Selfish 

Man Among Friends 
The Unhearing 

Man of Principles 
The Hero Returned 
Piratebane 

Hand of Justice 

He Who Shuns Duty 
Man of Resolve 
Leader of Men 

Dark Knight Slayer 
Savior of the Dead 
Freer of Souls 

Slayer of the Dying 
Miracle Worker 
Defender of Almorica 


Man of Deeds 


Rescued Duke Ronwey from imprisonment in Almorica Castle 

Confronted the Necromancer Nybeth at Qadriga Fortress and put an end to his dark experiments, 

Spoke with Cistina at the Arkhaiopolis of Rhime and told her you fought for Walister freedom: 

Spoke with Cistina at the Arkhaiopolis of Rhime and told her you fought to secure peace throughout Valeria 
Spoke with Cistina at the Arkhaiopolis of Rhime and told her you would never join forces with another faction 
Allowed the Galgastani to kill Cistina at the Arkhaiopolis of Rhime because she was of another faction 
Carried out Duke Ronwey’s chilling plan to slay the five thousand innocents in Balmamusa. 

Refused to participate in Duke Ronwey’s heartless plan to massacre the innocents of Balmamusa, for which you were then blamed and made a wanted man 
Came to Arycelle’s aid on the Xeod Moors, even though she had once sought to take your life 

Turned against Vyce, your lifelong friend, on Tynemouth Hill 

Joined forces with Arycelle—one of the few who knew the truth of Balmamusa—and fought free of a trap laid by Vyce. 
Agreed to help rescue Cistina from the pirates who took her captive. 

Refused to help rescue Cistina from pirates for fear your pursuers might catch you. 

Befriended members of the Liberation Front at Boed Fortress. 

Refused to hear the pleas of the Liberation Front at Boed Fortress. 

Refused Sir Leonar’s entreaty to return to the Resistance 

Heeded Sir Leonar’s entreaty to return to the Resistance. 

Saved Xapan the Mercenary from pirates at Qadriga Fortress. 

Defeated Galgastani High Commander Gatialo at Tynemouth Hill 

Refused to support Sir Leonar’s plot to assassinate Duke Ronwey and seize control of the Resistance 

Joined Sir Leonar in his plot to assassinate Duke Ronwey and seize control of the Resistance: 

Struck down Sir Leonar after he slew Duke Ronwey, becoming the leader of the Resistance. 

Slew the Dark Knight Oz at Boed Fortress and rescued Cerya 

Saved Sir Dievold and Oelias from a horde of undead at Port Asyton 

Defeated the Necromancer Nybeth at Ndamsa Fortress and freed the soul of Sir Gildas. 

Defeated Sir Xaebos, commander of the Galgastani army remnants, at Coritanae Keep. 

Rescued Sir Leonar from imprisonment in Qadriga Fortress. 


Drove the remnants of the Galgastani army out of hiding in Golyat 


Recaptured Coritanae Keep from the remnants of the Galgastani army to prevent the suffering of innocents. 


tles that Denam can earn over the course of the campaign. Each title has very specific requirements that must be met in order for 


ke results in being given one of several titles based on the choice you 
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Title 

Untarnished Hero 

The Unflinching 
Arbiter of the Game 
He of Open Eyes 

Dark Knight Scourge 
Man of the Sword 
Man of No tilusions 
The Conqueror 
Destroyer of Galgastan 
He Who Walks In Darkness 
Southron Liberator 
Biood-stained Hero 
Man of Peace 

Princess Slayer 

Tragic Hero 


Princess Savior 


Title 

Bringer of Peace 

Bringer of Strife 

Bringer of Order 

Ruler of Valeria 

Grave Robber 

He Who Treads Holy Ground 
He Who Walks the Deeps 
Necromancer Scourge 
Dynast-King Slayer 

Dark Warlord Slayer 


One-eyed Knight Slayer 


We strongly recommen 
the World Tarot. There are some major spoilers contained within this appendix 
and ded to the game spoiled by looking too far ahead, 9 ae 


How to Earn 


Defeated Sir Xaebos, commander of the remnants of the Galgastani army, at Brigantys Castle. 

Saved the blind swordsman Hobyrim from the Resistance on the Bahanna Highlands. 

Slew Sir Leonar at Coritanae Keep and learned of Duke Ronwey’s plot 

Slew Sir Leonar in a duel at Coritanae Keep and learned of Duke Ronwey’s plot. 

Defeated Oz at Boed Fortress and put the Dark Knights to rout. 

Told the Galgastani you met at Brigantys Castle that the people of Galgastan were your enemy. 

Told the Galgastani you met at Brigantys Castle that the people of Galgastan were not your enemy. 

Took Coritanae Keep and brought Hierophant Balbatos to justice 

Defeated Sir Xaebos, commander of the Galgastani army remnants, at Almorica Castle. 

Defeated the Bakram forces under the command of the Dark Knight Ozma and rescued the blind swordsman Hobyrim at the Arkhaiopolis of Rhime. 
Drove the Dark Knights from Phidoch castle and wrested control of the south of Valeria 

Journeyed to Brigantys Castle to parley with the Order of Philaha, but you were unable to avoid bloodshed. 
Journeyed to Brigantys Castle, alone and unarmed, to parley with the Order of Philaha 

Brought about Catiua's death in the battle with the Dark Knights at Barnicia Castle. 


Captured Barnicia Castle only to watch as Catiua took her own life. 


Stormed Barnicia Castle and rescued Catiua from the Dark Knights. 
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How to Earn 


Defeated Regent Brantyn at the Royal City of Heim, enabling Catiua to declare an end to the blood war 

Told your war council that the Resistance's sacking of Heim was an unavoidable evil. 

Told your war council that the members of the Resistance responsible for the sacking of Heim would be punished 
Allowed Catiua to die before the final battle at the Royal City of Heim. 

Plundered the treasure from the Pirate's Graveyard 

Left the treasure in the Pirate’s Graveyard undisturbed 

Discovered the secret door on the third level of the Palace of the Dead, allowing access to the depths below. 
Defeated the Necromancer Nybeth who had embraced death and become a lich 

Defeated Dorgalua, the Dynast-King, as he returned from the Abyss. 


Defeated the warlord Rodrick, a fallen king consumed by the Dark. 


Defeated Sir Lanselot, High Champion of the Dark Knights of Lodis 
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Slayer of the Wind Watch 
Slayer of the Earth Watch 
Slayer of the Lightning Watch 
Slayer of the Water Watch 
Slayer of the Fire Watch 
Slayer of the Ice Watch 
922 
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Hero Among Men 
Gifted Warrior 

Lord of the Battlefield 
Master of Tactics 


Concord King Unbloodied 


Hero King Unscathed 


Defeated Kandyce, keeper of the seal 
Defeated Blackmoor, the necromancer lord 
Defeated Sirene, releasing luria from her spell 
Defeated the guardian Vainateya 

Defeated the guardian Nathalork. 

Defeated the guardian Xolot! 

Defeated the guardian Tialoc: 

Defeated the guardian lfrit 


Defeated the guardian Lygenstzel. 


Brought peace to Valeria and ascended the throne, only to be brought down by an assassin on your coronation day. 
Brought peace to Valeria and ascended the throne, but the calm was not to last 

Brought peace to Valeria and helped Princess Versalia ascend the throne. 

Ended the Heim Conflict in all three time lines. 

Won the final battle in the Hanging Gardens without using the Chariot Tarot or retreating 

Reached the Altar of the Beyond in the Palace of the Dead without using the Chariot Tarot or retreating 
Reached the Central Garden in the floating ruins of San Bronsa without using the Chariot Tarot or retreating. 
Had fewer than twenty deceased units after the final battle in the Hanging Gardens. 

Had fewer than twenty incapacitated units after the final battle in the Hanging Gardens. 

Had fewer than ten deceased units after the final battle in the Hanging Gardens. 

Had fewer than ten incapacitated units after the final battle in the Hanging Gardens 

Had no deceased units after the final battle in the Hanging Gardens. 


Had no incapacitated units after the final battle in the Hanging Gardens. 
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MUSIC 


Access the Warren Report at any time to listen to any of the songs in the game. You can't unlock all of the songs through a single play-through of the game, however, 
Use the World Tarot after completing the main campaign to play through other branches of the story and access the side quests to unlock every song. The following 


notes contain information on the composer and arranger for each piece, the song length, and a quote from one of the men behind the music. 


THE MUSIC OF TACTICS OGRE 


Song Title Comments 


Overture Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Main Title (1:08) “This is a piece that symbolizes the Ogre series. We layered instruments to add texture while 
are still remaining faithful to the original orchestration.” (Kudo) 


Composer: Masaharu |wata/Arranger: Kimihiro Abe; Introduction (2:59) “Iwata handled the chorus, while | added texture to the orchestration. The result was even 


Shaotie (stand more lavish than we expected, and | feel it really draws players into the story.” (Abe) 


Prepare to Take Composer: Masaharu Iwata/Arranger: Masaharu Iwata; Battle Party Formation (0:46) “Warriors experience all manner of emotions as they prepare for battle. This piece 
the Field aims to express these feelings.” (Iwata) 
Glory Composer; Masaharu Iwata/Arranger: Masaharu Iwata; Victory Screen (0:48) “I aimed to recreate the joy and relief of victory, and, in the new parts, the excitement of 

¢ Collecting the spoils of war.” (Iwata) 
Retreat! Composer: Masaharu lwata/Arranger: Masaharu Iwata: Retreat (0:30) “This piece represents the sounds of soldiers fleeing from battle ” (Iwata) 
The Color of Chaos Composer: Masaharu Iwata/Arranger: Masaharu Iwata; Game Over (0:17) “I aimed to reflect the sadness and regret of death and defeat.” (Iwata) 
Island Atlas Composer: Masaharu Iwata/Arranger: Masaharu Iwata; World Map (1:26) “The game revolves around epic battles, so we used a more relaxed piece for the map screen. 
if We extended the piece slightly, aiming for the feeling of reaching your destination at sunset after a long journey.” (Iwata) 
Blasphemous. Composer: Masaharu lwata/Arranger: Masaharu |wata: Battlefield 3 (2:00) “Nybeth commands the dead, meddling with souls in his quest for immortality. This can be 
Experiment thought of as his theme. A rhythm that portrays a resonating darkness has been added to the eerie scald-of the original.” (Iwata) 


Phantom Fog Composer: Masaharu Iwata/Arranger: Yoshimi Kudo; Battlefield 5 (3:12) “We added an ominously escalating flourish to the end of the original. | think the interplay 
: ss between organ and orchestra is particularly poignant.” (Kudo) 
Fight it Out! Composer: Masaharu Iwata/Arranger: Masaharu Iwata; Battlefield 7 (2 29) “Battles must be fought to the bitter end. This mentality and the chaos of battle are 
Geen Portrayed in a piece slightly longer than the original.” (Iwata) 
a Composer: Masaharu Iwata/Arranger Noriyuki Kamikura; Battlefield 9 (1:47) “We took care not to interfere with the atmosphere of the original. | think we captured the 
Breath of the Earth Fi Hi i 
essence of Denam’s will to battle on valiantly.” (Kamikura) 


Chivalry and Savagery | Composer: Masaharu lwata/Arranger: Masaharu Iwata; Battlefield 11 (4 25) “I gave this piece the sense of a battle that sees feats both daring and measured.” (Iwata) 


Unsealed Composer: Masaharu Iwata/Arranger: Masaharu Iwata; Final Battle (3 10) “This is a battle against a foe not of this world, | touched upon the fear, mistrust, and 

es brutality such a battle brings.” (Iwata) 

Onthe March Composer: Masaharu lwata/Arranger: Kimihiro Abe: Challenge Battles (1:10) “We kept the melody and chordal progression of the original while giving it a broader 

mie sound and adding trills to make this a piece suitable even for live performance.” (Abe) 

Avilla Hanya Composer: Hitoshi Sakimoto/Arranger: Noriyuki Kamikura; Battlefield 1 (2:40) “This is one of a few pieces that use a rhythm section with drums. We used trial and 
2 error to match it to the scene it is first played, adopting a composition that conveys impotent rage and hopelessness.” (Kamikura) 

Composer: Hitoshi Sakimoto/Arranger: Mitsuhiro Kaneda: Data Selection Screen (1:19) “The chorus felt muted in the first half, and we rebalanced it several times. The 


Blessed Memory 
= i ‘ond half is a smooth composition using harpsichord and strings.” (Kaneda) 


Vendetta! Composer: Hitoshi Sakimoto/Arranger: Azusa Chiba: Battlefield 4 (2 20) “The original was an energetic piece containing many harmonic cadences, so we used a 
apes dramatic arrangement for the second half based on the original. | think the tubular bells in this section create good tension " (Chiba) 

Three Kings Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Battlefield 8 (1:26) “We Struggled to find the right tone for the rhythm instruments. In the end we added an 

tae orchestral touch to the drum machine tone used in the original, resulting in the final piece.” (Kudo) 

Limitation Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo: Battlefield 12 (2:51) “The intense and dramatic shifts in this piece match the weight of responsibility in the 


scene perfectly. We added a new part to the end of the original, using harps and other tones to render sounds reminiscent of the open sky.” (Kudo) 


Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Battlefield 13 (2:38) “We added touches to the intro and end of the original piece. This is an extremely 
dense piece with elaborately interwoven textures, and we put considerable effort into living up to the standards set.’ (Kudo) 


The Dark Knights 


A State of War Composer: Hitoshi Sakimoto/Arranger: Noriyuki Kamikura: Chapter Title (1:09) “As the overarching story of the game is serious in tone, we added new touches with a 
aes melancholic atmosphere to the middle section, aiming to cast a little shadow on the piece.” (Kamikura) 
WarreniRenert Composer: Hitoshi Sakimoto/Arranger: Noriyuki Kamikura: Warren Report (1:24) “We wanted a calmer piece that gave players a break from the hectic pace, so we 
P focused on stringed instruments such as the cello to create a gentle, ephemeral tone.” (Kamikura) 
Composer: Hitoshi Sakimoto/Arranger: Hitoshi Sakimoto; End Titles (5:57) “| often have mixed emotions when | listen to one of my older pieces. | can still clearly 
Passing Moment A 
remember all the points | dwelled upon at the time.” (Sakimoto) 
Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Battlefield 6 (1:05) “This is not an intense piece, but it is affecting in its own way, perhaps through the chilling 


) f tt a y 
Song of the Tundra sadness or hardships of battle it conveys.” (Kudo) 


Comments 


Song 


(ard and 3k Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Battlefield 10 (2:03) "This piece imparts a sense of courageousness and tension while hammering home the 
CN brutality of battle. We added new phrasing and melody to the end of the original.” (Kuda) 


Catastrophe Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Prologue (1:29) ‘This piece contains dramatic transitions, with the Dark Knights’ theme inserted into the middle. 


It is a memorable piece, fitting for a scene of Lanselot Tartaros standing at the clifftops.” (Kudo) 3 

fined ents Composer: Hitoshi Sakimoto/Arranger: Mitsuhiro Kaneda; Battlefield 2 (2:07) “A simple piece using strings and brass that maintains a persistent rhythm, with bold & 
Bt transitions towards the second half having a recurring theme.” (Kaneda) = 

4 


The Music Box Composer: Masaharu Iwata/Arranger: Masaharu Iwata; Music Box 1 (not used) (0:24) “The song played by Lanselot’s keepsake music box. The sorrowful refrain calis 
Soachicciaciectaad to mind tragedies both past and still to come.” (Iwata) 

Mindless Emotion Composer: Masaharu !wata/Arranger: Masaharu Iwata; Music Box 2 (not used) (1:13) ‘This piece captures the rush of emotions when learning of a tragedy, It is a 
eee song for those at the mercy of time, unable to unwind the clock. For the remake we added music box sounds that convey a sense of unbearable loss.” (Iwata) 

The Walister Composer: Hitoshi Sakimoto/Arranger: Azusa Chiba; Walister Resistance Theme (0:25) “The single timbre used for the strings lacked boldness, so we layered on dif- 
Resistance ferent tones. The result is a crisp, bold staccato.” (Chiba) 


insincerity Composer: Masaharu |wata/Arranger: Masaharu Iwata; Secret Talks (0:47) “This piece was created to represent negotiations held in secret. It conveys the sense of 
a mischief inherent in discussions held behind closed doors.” (Iwata) 

Reltoneterens Composer: Masaharu Iwata/Arranger: Masaharu Iwata; The Bakram Theme (1:25) “This piece evokes dealings with the privileged classes and nobility. | worked hard to 
Leip Bt elicit an atmosphere not found in everyday conversations.” (Iwata) 

Footsteps from Composer: Masaharu |wata/Arranger: Masaharu Iwata; The Loslorien Theme (0:55) “This piece suggests a procession marching on into the fading twilight, then 

Darkness coming silently to a halt. This is what | aimed to recreate.” (Iwata) 


Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Crisis (0:27) “The piece evokes something moving stealthily in the darkness, but as itis often played before 


AES battle we took care to preserve the brass ito to retain its brisk feeling.” (Kudo) 


Composer: Hitoshi Sakimoto/Arranger: Noriyuki Kamikura; Conversations (1:54) “We aimed for the feeling of hymns reverberating throughout a cathedral, placing 


Theme of the Sibyl eee 
: ohtne:siny emphasis on the timbre of the chorus, and adding a celestial melody to the new portions.” (Kamikura) 


Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Denam’s Theme (1:39) “This piece abounds with the sense of valor and the exuberance of youth. We have 


Restrictio! i a 
Hon extended the original, and hinted at the trouble that is to befall him with a melody using stringed instruments. (Kudo) 
Aevanst Composer: Hitoshi Sakimoto/Atranger: Azusa Chiba; Catiua’s Theme (0:43) “We wanted to strike a good balance between soft and sharp tones, and tried a number of 
t 
ya different harps until we found the right one. The tempo is slower than the original, and we have tweaked the variations (Chiba) 
Hard Truth Composer: Masaharu !wata/Arranger: Masaharu Iwata; Shock (0:44) “The piece is designed to convey the sense of an undesirable truth being revealed. | gave it an 
. exaggerated tone.” (Iwata) 
Death Rattle Composer: Masaharu lwata/Arranger: Masaharu Iwata; Somber Atmosphere 1 (0:33) “We attempted to express a somber scene with slight elements of fear.” (Iwata) 


: Composer: Hitoshi Sakimoto/Arranger: Azusa Chiba; Somber Atmosphere 2 (1:49) “The latter half is a new addition, Making use of the bleak but tense instrument 

Notice of Death M ; 2 

composition of the first half of the original, we added a hint of sorrow to the melody.” (Chiba) 

Prayer Composer: Hitoshi Sakimoto/Arranger: Noriyuki Kamikura; Somber Atmosphere 3 (1:20) “We wanted to include elements of a requiem for the dead, and so incorpo- 
aye rated dramatic transitions that bestow a feeling of solemnity and grief.” (Kamikura) 

REI Cen Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Epilogue 1 (1:15) “This piece conveys a great sense of loss. As with the ending, | remember it leaving a lasting 

ie ai impression on me when | played the original game.” (Kudo) 


Composer: Hitoshi Sakimoto/Arranger: Mitsuhiro Kaneda; Epilogue 2 (0:49) “This piece also faithfully recreates the notes of the original, with the sound sources 


Awakening ' 
Warening replaced to convey a feeling of floating above a sea of clouds.” (Kaneda) 
coronation Composer: Hitoshi Sakimoto/Arranger: Noriyuki Kamikura; Epilogue 3 (0:28) “This piece has a fanfare-like quality, and | recall taking care not to make it overly showy 
or gaudy, taking into account my mental picture of each character appearing on the screen * (Kamikura) 
Revolt Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo; Battlefield 14 (1:06) “I'm sure this brings back memories for many players. it is truly a piece that evokes the 
Ogre Battle series! We again sought to flesh it out by polishing the orchestral sounds of the original.” (Kudo) 
Viking Spirits Composer: Masaharu lwata/Arranger: Noriyuki Kamikura; Battlefield 15 (1:06) “This is the piece | struggled with most on this title. Through trial and error it settled into 


an invigorating melody that evokes a voyage across the great deep, and | think it has come out well.” (Kamikura) 


Composer: Masaharu Iwata/Arranger: Mitsuhiro Kaneda; Battlefield 16 (1:07) “This piece uses a large number of voices, which makes it difficult to avoid clouding the 


Ir ble Defens' i ‘ 
impregnable Defense nuance of each tone. It was challenging to instill the emotions we were aiming for.” (Kaneda) 
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Song Title 


Autumnal Sky 


Krypton 


White Storm 


Accretion Disk 


Looking Back 


Deeds Writ in Stone 


Light Everlasting 


Faraway Heights 


A Clash of Giants 


Notice of Death 
(Reprise) 


Prayer (Reprise) 


Time Forever Lost 


Lay of Peace 


Piercing Truths 


Composer: Masaharu Iwata/Arranger: Yoshimi Kudo; Battlefield 17 (1:07) “We changed the rhythm instruments from the original, but made as much use of the won- 
derful melody and ethereal chords as we could.” (Kudo) 


Arranger: Noriyuki Kamikura; Battlefield 18 (1:18) “This piece presents a wide fange of tempos and emotions. We drew upon the inherent flavor of the original while 
working on it. | hope that players enjoy the changes in emotion during the song while they play the game.” (Kamikura) 


Composer: Hitoshi Sakimoto/Arranger: Mitsuhiro Kaneda; Battlefield 19 (1:16) “For this piece we focused on intimidating sounds, such as the timpani, that convey the 
sense of a large force descending upon you at speed. We had a hard time getting the chorus for this Piece to stand out.” (Kaneda) 


Arranger: Noriyuki Kamikura; Battlefield 20 (1:10) “This piece maintains consistent vigor from the intro through to the end. By adding woodwind instruments and 
percussion instruments such as the xylophone, | believe we have expressed vigor and further momentum (Kamikura) 


Composer: Masaharu Iwata/Arranger: Masaharu Iwata New Music Box 1 (0 23) “The new music box piece is a typical song that could be found in any music box 
(Iwata) 


Composer: Masaharu Iwata/Arranger: Masaharu Iwata: New Music Box 2 (1:16) “I arranged this new music box piece to convey overwhelming feelings of loss and 
despondency.” (Iwata) 


kimoto) 


Composer: Hitoshi Sakimoto/Arranger: Hitoshi Sakimoto Battlefield 21 (1:51) “I wrote this new piece to have a slightly different disposition.” ( 


Composer: Hitoshi Sakimoto/Arranger: Hitoshi Sakimoto: Battlefield 22 (1:36) “| incorporated techniques not available at the time to make this new piece slightly more 
warlike." (Sakimoto) 


Composer: Masaharu Iwata/Arranger: Masaharu Iwata: Battlefield 25 (2:58) “This piece is my interpretation of a final battle between bitter enemies.” (Iwata) 


Composer: Hitoshi Sakimoto/Arranger: Kimihiro Abe: Somber Atmosphere 4 (2:21) “We used the ideas behind the original to create a new piece, The delivery of this 
idea using woodwind instruments is one of the listening points here. " (Abe) 


Composer: Hitoshi Sakimoto/Arranger: Yoshimi Kudo: Somber Atmosphere 5 (1 26) “We set out to use woodwind instruments in contrast with the Seriousness of the 
original to give it slightly less severity.” (Kudo) 


Composer: Masaharu Iwata/Arranger: Masaharu Iwata; New Music Box 3 (0:30) “This piece conveys a broken Music box. The music stops abruptly at the end as if the 
box had expended all its energy. It was a challenge to express the broken nature of the box, and the first attempt was a little hea’ vy handed, so we recreated it with a 
more subtie tone.” (Iwata) 


Composer: Masaharu wata/Ar ranger: Masaharu {wata; luria’s Song (0:33) “For luria’s Song we wanted to create a song that a person free of all Constraints would sing. 
This is how | see the winged folk.” (Iwata) 


Composer: Masaharu Iwata/Arranger: Yoshimi Kudo; New Music Box 4 (1:34) “Using the melody of the music box that appears during the story, we switched over the 
harmony to create a piece that conveys hopelessness and a sense of joss.” (Kudo) 


to lay down traps on the battlefield. Traps set by your party will glow red and will only be triggered if a unit stops directly on top of the trap; walking across it en route 


« BOOBY TRAPS 


One of the most unique skills in the game belongs to the Rogue class—Booby Trap. This special skill allows the Rogue to use the Tarot cards in the party's inventory 


to another tile will not set the trap off. 


There are essentially two types of traps: those that deal direct damage to the unit that triggers the trap and those that inflict a status effect to the unit on and adjacent 


to the trap. Traps have a 100% success rate and, if used strategically, can be every bit as effective as casting magic spells. The key to using them well is to not only place 


them in the path of enemies, but to avoid accidentally setting them off with your own units. Similarly, be wary of Knockback effects and don't square off against an 


enemy with your back to a Booby Trapped tile. 


TAROT CARDS AS BOOBY TRAPS 
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| Tarot Card 


The Magician 


The High Priestess 


The Empress 


The Emperor 


The Hierophant 


The Lovers 


The Chariot 


Strength 


The Hermit 


Wheel of Fortune 


dustice 


The Hanged Man 


Death 


Temperance 


The Devil 


The Tower 


The Star 


The Moon 


The Sun 


Judgement 


The Fool 


Effect 


Temporarily Enfeebles multiple targets. 


Temporarily Leadens multiple Targets. 


Temporarily Binds multiple targets. 


Temporarily Shackles multiple targets 


Temporarily puts multiple targets to Sleep. 


Temporarily Charms multiple targets 


Resets the TP of multiple targets to 0. 


Temporarily inflicts Breached on multiple targets. 


Discharges energy from beneath the feet of a single target. 


Temporarily inflicts Stop on muitiple targets. 


Unleashes a blast of freezing cold air from beneath the feet of a single target 


Temporarily Weakens multiple targets. 


Temporarily Poisons multiple targets. 


Temporarily Silences multiple targets. 


Causes dark flames to flare up from beneath the feet of a single target 
Crystallizes the area around a single target. 

Causes a gale of to arise from beneath the feet of a single target 
Causes acidic vapor to erupt beneath the feet of a single target 
Causes flames to belch forth from beneath the feet of a single target 


Unleashes divine power from beneath the feet of a single target. 


Disarms a single trap laid by the party of the unit triggering it. 
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